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How To Use This Book 


Welcome to the third MONSTROUS COMPENDIUM volume 
detailing the savage and wondrous creatures of Athas. This accessory 
compiles all the creatures featured in the first two MONSTROUS 
COMPENDIUM entries (Terrors of the Desert and Terrors 
Beyond Tyr) and adds other creatures featured in DARK SUN 
accessories and magazine articles. The entries in this volume have 
also been revised so as to be compatible with the rules used in the 
Dark Sun Campaign Guide - see that volume for further details 
on changes to the standard AD&D 2nd Edition rules. 

Monsters included in this volume are typical for their type, but 

variations by the DM for his or her own campaign are encouraged. 

This volume’s entry format otherwise follows that of the 

Monstrous Manual. Brief explanations of the terms used in 
each entry are provided below. (For more detailed explanations, 
consult the Monstrous Manual) Note: In this book the Dungeon 
Master’s Guide is abbreviated DMG, and the Player’s Handbook 
is abbreviated PHB. 

In addition to the base statistics, each monster is described using 

the following categories: 

e Combat: This section discusses special combat abilities, 
arms, armour, and tactics. 

e Habitat/Society: This section outlines the monster's general 
behaviour, nature, social structure, and goals. 

e Ecology: This section describes how the monster fits into the 
campaign world, gives useful products or by-products of the 
creature, and presents other miscellaneous information. 

e Variations of a monster are given in a special section after 
the main monster entry. 


CLIMATE/TERRAIN defines where the creature is most often 
found. Normally, climates include things such as arctic, subarctic, 
temperate, and tropical, and terrain would include plain/scrub, 
forest, rough/hill, mountain, swamp, and desert. 


FREQUENCY is the likelihood of encountering a creature in an 
area. Very rare is a 4% chance, rare is II1%, uncommon is 20%, 
and common is a 65% chance. Chances can be adjusted for special 
areas. 


ORGANIZATION is the general social structure the monster 
adopts. Solitary includes small familial groups. 


ACTIVITY CYCLE is the time of day when the monster is most 
active. Those most active at night may be active at any time in 
subterranean settings. Active cycle is a general guide and exceptions 
are fairly common. 


DIET shows what the creature generally eats. Carnivores eat meat, 
herbivores eat plants, and omnivores eat either. Scavengers dine 
mainly on carrion. 


INTELLIGENCE is the equivalent of human “IQ”. Certain 
monsters are instinctively cunning; these are noted in the monster 
descriptions. Ratings correspond roughly to the following Intelligence 
ability scores: 


0 Non-intelligent or not rateable 
I Animal intelligence 

2-4 Semi-intelligent 

5-7 Low intelligence 


8-10 Average (human) intelligence 
II-I2 Very intelligent 
13-14 Highly intelligent 
15-16 Exceptionally intelligent 
17-18 Genius 
19-20 Supra-genius 

21+ Godlike intelligence 


TREASURE refers to the treasure tables in the DARK SUN 
Rules Book. If individual treasure is indicated, each individual may 
carry it (or not, at the DM’s discretion). Major treasures are usually 
found in the monster's lair; these are most often designed and placed 
by the DM. Intelligent monsters will use magical items present and 
try to carry off their most valuable treasures if hard pressed. If 
treasure is assigned randomly, roll for each type possible: if all rolls 
fail, no treasure of any type is found. Treasure should be adjusted 
downward if few monsters are encountered. Large treasures are noted 
by a parenthetical multiplier (x 0, etc.) - not to be confused with 
treasure type X. Do not use the tables to place dungeon treasure, as 
numbers encountered underground will be much smaller. 


ALIGNMENT shows the general behaviour of the average monster 


of that type. Exceptions, though uncommon, may be encountered. 


NO. APPEARING indicates an average encounter size for a lair 
encounter. The DM should alter this to fit the circumstances as 
the need arises. This should not be used for dungeon encounters. 


ARMOUR CLASS is the general protection worn by humans 
and humanoids, protection due to physical structure or magical 
nature, or difficulty in hitting due to speed, reflexes, etc. Humans 
and humanoids of roughly man-size that wear armour will have an 
unarmoured rating in parenthesis. Listed ACs do not include any 
special bonuses noted in the description. 


MOVEMENT shows the relative speed rating of the creature. Higher 
speeds may be possible for short periods. Human, demihuman, and 
humanoid movement rates are often determined by armour type 
(unarmoured rates are given in parentheses). Movements in different 
mediums are abbreviated as follows: Fl = flying, Sw = swimming, 
Br = burrowing, Wb = moving in a web. Flying creatures also have 


a Manoeuvrability Class from A to E (refer to the Aerial Combat 
rules in the DMG, page 77). 
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HIT DICE control the number of hit points of damage a creature 
can withstand before being killed. Unless otherwise stated, Hit Dice 
are 8-sided, yielding I to 8 cumulative hit points each. The Hit 
Dice are rolled and the numbers shown are added to determine 
the monster's hit points. Some monsters will have a hit point spread 
instead of Hit Dice, and some will have additional points added to 
their Hit Dice. Thus, a creature with 4 + 4 Hit Dice has 4d8+4 hit 
points (8-36 total). Note that creatures with +3 or more added to 
their hit points are considered of the next higher hit die for purposes 
of attack rolls and saving, throws. 


ATTACK is the bonus added to the monster's attack roll. This is 
always a function of Hit Dice, with any exceptions mentioned in the 
text description of the creature. Humans and demihumans always 
use player character attack bonuses, regardless of whether they are 
player characters or “monsters.” Attack bonuses do not include any 
special bonuses noted in the descriptions. Hit probability bonuses 
due to strength are listed in parenthesis with the attack bonus. 


CMB/CMD refer to Combat Manoeuvre Bonus and Combat 
Manoeuvre Defence. CMB is the bonus added to a d20 roll when 
trying to carry out a combat manoeuvre, and CMD is the target 
number for a combat manoeuvre. CMB is the creature's attack 
bonus plus Strength adjustment, and CMD is CMB plus I0 plus 


Dexterity adjustment. 


NO. OF ATTACKS shows the basic attacks the monster can 
make in a melee round, excluding special attacks. This number may 
be modified by hits that sever members, spells such as haste and 
slow, and so forth. Multiple attacks indicate several attacking arms, 
raking paws, multiple heads, etc. 


DAMAGE/ATTACK shows the amount of damage a given 
attack will make, expressed as a spread of hit points (dice roll 
combinations). If the monster uses weapons, the damage done by the 
typical weapon will be followed by the parenthetical note “weapon”. 
Damage bonuses due to Strength are listed as a bonus following 
the damage range. 


SPECIAL ATTACKS detail attack modes such as dragon breath, 


magic use, etc. These are explained in the monster description. 


SPECIAL DEFENCES are precisely that, and are detailed in the 


monster description. 


MAGIC RESISTANCE is the percentage chance that magic cast 
upon the creature will fail to affect it, even if other creatures nearby 
are affected. If the magic penetrates this resistance, the creature is 
still entitled to any normal saving throws allowed. 


SIZE is abbreviated as T (tiny, 2 feet tall or less), S (small, 2+ to 4 
feet tall), M (medium, 4+ to 7 feet tall), L (large, 7+ to I2 feet tall), 
H (huge, 12+ to 25 feet tall), and G (gargantuan, 25+ feet tall). 
Note that not all monsters are “tall”; they might be “long” instead. 


MORALE is a general rating of how likely the monster is to 
persevere in the face of adversity or armed opposition. This guideline 
may be adjusted for individual circumstances. Morale ratings 
correspond to the following 2-20 range: 


2-4 Unreliable 

5-7 Unsteady 
8-10 Average 
IT-I2 Steady 
13-14 Elite 
15-16 Champion 
17-18 Fanatic 
19-20 Fearless 


XP VALUE is the number of experience points awarded for 
defeating (not necessarily killing) the monster. This value is a 
guideline that may be modified by the DM for the degree of 
challenge, encounter situation, and for overall campaign balance. For 
the creatures in this appendix, additional experience point awards 
have been calculated on the basis of extraordinary spell use, spell- 
like abilities, and exceptional magic resistance. 


PSIONICS SUMMARY gives a complete listing of the creature's 
innate psionic abilities. Monsters do not necessarily follow the same 
rules as characters of the psionicist class - their powers are innate 
and fall outside standard categories and levels. 
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These encounter tables draw upon creatures 
presented in the original DARK SUN 
Boxed Set, the Monstrous Manual, the 
Terrors of the Desert DARK SUN 
MONSTROUS COMPENDIUM, and 
the Terrors Beyond Tyr DARK SUN 
MONSTROUS COMPENDIUM. 
When a random encounter is called 
for, roll the die on the following terrain 
type table and proceed from there to the 
appropriate terrain table (and any subtables, 
as indicated). Random encounters in specific 
terrain should be rolled on the correct table. 
Demihuman, slave worker, and templar 
patrol encounters must be organized by the 


DM. 


TERRAIN Tyre (Roll Id10) 
Verdant belt 
Stony barrens 
Sandy wastes 
Rocky badlands 
Mountains 
Forest 

Scrub plains 
Salt flats 

Sea of Silt 
Roll again 


oVONANARWNHH 


VERDANT BELT (Roll 2d12) 


9 Subtable C 
3-4 Subtable B 
5-7 Subtable A 

8 Rock cactus 

9 Domestic animal 
10 Erdland 
II Dwarf 
12 Lirr 
13 Thri-kreen 
14 Templar 
15 Slave 
16 Elf 
I7 Merchant 
18 Brrohg 


19-21 Subtable A 
22-23  Subtable B 
24 Subtable C 


Subtable A (Roll 1d8) 
Brambletree 
Silkworm 
Jhakar 

Lirr 

Nikaal 
Spinewyrm 
Thri-kreen 
Bog wader 


ONAN RWNH 


Subtable B (Roll 1d12) 


WO ONNDNRWNHH 


10 


Lesser earth elemental 
Bloodgrass 
Dewfrond 
T’chowb 

Hunting cactus 
Renegade halfling 
Blossomkiller 
Half-giant 

Dwarf banshee 
Strangling vine 

Id fiend 

Agony beetle 


Subtable C (Roll Id10) 


OoVANANRWNH 


Crystal spider 
Villichi 

Aviarag 

Elemental incarnation 
Bulette 

Burnflower 

Rain drake 

Cloud ray 

Water drake 

Spirit of the land 


Stony BarRENS (Roll 2d12) 


2-4 
5-7 
8 
9 
10 
II 
I2 
I3 
14 
I5 
I6 
I7 
18 
19-21 
22-24 


Subtable E 


Brambleweed 
Thri-kreen 
crab 
Rock cactus 
Templar 
Renegade slave 
Wild kank 
Jankx 
B’rohg 
Subtable D 
Subtable E 


Subtable D (Roll 1d12) 


MANDAN PWNHH 


10 


Dwarf banshee 
Baazrag 

Dwarf 
Kes'trekel 
Nikaal 

Agony beetle 
Sun drake 
Lesser earth elemental 
Cha’thrang 
Hunting cactus 
Flailer 

Id fiend 


Subtable E (Roll 1d12) 


WD ONNDNRWNHH 


10 


Zhackal 
T’chowb 
Thrax 

Heavy crodlu 
Crystal spider 
So-ut 
Boneclaw 
Villichi 
Dune runner 
Earth drake 
Cloud ray 
Spirit of the land 


SANDY WASTES (Roll 2d12) 


2-4 
5-7 
8 
9 
10 
II 
12 
13 
14 
I5 
I6 
I7 
I8 
19-21 
22-24 


Subtable 
Subtable F 
Brambleweed 
Thri-kreen 
Wild mul 
Scrab 

Spider cactus 
Erdland 
Merchant 
Silt runner 
Templar 
Jankx 

Brrohg 
Subtable F 
Subtable G 


Subtable F (Roll 1d20) 


Antloid swarm 
Kes'trekel 
Rock cactus 
Brambletree 
Dwarf 

Tagster 

Dwarf banshee 
Nikaal 

Red silt horror 
Aarakocra 
Dynamis antloid 
T’chowb 

Sand bride 
Thrax 

Id fiend 

Sink worm 
Zhackal 

Sand cactus 
Heavy crodlu 
Bulette 
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Subtable G (Roll 2d8) 


Cha’thrang 

So-ut 

Crystal spider 
Megapede 

Sand mother 

Cloud ray 

Nightmare beast 
Mini-kank 
Burnflower 

Elemental incarnation 
Lesser earth elemental 
Dune runner 

Earth drake 


Dune trapper 
Spirit of the land 


Rocky BADLANDs (Roll 2d12) 


2-4 
5-7 


19-2] 
22-24 


Subtable I 
Subtable H 


Rock cactus 
Thri-kreen 
Spider cactus 
Hunting cactus 
Rasclinn 
Nomad/herder 


Brohg 
Subtable H 
Subtable I 


Subtable H (Roll 1d12) 


Nm OoVANANAWNH 


Kes’trekel 
Nikaal 
Brambletree 
Dwarf banshee 
Sun drake 
Lesser earth elemental 
Half-giant 
Undead 
T’chowb 

Id fiend 

Drik 


Elemental incarnation 


Subtable I (Roll 1d12) 


OD ONNDNRWNHH 


10 


Lesser fire elemental 


Cha’thrang 
Agony beetle 
Crystal spider 
Elemental incarnation 
Bulette 

Villichi 

Water drake 
Dune runner 
Burnflower 
Cloud ray 

Spirit of the land 


Mountains (Roll 2d12) 


2-4 
5-7 
8 
9 
10 
II 
12 
13 


Subtable K 
Subtable J 
Gith 
Kes’trekel 
Elf 
Erdland 
Rock cactus 
wa 
Lirr 
Half-giant 
Undead 
B’rohg 
Raider 
Subtable J 
Subtable K 


Subtable J (Roll 1d8) 


NAVA ULUDHH 


Jhakar 
Tigone 

Tul’k 
Brambletree 
Nikaal 
Spinewyrm 
Agony beetle 
Klar 


Subtable K (Roll 2d10) 


Forest (Roll 
2-4 
5-7 

8 
9 
10 
II 
12 
13 
14 
I5 
16 
17 
18 
19-21 
22-24 


Zhackal 

T’chowb 

Athasian roc 

Id fiend 

Lesser fire elemental 
Aviarag 

Nightmare beast 
Crystal spider 

Lesser earth elemental 
Cloud ray 

Villichi 

Elemental incarnation 
Earth drake 

Dune runner 

Air drake 

Fire drake 

Water drake 

Sun drake 

Spirit of the land 


2d12) 
Subtable M 
Subtable L 
Pterran 

Elf 

Trapping spider 


Renegade halfling 
Pterran 

Sloth 

B’rohg 

Subtable L 
Subtable M 


Subtable L (Roll 2d8) 


Bloodgrass 
Spinewyrm 
Brambletree 
Zombie plant 
Sloth 

Critic 
Esperweed 
Blossomkiller 
Renegade halfling 
T’chowb 
Zhackal 
Poisonweed 
Feylaar 
Half-giant 
Agony beetle 
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Subtable M (Roll 2d6) 
2 Brain seed 

3 Crystal spider 

4 Nightmare beast 

5 Aviarag 

6 Cloud ray 

7 Earth drake 

8 

9 


Burnflower 

Elemental incarnation 
10 Bulette 
II yvern 


12 Spirit of the land 


Scrug Prans (Roll 2d12) 
2 Subtable O 
3-5 Subtable N 


6 Pulp bee 
7 Agony beetle 
8 Thri-kreen 
9 Spinewyrm 
10 Wild mul 
II Brambleweed 
12 Elf 
13 Jalath’gak 
14 Jhakar 
15 Bandit/raider 
I6 Lirr 
17 Kes’trekel 
18 B’rohg 
19 Merchant 
20 Undead 


21-23 Subtable N 
24 Subtable O 


Subtable N (Roll 1d20) 
I Lesser earth elemental 
2 Lesser fire elemental 
3 Brambletree 
4 Dwarf 
5 Trapping spider 
6 Zombie plant 
7 Spider cactus 
8 


Bog wader 

9 Nikaal 

10 Locust 

II Thrax 

12 Zhackal 

13 Id fiend 

14 Dwarf banshee 
15 Hunting cactus 


16 Rock cactus 

I7 Half-giant 

18 Aviarag 

19 Elemental incarnation 


20 Nightmare beast 


Subtable O (Roll 1d10) 


Earth drake 
Dune runner 


Spirit of the land 


I Crystal spider 
2 o-ut 

3 Fire drake 

4 Villichi 

5 Mini-kank 

6 Cloud ray 

7 Burnflower 

8 

9 

10 


SALT Fats (Roll 2d12) 
2-4 Subtable Q 
5-7 Subtable P 


8 Elf 

9 Erdland 
10 Undead 
II Raider 

12 Merchant 
13 Slave 

14 Huge scorpion 
I5 Id fiend 
I6 T’'chowb 
I7 Thri-kreen 
18 B’rohg 


19-22 Subtable P 
23-24  Subtable Q 


Subtable P (Roll 1d10) 


Rock cactus 

Spirf 

Kes'trekel 

Nikaal 

Thri-kreen 

Dwarf banshee 
Hunting cactus 
Lesser fire elemental 


Id fiend 


Oo VONANARWNHH 


Subtable Q (Roll 2d10) 


2 Nightmare beast 
3 Villichi 

4 Rock golem 

5 Mini-kank 

6 Crystal spider 

7 Megapede 

8 Elemental incarnation 
9 Bulette 

10 Earth drake 

II Aviarag 

12 Cloud ray 

13 Locusts 


14 Fire drake 

15 Burnflower 

16 Water drake 

I7 Dune trapper 

18 Dune runner 

19 Salt golem 

20 Spirit of the land 


Lesser ea rth elemental 


SEA OF SILT (Roll 2d12) 
2-4 Subtable T 
5-7 Subtable S 

8 Black silt horror 


9 Silt skimmer 
10 Floater 

II Erdland 

12 Kes’trekel 

13 Silt runner 


14 Razorwing 

15 White silt horror 

I6 Red silt horror 

17 Undead 

18 Sink worm 
19-22 Subtable S 
23-24  Subtable T 


Subtable S (Roll 1d10) 

Rock cactus 
Plains giant 
Dwarf banshee 
Desert giant 

Id fiend 

Brown silt horror 
Sand vortex 
Gray silt horror 
Villichi 
Beasthead giant 
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Subtable T (Roll 1d10) 


rax 
Brain seed 
Ruktoi 

Earth drake 
Dune runner 
Burnflower 
Cloud ray 

Fire drake 

Water drake 
Spirit of the land 
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Aarakocra 


CLIMATE/TERRAIN: Deep Desert 
FREQUENCY: Rare 
ORGANISATION: Tribal 

ACTIVITY CYCLE: Day 

DIET: Carnivore 
INTELLIGENCE: Average (8-10) 
TREASURE: Varies 
ALIGNMENT: Any 

NO. APPEARING: IdIO 

ARMOUR CLASS: 13 

MOVEMENT: 6, Fl 36 (C) 

HIT DICE: 2+2 

ATTACK (CMB/CMD): +3 (+3/15) 

NO. OF ATTACKS: 2 
DAMAGE/ATTACK: 1d3/Id3 or by weapon 
SPECIAL ATTACKS: Nil 

SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: M (with 20-foot wingspan) 
MORALE: Steady (II) 

XP VALUE: 65 

PSIONICS: +0, PSPs 30, MAC 12 


Powers: all round vision, danger sense, ego whip, ESP, intellect 
fortress, mind link, mind thrust, probe, radial navigation, send 
thoughts, tower of iron will 


Note: Only leaders of tribes have psionic powers. While the 
powers listed above are the most common, some aarakocra have 
different or additional powers. 


A race of intelligent, birdlike creatures living in the deepest deserts 
of Athas, the rare Athasian aarakocra spends its time soaring on 
thermals in search of food. 

The aarakocra is 7 to 8 feet tall with a wingspan of 20 feet or 
more. Because of its large wingspan, an aarakocra can carry as much 
as 75% of its own body weight and still fly easily. An aarakocra can 
fly a short distance carrying a burden equalling 125% of its own 
body weight. The average body weight of a full grown male is 100 
pounds and a female is 85 pounds. 

Each wing has a “hand” at its midpoint, consisting of three fingers 
and an opposable thumb. The fourth finger forms the rigid leading 
edge of the wing. In flight the hands cannot be used, but on the 
ground the aarakocra can use its hands almost as a human would. 
The aarakocra’s body is protected by a thin bony plate on the chest, 
much like a solid rib cage. 

Talons on the aarakocra’s legs can be used as claws and can be 
retracted to reveal a second set of hands, also with three fingers and 
an opposable thumb. Except for the chest plate, the entire skeleton is 
hollow and extremely fragile, a necessity that enables the aarakocra’s 
mastery of the air. 
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From a distance, the Athasian aarakocra resembles a huge vulture. 


Its black eyes, set in the front of the head, provide excellent vision 
over a long range. The plumage is generally black with a white collar 
for adult males, and black or brown with a smaller white collar for 
females. Adolescents are a mixture of brown and black. The beak is 
large and covers most of the head. Plumage begins at the crown of 
the head and is darker near the head, except for the collar. 

Athasian aarakocra speak their own language and the languages 
of vultures and other large birds. Some speak the common tongue 
(5% to 10% chance depending on how deep in the wastelands a 
tribe lives). 


Combat: Aarakocra can fight in the air or on the ground. They 
prefer aerial combat since their bones are too fragile to withstand a 
solid blow from a Medium opponent. In combat against creatures 
on the ground, they prefer to fly over their victim and drop weighted 
nets. Some aarakocra use darts to harass ground-based opponents. 
If their opponents can fly, the aarakocra generally forgo the use of 
the net, although large groups sometimes use nets on flying creatures. 
Normally, aarakocra attack flying creatures with long spears, diving 
from above and allowing the momentum to carry the spear through 
the target. Such an attack doubles the damage if the aarakocra have 
been able to dive at least 50 feet. Only the very largest aarakocra 
can carry more than one of these spears; they can attack with both 
at once with no penalty, causing double damage on each strike. All 
diving attacks are made at +4 and should be treated as a charge 
attack. All other penalties and restrictions of charge attacks apply. 


Aarakocra 


The effect of the aarakocra’s nets depends on if the opponent is 
flying at the time it becomes entangled. Creatures on the ground 
that are hit by a net are entangled and unable to participate in any 
combat until they make a successful Strength check to get free of the 
net. Flying creatures hit by a net can no longer fly and immediately 
begin falling. If they cannot escape the net or use some magical 
means to arrest the fall, normal falling damage applies. 

Unless victims are entangled in nets, aarakocra are cautious 
in ground combat. If the aarakocra outnumber their opponents 
they advance in a straight line and thrust with their spears. If 
outnumbered, or the opponents are particularly tough, the aarakocra 
withdraw. Victims entangled in nets are killed or incapacitated for 
use as food or ransom. 

Athasian aarakocra are mindful of their physical limitations as 
well as their comparatively low psionic abilities - generally speaking, 
only aarakocra leaders have significant amounts of psionic ability. 
They do not normally initiate psionic combat. At the first sign of 
psionic powers from any of their victims, however, all aarakocra that 
have some ability will use whatever attack and defence modes they 
can in an attempt to destroy the threat. Large groups of I5 or more 
aarakocra may initiate psionic combat if their leaders feel they can 
win quickly and avoid physical combat. 

In desperation, an aarakocra can attempt to bite an opponent in 
combat. Because of the unwieldiness of its beak, the aarakocra has 
an attack bonus of +2 if attacking with this appendage. Further, the 
birdman causes only Id2 points of damage with the beak. 


Habitat/Society: Athasian aarakocra live in tribes with 6-20 
(2d8+4) members, depending on the prestige of the leader. The 
largest tribe ever recorded had 50 members. The tribal hunting 
territory depends on the size of the tribe, usually about 500 square 
miles for a tribe of IO members. There are no rigid boundaries 
between tribes and border disputes are not uncommon. 

Alignments of tribe members are similar to the alignment of the 
leader. A tribe that has a leader who is neutral good may have 
neutral good, chaotic good, lawful good, and true neutral members. 
A predominantly evil tribe does not recognize boundaries with other 
tribes and treats other tribes as inferior beings to be eliminated. 

Athasian aarakocra aren't happy in enclosed spaces, but they will 
take refuge in a cave or building if necessary. Non-evil tribes live 
in rocky aeries in the highest peaks they can find. Evil tribes are 
normally nomadic and use an aerie made by another tribe if they 
need to remain in an area for a long time, even if they have to evict 
the tribe that made the nest. 

Aarakocra aren't friendly toward intruders in their territory, 
especially caravans. They try to extract a toll from the caravan for 
passage through the desert. Good-aligned tribes allow unhindered 
passage of caravans that pay a tribute. If someone refuses to pay 
the tribute, the aarakocra try to capture scouts or outriders from 
the party and hold them until an even larger tribute is paid. The 
payment may be either livestock or shiny objects. Aarakocra are 
smart enough not to be taken in by glass baubles instead of gems, 
although they cannot tell the difference between the more common 
gems and the rare ones. 

Evil tribes ask for tribute and often attack a caravan whether it 
pays or not. Aarakocra always demand shiny objects such as stones. 
These tribes find humans and demihumans to be quite tasty and 
prefer them to other food. 


Good-aligned tribes of aarakocra sometimes return a lost traveller 
to the edge of the desert after first removing any valuables the 
traveller may be carrying. On very rare occasions a tribe might 
return a lost group of travellers to the more frequently travelled parts 
of the desert, again after first taking any valuables as payment. 

The oldest male is the leader of the tribal hunting party and has 
4+4 Hit Dice. The oldest female is in charge of the tribal aerie and 
has 3+3 HD. In tribes that have more than I5 members, the next 
oldest aarakocra serves as shaman and has 3+3 HD; the shaman 
completes the triumvirate necessary for proper worship and the 
summoning of elementals. (Interestingly, no magic-using aarakocra 
has ever been recorded.) Tribes without a shaman cannot summon 
air elementals, which is an important part of aarakocra culture. 

The shaman is the leader of the daily sun worship. Aarakocra 
worship the sun because it provides them with the thermals they 
need to soar in search of food. The shaman also leads the mystic 
rituals used to summon an air elemental. Summoning an air 
elemental is usually done only in preparation for the tribe’s most 
sacred ceremony, the hunt. Small tribes must band together for this 
ceremony to allow the triumvirate to be formed. 

The ceremony to summon an air elemental must be conducted at 
dawn and requires the oldest male and female to emit a high-pitched 
keening whistle. The shaman conducts an intricate dance around 
them, simultaneously chanting an ancient summoning mantra. 

The hunt is the final part of the initiation of adolescent aarakocra 
to adulthood and often takes the tribe far from their normal territory. 
The target is always a silt drake. The hunt is the only time the 
females leave the relative safety of the nest. Even an evil tribe will 
not interfere with a tribe on a hunt. An air elemental is often 
summoned to help find the drake, but never takes part in the actual 
combat. Although the adult members of the tribe take part in the 
initial phases of the combat, it is the initiates who deliver the final, 
killing blows to the drake. Scars from the hunt are considered a 
mark of pride among all aarakocra. 

The females spend about eight months of the year incubating 
their eggs. Athasian aarakocra mate for life and a pair normally 
produces as many as I0 offspring. A female lays one egg a year. 
Constant incubation is not required because of the high daytime 
temperatures, so the females can maintain the nest and keep the 
tribe’s treasure in order. 


Ecology: Athasian aarakocra are high on the food chain and have 
no natural enemies other than drakes. Unless evil, aarakocra leave 
their own territory only to hunt the silt drake and return as soon 
as possible when the hunt is over. (Evil aarakocra attack others, as 
noted above.) Aarakocra eggs and hatchlings are sought after by 
wealthy land owners who wish to use the creatures as scouts and 
sentries. An egg can bring as much as I0 cp in Tyrs marketplace. 
Tribes that have had eggs or hatchlings stolen have long memories 
and sometimes take revenge against the thief at a later date. Captive 
aarakocra join any tribe they come in contact with. 
Athasian aarakocra have a natural life span of 21-30 years. 
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Erdlu Kank Mekillot Inix 
CLIMATE/TERRAIN: Tablelands ‘Tablelands Tabldsad: Tabldands 

or Hinterlands or Hinterlands or Hinterlands or Hinterlands 
FREQUENCY: Common Common Rare Uncommon 
ORGANISATION: Flock Hive Solitary Solitary 
ACTIVITY CYCLE: Day Any Day Day 
DIET: Omnivore Omnivore Omnivore Herbivore 
INTELLIGENCE: Animal (1) Animal (1) Animal (1) Animal (1) 
TREASURE: Nil Nil Nil Nil 
ALIGNMENT: Neutral Neutral Neutral Neutral 
NO. APPEARING: 50-500 (5dI10xI0) 50-500 (5dI0xI0) I or 2 I or 2 
ARMOUR CLASS: 13 15 13 (underside II) 14 
MOVEMENT: 18 15 9 15 
HIT DICE: 3 2 II 6 
ATTACK (CMB/CMD): +3 (+3/13) +2 (+3/13) +II (420/30) +6 (+10/20) 
NO. OF ATTACKS: 2 I I 2 
DAMAGE/ATTACK: Id6/Id4 Id6 Id6 Id6/Id8 
SPECIAL ATTACKS: Nil See below Swallow or crush Crush 
SPECIAL DEFENCES: Nil Nil Nil Nil 
MAGIC RESISTANCE: Nil Nil Nil Nil 
SIZE: M (7’ tall) L (8° long) G (30 long) H (16+ long) 
MORALE: Average (10) Elite (14) Elite (14) Steady (12) 
XP VALUE: 65 35 6,000 650 
PSIONICS: Nil, MAC 14 Nil, MAC 14 Nil, MAC 15 Nil, MAC 14 


There are numerous domesticated animals on Athas. Some of the 
most common ones, at least in the Hinter and Tablelands, are 


described here. 


Erdlu 


Erdlus are flightless, featherless birds covered with flaky gray scales. 
They weigh as much as 200 pounds and stand up to seven feet tall, 
with powerful, lanky legs ending in four-toed feet with razor-sharp 
claws, and can run at great speeds over short distances (no more 
than half-a-mile). Their bodies are massive and round, with a pair of 
useless wings folded at their sides. Attached to their yellow, snake- 
like necks are small round heads with huge wedge-shaped beaks. 

Erdlus make ideal herd animals, as they can eat many forms of 
tough vegetation, as well as snakes, lizards, and other small reptiles. 
They instinctively band together in flocks for protection. When 
threatened, their first impulse is to flee. If this is not possible, the 
entire flock will turn and give battle as a group. When they fight, 
they strike with their sharp beaks and then rake with their claws. 

Erdlu eggs are an excellent food, containing all the nutrients that 
a human or demihuman needs to survive for months at a time. 
If eaten raw, they can even substitute for water (I gallon per egg) 
for periods of up to one week. In addition, the hard scales of their 
wings make excellent shields or armour (AC 14), their beaks can 
be used to make fine spearheads, and their claws are often crafted 
into daggers or tools. 


Kank 


Kanks are large docile insects. Their bodies have a black chitinous 
exoskeleton, divided into head, thorax, and abdomen. Kanks weigh 
as much as 400 pounds and stand up to four feet tall, with bodies 
as long as eight feet. Around their mouths, they have a pair of multi- 
jointed pincers which they use to carry objects, to feed themselves, 
and occasionally to fight with. On their thoraxes, they have six 
lanky legs ending in a single flexible claw with which the kank can 
grip the surfaces it walks upon. Their bulbous abdomens have no 
appendages, and are simply carried above the ground. 

Kanks are often used as mounts, as they can travel for a full day 
at their top speed, carrying a two-hundred pound passenger and two 
hundred pounds of cargo. They also make decent herd animals and 
are especially valued by elves. Because they can digest nearly any 
sort of organic matter, these hardy beasts will thrive in almost any 
environment. They require little attention; a kank hive instinctively 
organizes itself into food producers, soldiers, and brood queens. 

Food producers secrete melon-sized globules of green honey that 
they store on the their abdomens to feed the young and, when food 
is scarce, the rest of the hive. Humans and demihumans can live on 
this nectar for up to three weeks, but must supplement their diets 
with meat and/or vegetation after longer periods. The nectar’s sweet 
taste makes it very valuable, and it is this that has caused the kank 
to be domesticated. It should be noted that wild kanks produce far 


fewer globules than their carefully bred cousins. 
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When the hive stops in an area with a considerable amount of 
vegetation, the brood queens lay a clutch of twenty to fifty eggs. 
The soldiers and the rest of the hive ferociously defend this area 
from all predators, and will not leave until the eggs hatch. Herders 
delay their migrations or abandon their hives when this conflicts 
with their plans. 

In a fight, the soldiers attack first, striking with their pincers for 
Id6 damage. Any victim hit by a soldier is injected with Class O 
poison (save vs. poison or be paralyzed in 2dI2 rounds). If pressed, 
the food producers will also fight, but they lack the poison of the 
soldiers. The brood queen never attacks even in self defence. 

Although predators attack kanks for their honey globules, only the 
foulest carrion eaters will eat kank flesh. As soon as a kank dies, its 
meat emits a foul-smelling odour that not even a starving man can 
stomach. The chitinous exoskeleton of kanks can be scraped and 
cut into solid plates of armour (AC 15), but it is somewhat brittle 
and each time it is hit there is a 20% chance that it will shatter. 


Mekillot 


Mekillots are mighty lizards weighing up to six-tons, with mound- 
shaped bodies as long as 30 feet. Their backs and heads are covered 
with a thick shell that serves as sunshade and protection from other 
large creatures. Their undersides have softer scales (AC 11). 
Despite their vicious dispositions, mekillots are often used as 
caravan beasts. A hitched pair can pull a wagon weighing 10-20 
tons at a plodding pace. Mekillots are never truly tame, however; 
even when hitched to a wagon, the stubborn creatures have been 
known to turn off the road and wander for days without apparent 
reason. They are also noted for making snacks of their handlers. 


Because of the difficulties of controlling these beasts, most caravans 
rely on psionicists with the appropriate powers to drive them. 

In a fight, mekillots attack with their long tongues, striking for Id6 
damage. On a natural 20, the tongue grasps the victim and draws him 
into the mouth. He must save vs. paralysation or be swallowed and 
slowly killed by the beast’s digestive system. Swallowed individuals 
can only use psionics on the mekillot that consumed them. 

Mekillots protect their vulnerable undersides by instinctively 
dropping to their bellies when anything crawls beneath them. This 
causes 2dI2 points of damage to the creature they drop upon and 
may injure the mekillot, depending on what it is trying to flatten. 


Inix 


The inix is a large lizard weighing about two tons and growing up 
to sixteen feet long. Its back is protected by a thick shell, while its 
belly is covered with a layer of flexible scales. 

Inix make spirited mounts, and can carry up to 2,000 pounds. 
They move at steady pace for hours on end, and over short distances, 
their charge is as fast as that of a kank. Inix riders often travel in 
howdahs, small box-like carriages strapped to the beast’s back. 

The one major drawback to traveling by inix is that these large 
herbivores need vast amounts of forage. If they don’t get enough to 
eat they are nearly impossible to control. Thus, they are seldom used 
in regions where forage is at a premium. 

In combat, inix slap with their immense tail (Id6 damage) and 
bite (Id8 damage). On a natural bite attack roll of 20, they grasp 
Medium or smaller opponents for an additional Id20 crushing 
damage. Their shells make good armour (AC 16), and their scaly 
underbellies can be used to make very fine leather armour (AC 14). 


TS fom 
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Aprig Carru Mulworm Sygra 
CLIMATE/TERRAIN: Verdant Belt Verdant Belt Verdant Belt Verdant Belt 
FREQUENCY: Common Common Uncommon Common 
ORGANISATION: Herd Herd Solitary Flock 
ACTIVITY CYCLE: Day Day Any Day 
DIET: Herbivore Herbivore Leaves Omnivore 
INTELLIGENCE: Animal (1) Animal (1) Non (0) Animal (1) 
TREASURE: Nil Nil Nil Nil 
ALIGNMENT: Neutral Neutral Neutral Neutral 
NO. APPEARING: 2-20 (2d10) 5-50 (5dI0) IdI0xI,000 1-20 (1d20) 
ARMOUR CLASS: 16 13 10 13 
MOVEMENT: 9 12 3, Fl 12 (D) 12 
HIT DICE: I-I 3+3 I hit point I 
ATTACK (CMB/CMD): +0 (+0/9) +4 (+5/15) N/A +I (+0/10) 
NO. OF ATTACKS: I 2 Nil Male: 3 
Female: 2 
DAMAGE/ATTACK: Id4 Id6/Id6 N/A 1d3/1d3/2d4 (males) 
SPECIAL ATTACKS: Nil Toss, trample Poison Gore 
SPECIAL DEFENCES: Nil Nil Nil Nil 
MAGIC RESISTANCE: Nil Nil Nil Nil 
SIZE: S (2-3) L (I0 long) T (8”) S (3-4) 
MORALE: Average (10) Average (9) N/A Average (9) 
XP VALUE: 15 175 35/7 Male 65 
Female 35 
PSIONICS: Nil, MAC 14 Nil, MAC 14 Nil, MAC 14 Nil, MAC 15 
Aprig Ecology: As a domesticated farm animal, aprigs are near the bottom 


These small pig-like creatures have hard shells that provide them 
with protection from the elements and predators. Aprigs vary in 
colour from gray to reddish brown. They have round faces and flat 
snouts that are good for snuffling through piles of vegetation. They 
have keen senses of smell and hearing, but are very short-sighted. 


Combat: Aprigs prefer to flee, but if forced to fight they attempt to 
bite an opponent and then run away. Aprigs’ teeth are not sharp 
and inflict only Id4 points of damage. The bite wound can become 
infected if not properly cleaned. If the wound is not cleaned, there 
is a 5% chance per day of infection setting in. An infected wound 
causes the creature affected to become incapacitated for Id4 days 
while the infection heals. When they fight, aprigs rush into battle 
squealing loudly. 


Habitat/Society: Aprigs need little care and can eat almost any 
form of plant life, even scraps. A herd consists of one boar (the 
leader), several sows, and some young. Once a young boar matures 
the owner must sell one of the boars or they will fight to the death 
for the right to mate with the sows. Aprig sows mate twice a year, 
producing as many as I0 young per litter. 

Aprigs communicate by a series of grunts and squeals that are 
limited to signals of danger, food, and pleasure. 
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of the food chain. They provide a succulent meat with a faint nutty 
flavour. Sows can be milked but the milk is not good quality. The 
shells of aprigs can be used as bowls for carrying water or grain, 
or to make rudimentary greaves, but cannot be worked in any way. 

Full-grown aprigs are worth about 50 cp live or 20 cp as a carcass. 
The shell is worth as much as IO cp if it is undamaged. 


Carru 


Carru are heavy-set cattle with large humps behind their heads. 
These humps are fluid storage sacs, but don’t inflate and deflate. 
Carru are a drab gray colour with soft hide. Their heads are covered 
with tougher hide to protect the skull. Carru have brown eyes set 
in the front of their heads for good forward vision. They have poor 
peripheral vision and a poor sense of smell. On adult males, two 
horns curve out from the forehead and sweep forward. Females have 
much shorter horns that project straight forward from the skull. 


Combat: The carru adult male defends the herd using its horns. 
Each horn inflicts Id6 damage. If both strike, the carru has skewered 
its opponent and can toss it through the air in any direction for 
an extra Id8 damage. If the opponent lands near the females, it 
can be trampled by them for 1d4 damage per carru that tramples 
successfully. Young carru inflict only Id2 damage by trampling. 
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Habitat/Society: Carru are herd animals. Each herd consists of one 
or more adult males, at least three adult females per adult male, 
and several young. The largest male is the leader of the herd. Carru 
are domesticated creatures, not used to the wild. Carru may be 
used as beasts of burden, dragging ploughs or turning water wheels 
on the farm. They tend to stay close to the farmhouse and graze 
on whatever they can find. They can eat grains if grass is scarce, 
but this is expensive and seldom cost-effective. Carru females bear 
only one calf a year and suckle it for the first few weeks of its life. 
Suckling calves have no attack capability. 


Ecology: Carru are at the low end of the animal food chain. Each 
adult male produces 250 pounds of edible meat. Females produce 
200 pounds of meat, but they are rarely butchered as they are 
valued for their milk production. Each adult female can produce as 
much as three gallons of milk each day. The milk keeps for only a 
few days, but it is thick and creamy and can sustain life on its own. 

Carru hide takes dye very well and can be used to make clothing, 
furniture coverings, or tents. The tougher hide around the head can 
be stretched over a shield or buckler to strengthen it, or it can be 
used to make the flexible parts of a suit of leather armour. 

The fluid sac behind the carru’s head contains 3-9 (Id6+2) pints 
of tepid water. The water tastes flat but can keep a thirsty animal or 
adventurer alive. The sac itself can be used to make a waterskin, but 
the fabric rots when it comes into contact with alcohol, so wineskins 
are not possible. 

Adult male carru are worth as much as I gp on the open market 
for a healthy animal. Females are rarely sold live, but can bring as 
much as 3 gp if they are sold. Carru carcasses fetch half the price 
of live males. 


Mulworm 


The Athasian mulworm is an off-white coloured caterpillar with 
no eyes. It has two feelers in the front of its head that are used as 
sensors. Its mouth makes up the rest of its bullet-shaped head. The 
body is segmented, tapering to a point at the rear. Adult mulworms 
are about 8 inches long and as much as I inch thick. 
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Combat: The mulworm has no attack. It lives only to become a 
butterfly. However, the mulworm secretes a poisonous fluid as it 
moves. This fluid sprays out of any worm whose skin is broken. 
Adventurers who crush, pierce, or slash the mulworm must make a 
successful Dexterity check with a -4 penalty to avoid being splashed 
with the poison. If a character fails the check, they must successfully 
save vs. poison. 

A character who fails suffers I5 points of damage and develops 
a rash that lasts for Id4 days (treat the splashed poison as Class 
À contact poison). If the characters Dexterity check is successful, 
he will have a reduced resistance to the poison for the next Id4 
hours. He also suffers a -4 penalty to his saving throws against the 
mulworm poison during that time. 

If the poison is ingested or enters through an open wound, treat 
the poison as a Class J ingested or injury poison. If the character 
fails the save vs. poison, he dies an excruciating death in Id4 rounds 
unless immediately treated with a neutralize poison spell. Characters 
whose saving throw is successful receive 20 points of damage and 
have a -4 penalty to save vs. mulworm poison for Id4 hours. 

Leather or better armour protects the areas of the body it covers. 
The poison does not adhere well to weapons or armour and is 
useless within minutes after being applied. Only fire can destroy 
the worm and its poison. Mulworms in the butterfly stage have no 
combat capability at all. 


Habitat/Society: Athasian mulworms are content to live in berry 
trees and eat leaves. They can be farmed as long as the caterpillar 
stage is not disturbed. The poison they secrete is food to the tree, 
enabling new leaf growth at an accelerated rate. In this manner, 
the mulworms ensure food for future generations of their voracious 
species. 

In the caterpillar stage, mulworms live only to eat. They do not 
mate, nor do they have any real sense of other creatures. Mulworms 
are immune to their own secretions. Mulworms in the butterfly stage 
mate shortly after emerging from their cocoon and then die within 
a day. 
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Ecology: The Athasian mulworm lives for IO days as a caterpillar 
in huge numbers - whatever the local tree population can sustain. 
It then pupates for 12 days before emerging into the sun for a brief 
life as a butterfly. In the pupal stage, the cocoon can be carefully 
unwound to obtain a ver fine, strong thread. It is possible to place 
the pupae in a container of soft material to allow it to complete its 
life cycle, or the silk farmer may simply dispose of the pupae and 
leave some cocoons on the tree to ensure a new generation of worms. 
The pupal stage has no poison in it. 

The worm has no natural enemies, but any creature, even a drake, 
that eats one will probably die in agony. 


Sygra 


Sygra are cloven-hooved quadrupeds with short, hairy coats and 
sensitive noses. They can be any mixture of black, brown, and 
white. Their heads sport two horns and resemble that of a horse 
with horns. Males have larger horns than females. They have beady 
black eyes set behind and above the nose, which give them good 
peripheral vision. 


Combat: The sygra is a vicious fighter, attacking with its hooves and 
horns as well as a bite attack. Each hoof can strike independently. 
The horn attack is used only by the males. If the sygra hits with 
its horns by 4 or more above the required attack roll, it has gored 
its opponent and inflicts an additional 2d4 points of damage in 
addition to the Id4 caused by the horns. 


Habitat/Society: Sygra are wild animals that have been semi- 
domesticated by some farmers. If well fed (they eat almost anything) 
and not mistreated, a flock will stay around a farm rather than tying 
to find their own food. Flocks that live on or around a farm are not 
truly domesticated. 

A flock is about one-quarter adult males, one-half adult females, 
and one-quarter young, Wild flocks run away from any bipedal 
creatures. Offers of food might overcome their initial inclination to 
flee, but might also frighten the flock more. Several of the males keep 
watch through the night for predators. Sygra are very light sleepers 
and have excellent hearing, so they are hard to surprise. 


Ecology: Sygra are toward the bottom of the food chain. Their meat 
is palatable and their milk quite tasty. They also eat most things, 
including offal, making them excellent disposal units. Sygra skins 
are durable and make good clothing or they can be made into low 
grade leather. Sygra carcasses bring I cp per three pounds of meat, 
plus as much as 5 cp for the hide. 

Although sygra are omnivorous, they prefer vegetable matter or 


offal to fresh meat. They do not kill for food and do not eat an 
opponent they have killed unless they are very hungry. 


Animals, Herd 


Kip Z'tal Jankx 
CLIMATE/TERRAIN: Scrub Plains Any Sandy Wastes, Stony Barrens 
FREQUENCY: Common Common Common 
ORGANISATION: Herd Leap Community 
ACTIVITY CYCLE: Night Day Night 
DIET: Omnivore Omnivore Herbivore 
INTELLIGENCE: Animal (I) Animal (1) Animal (1) 
TREASURE: See below See below K,Q, U 
ALIGNMENT: Neutral Neutral Neutral 
NO. APPEARING: I-100 1-20 I-1,000 
ARMOUR CLASS: 16 15 14 
MOVEMENT: 6 12 12 
HIT DICE: [+2 2+2 I+I 
ATTACK (CMB/CMD): +1 (+0/12) +2 (+1/13) +I (+0/10) 
NO. OF ATTACKS: 2 2 I 
DAMAGE/ATTACK: 1d3/1d3 I, Id6 I 
SPECIAL ATTACKS: Pheromones Sonics Poison 
SPECIAL DEFENCES: Pheromones Sonics Nil 
MAGIC RESISTANCE: Nil Nil Nil 
SIZE: S (2-4) S (2-3) Fal) 
MORALE: Average (8) Unsteady (5) Steady (I1) 
XP VALUE: 65 120 35 
PSIONICS: Nil, MAC 12 Nil, MAC 10 Nil, MAC 12 
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Many animals are used on Athas for food, clothing, or weapons. 
Some have been partially domesticated or are stupid enough to 
allow themselves to be captured and herded. 

Kip 

The kip is a shy, six-legged, armoured creature that digs and eats the 
roots of plants and trees. Their supple, armour-like covering makes 
excellent durable leather goods. 

The leathered kip grows from 2’-4’ in length. Kips are covered 
with a horny armour that is segmented into nine separate plates. 
They have elongated, pointed snouts and very small, beady eyes 
located on each side of their snouts. The eyes are protected by a 
glass-like covering that protects them while digging. The sharp, strong 
foreclaws enable the creature to dig, Their short, stubby, hind legs 
only allow them to amble around slowly. 

Kips communicate via a series of low grunts. Although not a true 
language, dwarven kip-herders have learned to mimic the sounds in 
order to better control the herd. Kip language can be learned at a 
cost of a single non-weapon proficiency slot. As with other languages, 
a simple check should be made against a character's Intelligence for 
successful communication. 

Failure on this roll means: I) the kip doesn’t understand and 
ignores the attempted communication; 2) the wrong information is 
conveyed. 
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Combat: Kips are generally non-combatant and prefer to amble 
away when approached. Thus, they are easily herded. They will only 
fight if cornered or to protect their young. Kips use pheromones to 
protect themselves. Pheromones are secreted chemicals that produce 
an emotional response in the victim. Once a day a kip can release 
an 8-cubic-foot cloud of invisible, gaseous chemicals. Creatures 
within the gas cloud must save versus poison or suffer apathy. 
If affected, the victim will cease caring about anything, including 
drinking water, for a period of Id8 turns. Exposed creatures or 
individuals can be herded along or made to drink, but they really 
don’t care if they live or die. Because of their high resistance to 
poison and the ability to focus, dwarves receive +4 on their saving 
throws against the pheromone cloud. 


Habitat/Society: Kips bear offspring twice a year. A litter will 
contain 2-6 leatherettes, which mature in 3-5 months. Until mobile, 
the young fasten themselves to folds in the mother’s skin and ride 
along with her as she moves. Kip are one of the few creatures on 
Athas that eat brambleweed, as their armour temporarily protects 
them as they dig out and expose the sweet roots. 


Ecology: Kip herds provide a staple of meat and leather goods in 
most dwarven communities. Roasted, an adult kip will feed two very 
hungry dwarves; made into a stew, the meat and broth will easily 
feed six. Kips and dwarves seem to be complementary in pace and 
temperament. Dwarven communities keep the kip herd in a slow, 
constant motion since kip tend to destroy roots of growing plants. 
Their elongated, pointy snouts and keen sense of smell aid them in 
their search for food. Kips will eat anything that doesn’t put up a 
fight, including garbage. 

Dwarves with the animal handling non-weapon proficiency can 
safely milk the pheromones from an adult, but the chemical will lose 
all potency within 48 hours. Only a small amount of pheromonal 
fluid can be milked from each animal. A turn spent milking a 
kip will produce enough fluid to create a small (one cubic foot) 
pheromone cloud. 


Ztal 


Z'tal are small, upright lizards that hop in shepherded leaps across 
Athas. They are very stupid and are known to stampede when 
panicked. 

Z'tal jump wherever they go on powerful hind legs that end in 
sharp talons. Their small head is rounded in the back with a sharp, 
hard point on the end. Their long, thick tail is used for balance 
when they hop. The vestigial forearms and claws are seldom used. 
Varying in shades of tans and browns, z'tal are covered by sharp, 
feather-like scales. 

Zital constantly make a series of chirps, squeaks, and squawks. 
These noises are intended predominantly to keep the herd within a 
single area. When threatened, ztal scream and run. 


Combat: Z’'tal emit a piercing scream when frightened. The sonic 
intensity of the scream is so great that any being with normal hearing 
within a 100’ range must save versus petrification or be overcome by 
vertigo. A successful save means that the victim is able to fight off 
the effects, but suffers a -2 to any rolls that require concentration 
(fighting, spellcasting, psionics, etc.). 


A failed save drops the victim to the ground unable to determine 
which direction is up. No combat, psionics, or spellcasting is possible 
until the creatures stop screaming or move out of range. Covering 
one’s ears before the scream gives a +2 bonus to the saving throw. 
Filling the ears with wax, cotton, or some other substance adds a +4 
bonus to the saving throw. Silence magics may negate the vertigo 
effects. The deaf are unaffected. 

In desperate situations, the z'tal will defend itself by rapidly 
bouncing or rubbing against its adversary, scraping its razor-sharp 
scales against its opponent and causing Id6 damage per round. The 
peck of a ztal only causes a single point of damage. 


Habitat/Society: Z’'tals are well suited for life in the desert. They 
require little water and can sustain themselves through foraging. 
Z'tal travel in groups called leaps and are acknowledged as perhaps 
the most stupid and timid of creatures on Athas. They sometimes 
accidentally die by running off cliffs or into the Sea of Silt if chased. 

About once a month the female digs a small hole and lays a 
clutch of I-3 eggs. The eggs are immediately forgotten and left to 
fend for themselves. The eggs are not edible by any known creature 
because 2’tals’ scales develop almost immediately after conception. 

The rear talons of z’tal are used to dig out small insects and 
seedlings, which the z’tal crushes with its beak. Docile creatures 
except when frightened, one screaming 2’tal will soon stampede the 
entire leap of lizards. 


Ecology: Z’tal meat is dense and coarse, though the hind quarters 
(drumsticks) and tail of an adult z’tal make excellent eating (once 
the scales have been carefully removed). Roasted, the three pieces 
will feed six hungry individuals or one half-giant. Z’tal meat makes 
an excellent base for soup; a single z’tal cooked this way will easily 
feed a dozen hungry, man-sized creatures. The sharp, flexible feather- 
scales are frequently used as small knives and razors. The scales dull 
after a week of regular use and can not be resharpened. 


Jankx 


These furred mammals live in burrow communities in the desert. 
Although they represent a possible prime source of food or clothing, 
most people think they are too dangerous to bother. 

Standing about I’ tall on their hind legs, jankx have a small, 
pointy head and internal cheek pouches that allow them to carry 
food or water when they run. Jankx have long, sleek bodies and 
four short, muscular legs. Golden in colour, their pelts are highly 
prized for trade. 

Jankx communicate in a series of ultrasonic squeaks and barks 
that are inaudible to humanoid ears. 


Combat: Jankx have spurs and poison sacs located on the underside 
of each limb near the paw. In combat a jankx will attempt to hook 
its adversary with a spur. The spur attack inflicts Id2 points of 
damage per hit. A successful hit also means that the poison has 
been injected (save vs. poison for no effect). If the victim fails to 
save, tremendous pain follows as the area injected with the poison 
begins to wither (limb, torso, head, etc.). Only the region in which 
the poison was injected will be affected; the thick poison does not 
travel throughout the entire body. The affected area will shrivel and 
become useless at a rate of I” diameter per round. 
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The poison can be negated by a neutralize poison; slow poison 
will limit the effects to I” per hour. The victim is capable of 
no other action except to scream in pain until the poison runs 
its course. If injected into the head, the poison will cause the 
unfortunate victim to lose one point of Intelligence per turn until 
their intelligence reaches zero. The victim then becomes comatose 
and will eventually die of starvation. 


Habitat/Society: Jankx live in a complex community of underground 
passageways. Their burrows contain different living, storage, and 
sleeping areas. Food storage and deep water supplies are always 
closely guarded. Traditional family units’ tunnels always interconnect 
with other jankx families. Jankx sleep through the day and emerge at 
dusk for a night of foraging. Their small paws are very well evolved 
for digging and handling small items. 


Hurrum 
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Ecology: Those who consider themselves jankx “herders” are more 
trappers than anything. Jankx are usually snared when they are 
on their nightly forays. A herder hovel is always built either above 
ground or on solid stone to prevent jankx from burrowing underneath 
the hovel and killing the herder. Jankx meat is considered gamey 
but palatable. Due to the difficult position of the poison sacs, 
caution should be taken in preparing jankx meat. A general rule 
is one jankx for elves and humans, more for others. Caution must 
always be exercised when cooking jankx meat. When cooked, the 
burning flesh emits an odour that sends any nearby jankx into a 
rage. If cooked too close to a jankx community, a horde of jankx 
will invariably find the source of the odour and attack the diners. 


Animals, Household 


Hurrum Critic Renk Ock’n 
CLIMATE/TERRAIN: Any Any Any Any 
FREQUENCY: Common Uncommon Common Common 
ORGANISATION: Solitary Solitary Solitary Solitary 
ACTIVITY CYCLE: Any Night Any Any 
DIET: Omnivore Carnivore Scavenger Scavenger 
INTELLIGENCE: Semi (2) Animal (1) Non (0) Non (0) 
TREASURE: See below See below See below See below 
ALIGNMENT: Neutral Neutral Neutral Neutral 
NO. APPEARING: I I I I-10 
ARMOUR CLASS: 12 15 10 12 
MOVEMENT: 6 (12) 12 1/10 1/10 
HIT DICE: I-I IFI 1/4 1/2 
ATTACK (CMB/CMD): +0 (N/A) +I (+0/8) +0 (N/A) +0 (N/A) 
NO. OF ATTACKS: I I 0 0 
DAMAGE/ATTACK: I I 0 0 
SPECIAL ATTACKS: Nil Nil Nil Nil 
SPECIAL DEFENCES: Nil See below Nil Nil 
MAGIC RESISTANCE: Nil Nil Nil Nil 
SIZE: T a) T (17”) T (2”) T (1/2”) 
MORALE: Average (9) Unreliable (3) Nil Nil 
XP VALUE: 15 35 7 7 
PSIONICS: Nil, MAC 12 See below Nil, MAC 10 Nil, MAC 10 


Often small creatures are kept or allowed to live in Athasian 
households in exchange for some form of comfort or service the 
creature provides. These “pets” are considered neither cute nor 
cuddly as no such creature may be found anywhere on Athas. 


Hurrum 


These brightly-coloured beetles are prized for the pleasant humming 
sounds they produce. Better trading houses have at least one. 

Hurrum have brightly-coloured, opalescent, chitinous shells that 
vary from cobalt-blue to copper-green. Convex and oval, the shell 
protects four pair of small, vestigial wings. With a smallish head, 
stubby antennae, and four very short legs, the beetle appears comical. 

Hurrum beat their wings rapidly back and forth, gently striking 
the underside of their carapace which creates the vibration and noise 
for which these creatures are best known. The sound is also used as 
a simple form of communication between hurrum beetles. 


Combat: Few creatures in the insect kingdom attract prey (or earn a 
living) the way the hurrum beetle does. The beetle’s humming has a 
rising and falling rhythm that produces a soothing, almost hypnotic 
effect. Ignoring this effect requires a Wisdom check. Failure means 
that the individual merely finds the sound soothing, but it in no 
way affects their free will. 

The beetles’ staple diet is small, flying insects which are drawn 
to the vibration produced by the beetles’ wings. The vibration also 
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makes prey docile and easy to overcome. 
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Habitat/Society: Solitary, a the hurrum only seeks others to mate. 
If more than one is in the same area, the humming changes. If the 
beetles are of opposite sexes, they produce harmonies after a few 
minutes, believed to be a mating ritual. If the beetles are of the same 
sex, the sound will be atonal and unpleasant. 

Exposure to direct sunlight for over an hour kills hurrum. As they 
attempt to cool themselves by beating their wings, the sound they 
produce will become higher in pitch until they die. 


Ecology: Frequently, a hurrum’s shell changes colour with the speed 
of its humming. A real pleasure is letting the beetle crawl across one’s 
bare skin where the slight vibration of the shell and the humming 
are coupled with a slight breeze. Halflings find hurrum extremely 
pleasing (though when hungry, halflings find them delicious). 


Critic 
Multi-coloured, spiny-backed lizards, critics are frequently reluctant 
house guests. Innately psionic, they attune themselves to their feeders. 
Some say critics are the prettiest lizards on Athas. Mottled in 
bright hues, they change colour each year when they moult. Critics 
average 12” to I7” in length and weigh from 2 I/2 to 5 pounds. 
Critics use rudimentary body language to communicate with 
others of their species. Communication via magical or other means 
is possible; however, the creature often reacts/answers in a paranoid 
or anxious manner. 


Combat: The bite of the critic is inconsequential since it can only 
inflict a single point of damage. The value of the creature comes 
from its psionic abilities. Critics sense trouble. When they abruptly 
scurry for cover, so do most owners. 


Psionics: +I, PSPs 25, MAC 14. 


Powers: danger sense, detect poison, detect spirits, precognition. 


Habitat/Society: Critics are feral even when born in captivity and 
cannot truly be domesticated. Very stealthily, they prey on insects 
and small rodents. Critics attune themselves to one location and will 
tolerate a small group of people if fed on a regular basis. “Attuning” 
means the lizard will look after the area and alert all nearby if any 
danger is perceived. Critics have a nasty independent streak and will 
not send warning signals if they have been abused or mistreated. 


Ecology: Critics are considered to be good luck in a household or 
storage area. They are lazy and prefer to be fed rather than hunt 
on their own. Generally young critics are captured and brought to a 
residence. They must be allowed to adjust to their new surroundings 
at their own pace. Within a week, the feeder/owner will know if the 
creature has decided to adopt the location or has run away. The 
critic will remain in a constant state of alarm if caged or chained. 


Renk 


This small gastropod has developed a symbiotic relationship with 
humanoid creatures in the desert. A harmless, tasteless slug, it stores 
water and is sometimes consumed raw on long desert trips. Varied 
in colour, renk have a 2-3” elongated, tapered body. A sucker 
mouth can be found below a short pair of antennae used to detect 
vibration. 
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Combat: These harmless slugs have no true attack. Renk live on 
certain benevolent creatures or individuals, gaining nourishment 
from licking the salt, sweat, and dead skin from the bodies. If a 
renk is attached to a person involved in melee combat, there is a 
cumulative 10% chance per round that the renk will be accidentally 


hit and killed. 


Habitat/Society: Renk mate in stagnant water or rotting grain. They 
produce a dozen or so offspring that mature in 3-4 weeks. They 
are otherwise solitary creatures. Renk have small, abdominal suction 
pods that they use for locomotion and to attach to food sources. 
They prefer to stay shielded from direct sunlight. Exposure to direct 
sunlight for more than Id4 turns causes the renk to shrivel and die. 


Ecology: Renk are often taken on long trips. Consumed alive, renk 
contain more water than seems possible. Renk store moisture in an 
extra stomach that ruptures when they are eaten raw. An average 
renk holds I/2 cup of water, therefore, an active man would need 
to eat 32 raw renks a day to replace fluids needed for one day 
in the desert. Concern should be taken when purchasing renk. 
Occasionally a leech or other harmful creature will be added to a 
group of renk and sold to an unsuspecting buyer. 


Oc k’n 


Ock’n appear as small, spiral-shelled snails. When they move, they 
leave a slime trail composed of an amberlike liquid that has many 
household uses. 

Nautiloid in shape, this small snail seldom reaches I” in length. 
Ock’n shells are almost always light in hue, but vary in colour 
and striping, All ock’n sensory organs are located on the forward 
protruding head. The head holds a very small pair of light sensors 
affixed to independent eye stalks. A slit mouth is also located on 
the head. 

Ock’n communicate to other gastropods via a complex system of 
eye stalk movements. The eye stalks are always ina slow, constant 
motion as the creature conveys only the most simple of concepts. 


Combat: These harmless snails have no attack form whatsoever. 


Habitat/Society: Ockn live in loose colonies, always in odd- 
numbered groups. Should an even number be confined in a small 
area, one will die or be killed by the others. Only the ock’n 
knows why this phenomenon occurs. The ock’n breathes via osmosis 
through exposed skin. 


Ecology: Unpalatable as food, ock’n shells make interesting jewellery. 
The gastropod spends each day in search of food and moisture, 
leaving behind a valuable slime trail. The glossy, ochre-coloured 
slime is composed of an amber-like resin. When the resin dries, it 
becomes hard as stone (saves as stone also), but has only a quarter 
of normal stone’s weight. The snails highly-prized slime/resin is 
used in numerous ways. Coating weapons, waterproofing materials, 
and sealing perishables or the dead are just a few of its uses. Ock’n 
snails only produce a single fluid dram (I/8 fluid ounce) of this 
material each day. 


Antloid, Desert 


Dynamis Soldier Queen Worker 
CLIMATE/TERRAIN: Sandy Wastes Sandy Wastes Sandy Wastes Sandy Wastes 
FREQUENCY: Rare Uncommon Very Rare Uncommon 
ORGANISATION: Warrens Warrens Warrens Warrens 
ACTIVITY CYCLE: Any Any Any Any 
DIET: Omnivore Omnivore Omnivore Omnivore 
INTELLIGENCE: Low (5) Animal (1) Semi (3) Animal (1) 
TREASURE: Nil Nil J,K,N,U Nil 
ALIGNMENT: Neutral Neutral Neutral Neutral 
NO. APPEARING: I-10 1-20 I 1-100 
ARMOUR CLASS: 14 I7 10 16 
MOVEMENT: 12 18 3 12 
HIT DICE: 4+2 6+I 8+I 3 
ATTACK (CMB/CMD): +4 (+5/15) +6 (+7/17) +8 (+10/20) +3 (+10/20) 
NO. OF ATTACKS: I I I I 
DAMAGE/ATTACK: Id6 3d6 Nil Id6+12 
SPECIAL ATTACKS: Psionics Poison Pheromones Nil 
SPECIAL DEFENCES: Psionics Nil Pheromones Nil 
MAGIC RESISTANCE: Nil Nil Nil Nil 
SIZE: L (10) L (10) H (20+) L (8) 
MORALE: Champion (15) Elite (13) Elite (13) Average (10) 
XP VALUE: 270 420 975 120 
PSIONICS: See below Nil, MAC 14 Nil, MAC 10 
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Antloids are giant ants that inhabit huge warrens in the Athasian 
desert. There are four different types: workers, soldiers, dynamis, and 
queens; each group fulfils a specialised task within antloid society. 

Antloids have a heavy exoskeleton that provides excellent 
protection from weapon attack and dehydration, segmented bodies 
with six legs, and sharp mandibles used for cutting, carrying, or 
combat. All sensory organs are located on the front of their head. 
Compound eyes give them 180-degree regular vision, plus infravision 
for 60. A segmented pair of antennas are used for communication 
and allow antloids to sense almost any vibration within 30’. 


Workers 


Workers’ bodies have three sapphire-blue segments: head, torso, 
and metasoma. They average 8’ in length with stocky broad bodies. 
Workers spend their lives doing specific jobs: carrying water, carrying 
foodstuffs, caring for their queen, repairing or continuing construction 
on the warren, etc. Workers are the strongest of the antloids with 
almost giant-like strength. Their mandibles are designed for lifting 
and carrying rather than combat. Workers only fight if something 
tries to take away whatever they are carrying or the queen is 
threatened. In combat they use their mandibles and their incredible 
strength (Id6+12) to crush their opponent. Worker antloids digest 
desert sand along with their normal food and excrete a concrete- 
like material that they use to build the warren. The material will 
withstand I00 points of damage over a 5-cubic-foot area before 
crumbling. 
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Soldiers 


These antloids grow to be I0’ in length and have a mottled, dark 
blue-green-gray exoskeleton. Their oversized mandibles do 3d6 
damage ona successful attack. Longer and sleeker than workers, 
soldiers also have a poison attack. There are two types of soldier 
antloids: infantry and archers. 

The infantry antloid has a I7” gaster stinger at the rear tip of 
its metasoma segment. A successful attack does Id4 stinger damage 
and injects of a deadly neurotoxin (Class D, injury, onset I-2 
rounds, Strength 30/2d6). The archer does not have a stinger, but 
rather a poison gland that can shoot a thin stream of the same 
deadly venom 50’. Soldier antloids are immune to their own venom. 

Exploration, defence of the warren (and its water supply) and 
mating with the queen are the chief jobs of soldier antloids. They 
constantly raid surrounding areas for food. 


Dynamis 


These are the strangest and most deadly of the antloids. Their 
exoskeleton is gray-black in colour. They have a greatly enlarged 
centre body segment, a small head, and a vestigial metasoma 
segment. Dynamis’ bodies house large brains, which give this species 
its intellect and psionic abilities. They will always use psionic attacks 
first and melee as a last resort. 


Psionics: +6, PSPs 100, MAC I6. 

Powers: absorb disease, cause decay, chemical simulation, death 
field, double pain, flesh armour, heightened senses, intellect fortress, 
mind blank, mindlink, shadowform, telempathic projection. 


Dynamis stay in contact with other dynamis within their warren 
via a natural ability to mindlink with one another. Dynamis prefer 
to combine their powers when attacking. They will move close to 
a victim using shadowform, then create a death field. This strategy 
makes the target more vulnerable to soldier antloids’ attacks. They 
may also use cause decay combined with chemical stimulation and 
double pain. Dynamis will not hesitate to use all of their PSPs in 
skirmishes, and they will sacrifice themselves to protect the queen. 

As masters of the warren, dynamis make sure soldiers explore 
for food, workers keep busy, and that the queen is protected and 
comfortable at all times. 


Queens 


Antloid warrens generally have only one queen, which can grow to 
over 20’ in length. Queens have bloated bodies and serve only one 
purpose in the warren - to lay eggs. Red to apricot in colour, the 
queen lives in the deepest defendable part of the warren, where she 
lays 10-20 eggs a week. The eggs are cared for by sterile workers. 
Of the four different antloid types hatched, 80% are workers, 15% 
soldiers, 4% dynamis, and I% queens. Any time the dynamis feel 
there are too many of any one type, they order the eggs used as food 
rather than letting them mature. This avoids overpopulation and 
assures the proper balance among the species. The queen is always 
attended by young, immature queens. 

When queens mature they gain the ability to release pheromones 
in an adjacent 60-cubic-foot area. The pheromones create two 
different reactions: attraction and madness. Attraction pheromones 
lure virile soldier antloids to the queens’ chambers for reproduction. 
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A queen uses the madness pheromones to protect herself against 
younger queens or intruders. Madness manifests itself through 
hallucinations, causing, the victim to see, hear, feel, and otherwise 
sense things that do not exist. The victim must save versus poison 
(at -4) or suffer the effects of madness. The victim will frequently 
believe he/she is on fire, drowning, or being attacked by a terrible 
enemy. If not removed from the area of the pheromones, the victim 
must make a successful system shock roll each round or die from 
the hallucination. Under the effects of madness the victim may only 
fight or flee the imagined danger; no other action is possible. 


Habitat/ Society: Antloid warrens appear as mounds in the desert, 
up to 250’ across and 25’ in height. Warrens are conical, widest at 
the surface and narrowing toward the bottom. They extend deep into 
the ground, frequently to a small subterranean water source. Antloids 
abandon warrens for many reasons: lack of water or food, accidental 
death of their queens, or to attack another warren. Infrequently, a 
rogue dynamis will lead a young queen, some workers, and a couple 
of soldier antloids from an established warren and attempt to set up 
a competing warren. More often than not this attempt fails. If the 
warren has any shiny or pretty objects (treasure), those items will 
always be in the queen's chamber, placed there for her pleasure. 


Ecology: Whether occupied or not, caution should be taken 
whenever entering an antloid warren. Abandoned warrens seldom 


offer safe haven for travellers since dangerous creatures take refuge in 
the unoccupied labyrinth as well. Because of the constantly changing 
desert sands, a warren is in constant danger of collapsing. Water can 
be found in the deepest part of an abandoned warren 15% of the 
time, but it, too, is often guarded by some new inhabitant. 
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Avangion 


CLIMATE/TERRAIN: Any 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 

DIET: Omnivore 
INTELLIGENCE: High to Supra-Genius (13-20) 
TREASURE: Varies 
ALIGNMENT: Varies 

NO. APPEARING: I 

ARMOUR CLASS: Varies 
MOVEMENT: Varies 

HIT DICE: Varies 
ATTACK (CMB/CMD): Varies 

NO. OF ATTACKS: Varies 
DAMAGE/ATTACK: Varies 
SPECIAL ATTACKS: See below 
SPECIAL DEFENCES: See below 
MAGIC RESISTANCE: Varies 

SIZE: M to L (6 to 12’) 
MORALE: Fanatic (17-18) 
XP VALUE: Varies 
PSIONICS: Varies 


In the entire known history of the Tyr region, there has never been a 
preserver who has advanced far enough in experience to mimic the 
metamorphosis of defilers and become an advanced being. But it is 
possible. Those who have tried have either been slain or departed 
the area for other regions of Athas and passed into the realm of 
myth and legend. 

The transformation forces the preserver to pass through a series 
of steps that lead from human to avangion, but where the defiler/ 
dragon metamorphosis is characterized by massive destruction and 
great pain, the preserver/avangion blend is a more serene, peaceful 
process of light, water, and the life-giving properties of the dying 
world of Athas. 

Only humans who are dual-classed 20th-level preservers and 
psionicists can proceed from 2Ist to 30th level as an avangion. 
The transformation is time-consuming and difficult, but ultimately 
rewarding. 

A preserver who transforms into an avangion undergoes a series 
of magnificent changes. In the earliest stages of this metamorphosis, 
the avangion retains almost all human characteristics. Closer to the 
ultimate form, the flesh becomes radiant silver, and wide, elegant 
gossamer wings sprout. Eventually, the preserver s arms and legs 
become less and less useful. In the end, the legs are too fragile to 
support body weight, the arms too delicate for anything but fine 
manipulation. 

Like dragons, avangions are effectively immortal. The passage of 
long periods of time mean nothing to their physical form. Avangions 
also have the following spell-like abilities, which are permanently 
active: tongues, know alignment, ESP, and detect lies. 
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Combat: Avangions are not fond of physical combat. They are 
generally physically weak and depend upon their powerful magics 
and potent psionics to defend themselves. Among the most 
powerful weapons of the avangion is its ability to employ psionic 
enchantments. The spell chart at the end of this entry indicates the 
magic available to the avangion at the various levels of progression. 
Further, an avangion has the powers of a psionicist of equal level, 
continuing to gain PSPs and psionic powers as it advances. 

Another powerful ability is the gradual development of a magical 
aura. This aura is visible as a bright light that radiates from the 
creature's gleaming body. When it first manifests, the aura acts as a 
protection from evil spell and also dissipates any magical darkness 
on contact. 

Later, it causes all evil creatures within to suffer as if they had 
been hit by a ray of enfeeblement. Ultimately, it becomes an 
almost impenetrable defensive barrier, acting as a massive globe of 
invulnerability. 


Habitat/Society: Unlike dragons, avangions go through no animalistic 
stage where they lose their mental faculties. On the contrary, as 
an avangion progresses through the stages of its metamorphosis, 
its intellect increases, marked by increases in its Wisdom score 
(presented on the chart opposite). 

These extremely powerful creatures are concerned with adventures 
of epic proportions - they have the power and influence to do so. 
They are the first of their kind in recorded history, a focus of change 
toward good, and perhaps are the most powerful good creatures on 


Athas. 
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Avangion Ability Chart 


Hit Dice Attack 
Level (d4) AC Immune Bonus Move MR 
21 20+10 IT = +10 ? 10% 
22 25+10 12 +I +10 2 15% 
23 +29+10 13 +I +II ? 20% 
24 32+I0 14 +2 +II ? 25% 
25 35+10 I6 +2 +12 a 30% 
26 39+10 18 +3 +12 2 40% 
27  44+I0 20 +4 +13° 0! 50% 
28 50+10 22 +5 +13¢ O° 60% 
29 + 58+10 25 +5 FIS: 0° 70% 
30 68+10 26 +5 +15° ob 80% 


Advanced beings like the avangion are extremely powerful, but 
large numbers of lesser creatures can still bring them down. The 
downfall of many dragons is their inability to work as a team. While 
avangion certainly attract followers in campaign play, they must leave 
these people for stretches of time during their metamorphosis. 


Ecology: Avangions and dragons are arch-enemies who seek each 
other out for battle whenever possible. Clashes between such creatures 
can have horrible side effects and often end in stalemates. In such 
battles, the dragon generally takes a wholly offensive tack, whereas 
the avangion employs more subtle strategies and defensive tactics. 

A preserver on the road to becoming an avangion must employ 
the preserver metamorphosis spell at each stage of advancement in 
level and power. The preserver changes physical form drastically 
upon the spell’s completion, each time bridging approximately one- 
tenth the gap between human and full avangion form. 

The exact material components, preparation time, and casting 
time depend on what level the preserver is about to achieve (grouped 
by level into low, middle, high, and final metamorphosis). 

Low (2Ist, 22nd, and 23rd levels): As the next level draws near, 
a calling within leads the preserver to leave the company of his 
fellows and seek isolation. For low-level metamorphosis, the preserver 
must gather physical remains of enemies, usually those of high-level 
defilers - their bodily remains, destructive belongings or artifacts, ash 
from their spellcasting, etc. These items must be gathered during the 
preservers period of isolation as evidence of a devotion to life and 
the land. The spell must then be cast at night, beneath the light of 
both Athasian moons. Any interruption results in spell failure. The 
preserver may have other characters present during casting, 

Middle (24th, 25th, and 26th levels): The preserver advancing 
through these intermediate levels hears another calling for isolation. 
The material components at the middle levels are gifts gathered 
from no fewer than three powerful good creatures during isolation. 
Obviously, these creatures realize the consequences of contact for 
the preserver, and leave the gifts after the preserver achieves extremely 
dangerous or important goals. The material component for the spell 
(not consumed in casting) is a single tree or bush personally saved 
by the preserver from defiler magic destruction. The casting time is 
12 hours. The preserver must cast the spell ina forest or area of 
dense vegetation - there must be living vegetation for at least one 
mile in all directions, untainted by defiler ash or evil creatures. 
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Spells 

Aura Bonus I 2 3 4 5 6 7 8 9 I0 
Nil Nil 5 5 & 5.5 4 f 4 2 iI 
Nil Nil 5-5 5 9 Se & G A gB OT 
Nil Nil So D S o 9S S D- G B B 
Nil Nil 5 5 5 5 5 5.3 5 4 3 
Nil Nil S 5 5 5 5 5. 3 & 5 2 
Nil Nil 6 6 6 6 5 5 5 5 5 3 
Nil +I Wis 6 6 6 6 6 6 6 5 5 3 
90f +I Wis 6 6 6 6 6 6 6 6 6 3 
150 +1 Wis 7 7 7 7 6 6 6 6 6 4 
200 +2Wis 7 7 7 7 7 7 7 6 6 4 


a now has a flying movement rate of 24 (A) 

b now has a flying movement rate of 36 (A) 

c can no longer wield weapons or make any physical attacks 

d can no longer walk, must hover or fly at all times 

e now has a flying movement rate of 48 (A) 

f the aura of light acts as a protection from evil at this point and dispels any 
magical darkness within its listed radius 

g the aura of light gains the ability to affect all evil creatures in its radius 
with a ray of enfeeblement 

h now has a flying movement rate of 60 (A) 

i the aura of light gains the ability to act as a globe of invulnerability 


Note: Regardless of level, an avangion saves as a 21+-level wizard. 


High (27th, 28th, and 29th levels): Unlike previous level a 
advancements, the preserver has no calling toward isolation at high 
levels, but instead must collect a core group of companions, no 
fewer than eight in number and of at least IO levels or Hit Dice 
each. All the companions must be of good alignment. The preserver 
must spend the preparation time with these characters. The material 
components are a single gift from each of the companions in the 
core group. During the casting of the spell, the preserver must 
have the aid of a single companion for the entire ceremony. If the 
companion is not absolutely good, the spell fails and the companion 
is slain in the release of failed magical energy. Companions cannot 
repeat the process with a single preserver - new companions must 
be found for each of 27th, 28th, and 29th levels. 

Final (30th level): To cast this spell, the preserver must make an 
area of lush vegetation (crops, scrub grass, forests, or any combination) 
at least five miles in diameter. At the time of casting, the lush lands 
must be free of evil creatures. The material components are a 
diamond, of no less than 10,000 cp value, with which to capture the 
life-giving qualities of sunlight; a large stone tomb; and a perfectly 
sealed glass case built around both preserver and tomb. The casting 
time is one round. Once the spell is cast, the preserver/avangion, 
diamond, and stone tomb disappear, bound for planes unknown. 
After many months, perhaps as long as two years, the avangion 
returns, wholly transformed, to the glass case. If the glass case is 
damaged in the meantime, the avangion is lost to oblivion. 


Aviarag 


CLIMATE/TERRAIN: Arm land 

FREQUENCY: Very rare 

ORGANISATION: Solitary 

ACTIVITY CYCLE: Day 

DIET: Omnivore 

INTELLIGENCE: Very (12) 

TREASURE: Nil (special) 

ALIGNMENT: Neutral Good 

NO. APPEARING: I 

ARMOUR CLASS: I6 

MOVEMENT: 12, Fl 24 (O) 

HIT DICE: 8 

ATTACK (CMB/CMD): +8 (+9/19) 

NO. OF ATTACKS: 3 + special 

DAMAGE/ATTACK: 1d8/1d8/1d10 

SPECIAL ATTACKS: Psionics, rake, roar 

SPECIAL DEFENCES: Psionics 

MAGIC RESISTANCE: Nil 

SIZE: L (15’ wingspan) 

MORALE: Elite (13) 

XP VALUE: 3,000 

PSIONICS: +9, PSPs 50, MAC 13 
Powers: all-round vision, danger sense, detect life, detect 


poison, ESP, id insinuation, mental barrier, mind blank, mindlink, 
mindwipe, psionic blast, psychic crush, radial navigation, sense link, 
tower of iron will 


The aviarag resembles an adult male lion, but it has large wings (15 
feet across), as well as horns similar to a goat’s protruding from its 
head. The aviarag’s tail is birdlike and split like the tail of a swallow. 
This gives the aviarag its high manoeuvrability despite its size. 

On the ground, the aviarag moves equally well on all fours or on 
its hind legs only. The aviarag’s eyes are black and yellow, and it 
can see as far as 30 miles in clear conditions. The hide is a tawny 
brown colour and the wing feathers are deep blue with white tips. 
The tail feathers are also deep blue, but with no white tip. 


Combat: The aviarag attacks mainly with its sharp claws. When 
airborne, the foreclaws strike first and cause Id8 points of damage 
each. If both foreclaws hit, the rear claw attacks become a single 
raking attack that adds a +2 bonus to the attack roll for 2d8+8 
points of damage. In the air the aviarag usually drops a raked 
opponent after the rake attack. On the ground the aviarag can 
attack with its foreclaws, but does not rake. The aviarag can also 
bite, causing Id10 points of damage. 

The aviarag prefers to dive on its opponents from behind, letting 
out a piercing roar just before it hits. Intended victims that hear 
this roar must successfully save vs. petrification or freeze in place 
for I round. 
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The aviarag keeps its psionics in reserve unless it is badly 
outnumbered. In that case, the aviarag attempts to psionic blast 
each of its opponents in turn until the odds are evened up. In a 
melee combat it uses the tower of iron will defence. 


Habitat/Society: The aviarag is solitary, with territory, I5 miles in 
diameter. The lair of an aviarag is invariably at the top of the highest 
peak in its territory. It prefers small rodents and mammals for food, 
but attacks larger creatures if hungry. A well-fed aviarag can go for 
three weeks without food. It eats only freshly killed meat. 

The aviarag uses its psionic powers to determine the intentions 
of any intelligent creatures it meets. If it detects any thoughts of 
combat, it attacks. If it reads peaceful intentions, there is a 50% 
chance the aviarag will offer assistance in the form of guidance to 
water or shelter, in exchange for food, or some bauble for its lair. 
While it doesn’t covet treasure as such, the aviarag does like shiny 
things. An aviarag’s lair contains 5dIO such objects. There is a 1% 
cumulative chance for each item that an object is valuable. 

Once every two years the female aviarag seeks a mate. Aviarags 
do not mate for life. After a brief mating season she returns to her 
lair, birthing Id4 young three months later. They remain with their 
mother for the first year, then leave to set up a territory of their own. 


Ecology: Young aviarags can be trained as flying mounts or as 
beasts of burden. However, they are intelligent creatures and are 
more likely to provide these services in exchange for food, shelter, 
and protection than to answer the call of the whip. 

Aviarags live for about 30 years. 


CLIMATE/TERRAIN: Anw 
FREQUENCY: Rare 
ORGANISATION: Solitary or family 
ACTIVITY CYCLE: Night 
DIET: Omnivore 
INTELLIGENCE: Low (5-7) 
TREASURE: P (D) 
ALIGNMENT: Neutral 
NO. APPEARING: I or 2-12 
ARMOUR CLASS: 13 
MOVEMENT: 12, Cl 3 
HIT DICE: 4 
ATTACK/CMB/CMD: +4 (+7/17) 


NO. OF ATTACKS: 


3 or by weapon 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 


1d4/1d4/1d8 or weapon +3 
Nil 


SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: L (9 tall) 
MORALE: Steady (II-12) 
XP VALUE: 120 
PSIONICS: Nil, MAC II 


Baazrag have been described as “600 pounds of fur and muscle.” 
Generally they only stand to their full height of nine feet when they 
are angered. Their skin is a mottled red and gray, and a mop of 
dark hair runs from their foreheads all the way down to the backs 
of their thighs, but their faces and chests are scaled and hairless. 
Their arms are disproportionately large for their bodies, and their 
hands doubly so. With three fingers and a thumb on each hand, the 
baazrag has hands as large as a half-giant, even though they stand 
less than half their height. 

Because of the baazrag’s powerful leg muscles, they are often used 
to pull carts within the cities. A baazrag’s hump is used for water 
storage and diminishes in size as the creature dehydrates. 


Combat: Baazrag tend to wield large clubs (2d4+3 damage) or 
their bare hands (Id4 damage). They also have a bite attack (Id8 
damage), but they usually use this when grappling an opponent. 

In forest and mountain terrain, baazrag tend to drop from above 
to start an ambush, preferably at night. They have infravision (120’ 
range) and excellent scent, which give them strong combat advantages 
at night, but their range of vision is halved during daylight. 


Habitat/Society: A distant cousin to the Athasian sloth, the baazrag 
is often captured for slave labour in the cities. Although dull, the 
baazrag is sentient, and some can even understand the common 
speech, although they approximate it poorly with their grunts, howls 
and growls. City baazrags understand the common speech and 
can understand other languages, but they cannot make themselves 
understood; their throats make it difficult for them to enunciate. 


27 


A non-baazrag can learn to comprehend the baazrag’s garbled 
voice using a language non-weapon proficiency slot. Some find this 


worthwhile, since baazrags can be faithful and useful companions. 
Such characters are known as “baazrag handlers” by the animal 
trade, and can always find good employment as overseers and 
trainers. 

In their wilderness packs, baazrags follow their druid shaman 
with a great deal of deference, not understanding the shaman’s 
dealings with the elements and the spirits that in their beliefs run 
the world, but trusting their shaman to understand and intercede 
for them. City-bred baazrags remain very superstitious, and believe 
almost anything that they are told about the supernatural. The most 
awesome displays of supernatural power tend to win their respect 
and submission. 

In the cities, baazrags tend towards a brutish neutrality. Baazrags 
raised in captivity tend to obey and accept verbal abuse, but they 
will lash out ferociously when physically hurt, regardless of the 
consequences. Only a fool flogs a baazrag. 


Ecology: Baazrags distinguish each other’s gender by scent, not by 
appearance, and certainly not by name, so there is no distinction 
between male and female baazrag names. Baazrags fear magic but 
do not hate it - they have a fascination and curiosity with it, 
especially the showy kind. They have been known to gape and cheer 
in admiration of a fireball, even when it has been used against their 
allies. 


Banshee, Dwarf 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANISATION: 
ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 


Any 

Uncommon 

Solitary 

Any 

Nil 

As in life 

See below 

Always evil (see below) 


NO. APPEARING: I 
ARMOUR CLASS: 20 
MOVEMENT: 12 


HIT DICE: 

ATTACK (CMB/CMD): 
NO. OF ATTACKS: 
DAMAGE/ATTACK: 


As in life 
As in life 
As in life 
1d2+10 (punch) or by weapon 


+10 
Gaze, malediction, psionics 


SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


Steel, or +I or better weapon 
to hit 


See below 
M (4-5’) 
Fanatic (17) 


MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: Varies 

PSIONICS: +7, PSPs 110, MAC 15 


Powers: body weaponry, cause decay, chemical simulation, death 
field, double pain, intellect fortress, mental barrier, shadowform plus 
any powers the dwarf possessed while alive 


Dwarves who die before completing a major focus are often 
condemned to live out their afterlives as undead known as banshees. 
In unlife they haunt their unfinished work or quest, unable to bear 
the fact that someone else may complete what they could not. Day 
or night, the pupils of their eyes flicker red as if a flame burns them 
from within. 

A dwarven banshee’s appearance changes as soon as the 
transformation into undeath begins. The skin rots, leaving the 
muscles exposed. The muscle turns brown if exposed to sunlight 
and sand; if protected or underground, it becomes gray and mouldy. 

The banshee remembers all languages it knew when alive. 

Dwarven banshees are a type of racked spirit - see later. 


Combat: Dwarven banshees retain all aspects of their former 
character class, including levels at the time of death. They retain the 
same armour and weapons (although they may acquire new ones or 
lose old ones) and the same level of skill in their given profession. 
They retain the ability to cast spells, and they can use any psionic 
abilities possessed when they were alive. 

Trapped between the lands of the living and the dead, dwarven 
banshees are semi-material and can only be hit by at least a +I 
or steel weapon. 
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The banshee also gains the ability to curse its victim(s). During 
the day, a dwarven banshee combines its cursed gaze attack with 
a physical one. If eye contact is made, the victim must save versus 
spells or fly into a berserker rage (+2 attack and damage bonus, may 
not leave the fight) for 2d6 rounds. Victims will only attack other 
party members and never the banshee, whether it attacks them or 
not. If no one else is in the area, a victim of the gaze will run for 
one turn in search of someone to fight before the effect ends. Once 
per night, the dwarven banshee also gains the ability to wail a cursed 
battle cry or malediction. All within earshot must save versus spells 
or fall into the berserker rage. Each character must make a separate 
save for each wail or gaze from each banshee in a given area. 

Fire-, water-, and air-based attacks only do half damage to the 
dwarven banshee. Earth-based spells cause double damage. Because 
of its single-mindedness, psionic telepathy is ineffective. Remove 
curse negates the berserker rage on one individual per casting. 

When the banshee’s corpse reaches 0 hit points, it crumbles to 
dust. If the dwarfs unfulfilled focus is not destroyed or somehow 
completed, the banshee returns full strength at the next sunset. 


Habitat/Society: The approach of a living individual within a mile 
causes the banshee to rise, regardless of the time of day. It remains 
alert as long as the intruder remains within the area. The banshee 
often watches and waits to see what action the individual or party 
takes before attacking, 


Ecology: Dwarven banshees only want to protect what was theirs. 
Fables say that the seventh son of a seventh son may lay a dwarven 
banshee to rest by finishing a focus for it. Elders say the flames 
within dwarven banshees’ eyes originate from some ancient dwarven 
forge or the Elemental Plane of Fire. 


Beetle, Agony 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANISATION: 
ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 


Any 

Rare 

Solitary 

Any 

Pain/psionic drain 
Animal (1) 

Nil 

Neutral 


NO. APPEARING: 1-4 
ARMOUR CLASS: 14 
MOVEMENT: 3, Fl 6, Jp 3 
HIT DICE: 1+5 
ATTACK (CMB/CMD): +2 (+0/10) 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: I 


SPECIAL ATTACKS: 
SPECIAL DEFENCES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 270 

PSIONICS: +2, PSPs 30, MAC 12 


Powers: cannibalise other (special ability, no cost), mind blank, 


Spinal tap, psionics 
Nil 

Nil 

TY) 

Unsteady (7) 


mindlink, psychic drain (no cost during spinal tap) 


This harmless looking, black scarab beetle psionically lives off the 
pain and agony of its victims, hence its name. 

The agony beetle has a black-veined, chitinous shell marked by 
dark, transverse lines. The shell protects a pair of wings. Six hooked 
legs are used to attach itself to a humanoid or beast. An elongated 
snout contains a retractable tendril. The agony beetle uses a pair of 
stubby antennae to sense vibrations as it does not have eyes. 


Combat: An agony beetle can only attack Medium or smaller 
creatures. When an agony beetle attempts or is forced to come in 
contact with a victim, a secret Intelligence check is rolled. On a 
success, the victim feels something crawling on him; failure means 
the creature goes unnoticed. If the characters are asleep, magically 
held, in the midst of melee, or engaged in any other action that 
involves intense concentration (spellcasting, psionics, etc.), there is 
no roll as the agony beetle automatically goes unnoticed. 

When the agony beetle locates the victim’s spinal column, a bile- 
coated tendril emerges from its snout (agony beetles do not attack 
invertebrates). The bile anaesthetises the skin so the victim does not 
feel the tendril enter. This requires a successful attack roll; the agony 
beetle ignores any armour it is beneath. Once inside the skin, the 
tendril is inserted into the spine. The victim is suddenly racked with 
excruciating pain, so intense that the victim can do nothing else but 
writhe and scream in agony. 
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During this time the beetle psionically absorbs and stores the 


energy released by the victim. The innate psionic ability cannibalise 
other is unique to this beetle. It converts the victim’s Constitution to 
PSPs that the beetle absorbs by using psychic drain. The beetle can 
only convert Constitution and can only feed on pain. The beetle 
will remain attached even after fully sated, basking in the flow of 
energy until the victim dies. 

The beetle cannot be removed by the victim; only another 
creature may free the individual of the beetle’s deadly attachment. 
If the victim is alone, he will surely die. The beetle drains one 
Constitution point per round, converting it to I0 PSPs. A victim 
dies when its Constitution is reduced to zero. For creatures without 
a Constitution score, it will die in IdI2+5 rounds. 


Habitat/Society: Although the beetles primary locomotion is 
crawling, the creature's small wings allow short distance flight (up to 
6). The six folded, hooked legs also enable the creature to jump 3’ 
vertically. Agony beetles tend to live near water sources where they 
hope to encounter prey. A pain-devouring creature, the agony beetle 
never ingests solid food for sustenance, only an occasional sip of 
water. They will not hesitate to attack members of their own species, 
but are often no match for other insects more evolved for combat. 


Ecology: Old stories claim that agony beetles originally escaped from 
a sorcerer-king’s torture chamber. It is more likely that they were 
(and are) drawn there for obvious reasons. They are not edible and 
serve only the darkest needs. Halflings sometimes use the beetles in 
slings and throw them into trespassers’ clothing; it shortens the hunt 
without harming the meal. 


Beetle, Dragon 


CLIMATE/TERRAIN: Giustenal under-region 
FREQUENCY: Licaonia 
ORGANISATION: Nest 
ACTIVITY CYCLE: Any 

DIET: Carnivore 
INTELLIGENCE: Animal (1) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: 2-16 
ARMOUR CLASS: 13 
MOVEMENT: 15 

HIT DICE: I 

ATTACK (CMB/CMD): +1 (+0/10) 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: 1d4 
SPECIAL ATTACKS: Venom 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: T (T long) 
MORALE: Unsteady (5-7) 
XP VALUE: 65 
PSIONICS: Nil, MAC 12 


Dragon beetles are dark crimson in colour with black-trimmed shells. 
They have three horns, spiked shells, and vicious-looking stingers. 
Dragon beetles grow to a size of one foot long. When threatened, 
they produce a raspy, hissing sound. 

Unlike other types of beetles, dragon beetles do not have wings. 
They are basically unintelligent, and do not see or hear very well. 
They rely on taste and touch to interact with the world around 
them. While most other types of beetles are not social creatures, 
dragon beetles live together in units called nests. The nest is the 
most important location for a dragon beetle, and it will defend the 
nest from all intruders. 

Dragon beetles seem to communicate among themselves by 
touch and a small variety of sounds, but they have no capacity for 
understanding or communicating with intelligent creatures. 


Combat: Dragon beetles have two attack forms they can use. The 
primary attack is a bite that delivers Id4 points of damage via 
strong mandibles. The second attack form is a stinger that delivers 
a dose of venom on a successful hit. The stingers physical damage 
is negligible, and the poison only affects drakes, dragons, and dray. 
To others, the sting is only slightly more bothersome than a normal 
insect bite. It hurts a little at first, then itches, but produces no 
other harmful effects. 

If a drake, dragon, or dray is hit by a dragon beetle’s stinger, it 
must make a saving throw versus poison. À successful save inflicts 
IdI0 points of damage. A failed save causes 2d10 points of damage 
and marks the area around the insertion point with a burning red 
scar. 
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Lone dragon beetles are not typically aggressive. When confronted, 
a lone dragon beetle flees unless there is no escape route. Even then, 
it will not attack. Instead, it lies perfectly still and hisses, refusing 
to fight even if attacks are launched against it. In groups of two or 
more, however, dragon beetles become very aggressive. Any creature 
that comes within I0 feet of a group of beetles suffers from bite and 
stinger attacks. If intruders approach a dragon beetle hive, all present 
beetles swarm to attack, gaining a +I attack roll bonus and a +I 
damage bonus to all successful bites. 


Habitat/Society: Dragon beetles can be found throughout the 
under-region beneath Giustenal. The Groaning City, Kragmorta, 
and even New Giustenal are infested with the creatures. They 
live in groups of up to I6 beetles. They establish nests in the 
underground ruins, in cramped caves, and even in thick clumps of 
underground vegetation. At least half of the nest ranges out to hunt 
every day, seeking recently killed creatures or prey that a group of 
beetles can easily take down. 

The dray of New Giustenal, for example, must constantly watch 
for signs of dragon beetle activity in the fanner fields. Small fanners 
are often targeted by packs of prowling dragon beetles. The fact 
that the venom of a dragon beetle is toxic to a dray makes the 
creatures especially dangerous, and fanner field guard duty is nota 
particularly sought-after assignment. 

Nests are always led by larger, stronger dragon beetles. A nest 
leader is always 3 HD, with a stronger shell that provides AC 15. 
The bite of a nest leader causes Id6 points of damage. Its venom 
inflicts 2dI12 points of damage on dray and other draconic species 
(IdI2 if a successful save is rolled). 


Beetle, Dragon 


Ecology: Dragon beetles eat carrion, though they have been known 
to bring down small creatures when they attack in sufficient 
numbers. The dray of Kragmorta and New Giustenal are particularly 
susceptible to the poison of dragon beetles, and sometimes find 
themselves as meals for a nest of the creatures. When a sufficient 
supply of meat is found (either carrion or prey killed by the dragon 
beetles), the dragon beetles work together to haul the body back to 
the nest. In the nest, the body is used not only as a food source 
(a Medium creature can last for as long as two months) but as a 
depository for eggs. The females of the nest lay their eggs within 
the carcass. When the eggs hatch (in about one month's time), the 
newborn beetles feast upon the remaining flesh until they are strong 
enough to emerge and join the rest of the nest. Adventurers who 
come across a dragon beetle nest can sometimes find treasure on 
these egg-infested carcasses (especially on the body of a dead dray). 
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It is possible to extract dragon beetle venom and coat weapons 
with it, causing great harm to dray opponents. Each beetle can 
produce Id4 doses or coatings, and each dose is good for a single 
effect. On a naked blade, the poison remains potent for one day. 
Ina glass or ceramic container, the venom keeps for a week. Both 
first and second generation dray have used poison-coated weapons 
against each other, but the danger inherent in gathering the venom 
doesn’t make its use practical or common. 

The first generation dray of Kragmorta sometimes use dragon 
beetles as part of their tests of adulthood. Young dray are sometimes 
sent to locate a dragon beetle nest and return with a few of the small 
creatures. In sufficient numbers, the chitinous shells of the dragon 
beetles can be used to fashion armour and shields. Creating armour 
from dragon beetle shells is a painstaking process, and only a few 
older dray know how to build useful items from the stuff. 


Beetle, Fortress 


CLIMATE/TERRAIN: Scorched Plateau 
FREQUENCY: Uncommon 
ORGANISATION: Pack 
ACTIVITY CYCLE: Day 

DIET: Omnivore 
INTELLIGENCE: Animal (1) 
TREASURE: See below 
ALIGNMENT: Neutral 

NO. APPEARING: 2-5 
ARMOUR CLASS: 20 
MOVEMENT: 9 

HIT DICE: I2 
ATTACK/CMB/CMD: +12 (+16/26) 
NO. OF ATTACKS: 3 
DAMAGE/ATTACK: 2d6/2d6/2dI0 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENCES: Hunker 
MAGIC RESISTANCE: Nil 

SIZE: G (25 long) 
MORALE: Steady (II-12) 
XP VALUE: 3,000 
PSIONICS: Nil, MAC II 


Fortress beetles are native to the Scorched Plateau region, lumbering 
across the blasted landscape, basking in the heat that radiates from 
Lava Gorge, living in symbiotic harmony with the ssurran tribes of 
that land. 

The fortress beetle grows grow to a length of 25 feet, carrying, 
sturdy, 15-foot-tall protective shell atop its back. Although, from 
the outside, the shell appears rocky and plain, much of its upper 
portion is hollow, with intricate and beautiful chambers formed 
during the growing process. Ssurrans use these docile insects as 
beasts of burden, filling their hollow shells with precious trade goods. 

Fortress beetles are often mistaken for a part of the landscape 
when they are motionless. Their upper shells closely resemble rocky 
outcroppings, which the beetles use to their advantage to avoid the 
attention of some of the larger predators of Athas. 


Combat: Fortress beetles have a placid temperament and do not 
enjoy combat. They never strike unless provoked, and even then only 
do so if there is no other option. Their first response is to hunker 
down beneath their shell, relying on its superior protection to ward 
off attackers. A fortress beetle that hunkers down in this fashion 
cannot move but gains a +6 bonus to its AC as it retracts its limbs 
and head beneath its shell. 

If this is not sufficient to dissuade an attacker, the fortress beetle 
will emerge and strike with its two foreclaws (2d6 damage each) and 
its mandibles (2d10 damage), then retreat back under its shell. It 
repeats this process until its foe is dead. If sorely pressed, the beetle 
will attempt to flee. 
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Habitat/Society: Fortress beetles live nomadic existences in small 
family groups, grazing and feeding on the plant and small animal 
life of the Scorched Plateau. They do not have the heat resistance of 
other beetles of that region (such as the kwilit) but are comfortable 
in high temperatures. Beetle packs are relatively friendly with each 
other, clashing only when resources are particularly scarce, but 
otherwise keep to themselves. 

Female fortress beetles spawn young once every three years, laying 
a dozen eggs. Few of these eggs survive to maturity, meaning that 
the fortress beetle population remains quite low. The ssurrans herd 
the creatures as best as they can, helping keep beetle numbers high 
enough to allow them to make use of the creatures as beasts of 


burden. 


Ecology: Fortress beetles might well have died out long ago were 
it not for their symbiotic relationship with the ssurrans, who support 
the beetle population in return for using the beetles to transport 
their goods. A fortress beetle can easily carry half a dozen ssurrans 
and 1,000 lbs. of trade goods. Although fortress beetles hoard no 
treasure on their own, those domesticated by the ssurrans often carry 
a considerable amount of loot, equivalent to treasure type D. 


Beetle, K'cin Crawler 


CLIMATE/TERRAIN: Crimson Savannah 
FREQUENCY: Rare 
ORGANISATION: Pack 
ACTIVITY CYCLE: Ary 

DIET: Carnivore 
INTELLIGENCE: Animal (I) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: I-3 
ARMOUR CLASS: 17 
MOVEMENT: 18 

HIT DICE: 6 
ATTACK/CMB/CMD: +6 (+6/18) 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: 2d8 
SPECIAL ATTACKS: Poison, dismemberment 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: M (6 long) 
MORALE: Elite (13-14) 
XP VALUE: 420 
PSIONICS: Nil, MAC II 


The kcin crawler beetle is a large creature, akin to a centipede, that 
lives and hunts in the Crimson Savannah, to the north and west of 
the Jagged Cliffs. Known (and feared) by the kreen of that region, 
it is a voracious predator that proves an able adversary to those who 
cross its path. 

Its name means “ends-swiftly” in kreen, and the kcin is well 
named. Scuttling with horrifying speed on its many legs, the crawler 
uses its dun-coloured carapace to remain unseen among the tall 
grasses of the savannah until it is able to pounce upon its prey. 

Thankfully, the kcin crawler does not mass in large numbers, 
preferring to hunt alone or in small packs. Kreen that travel across 
the Crimson Savannah are always on the lookout for these beasts. 


Combat: K’cin crawlers are always on the move, their speed making 
them relentless in pursuit. They possess a potent venom (Class D, 
injury, onset I-2 rounds, Strength 30/2d6), which is strong enough 
to kill most prey. The venom is delivered through the beetle’s bite, 
which also deals 2d8 damage. 

The mandibles of the k’cin crawler beetle are highly dangerous 
because of their powerful muscles and keen edges. When in combat, 
any natural I9 or 20 on the attack roll indicates that the kcin 
crawler beetle has nipped off an adversary’s limb (roll to determine 
which). 

If the k’cin crawler beetle is engaged in any combat that seems to 
be going against it, the creature grabs up any limbs it managed to 
sever and hurries away, hoping to evade its attackers. 
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Habitat/ Society: K’cin crawler beetles are usually solitary creatures 
that hunt far and wide across the Crimson Savannah, although they 
sometimes work together in small packs when prey is plentiful. They 
do not particularly enjoy the moist climate of the Savannah, but 
they know it makes for bountiful hunting grounds. 

The kcin crawler beetle lives a nomadic life. It stops in one 
location only long enough to hunt and then moves on. In fact, it 
abandons a selected hunting location after 4d4 hours if there is no 
sign of prey in the area. 


Ecology: While other beetles fulfil many roles in the ecological 
system, the kcin crawler beetle is first and foremost a powerful 
hunter. It is high on the food chain, as only particularly large and 
powerful animals or monsters are capable of engaging it in combat 
with any hope of victory. 
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Beetle, Kwilit 


CLIMATE/TERRAIN: Scorched Plateau 
FREQUENCY: Very Rare 
ORGANISATION: Herd 
ACTIVITY CYCLE: Day 

DIET: Herbivore 
INTELLIGENCE: Animal (1) 
TREASURE: Special 
ALIGNMENT: Neutral 
NO. APPEARING: 3-12 
ARMOUR CLASS: I7 
MOVEMENT: 9 

HIT DICE: 6 
ATTACK/CMB/CMD: +6 (+7/17) 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: 2d8 
SPECIAL ATTACKS: Heat blast 


SPECIAL DEFENCES: 


Heat immunity 


MAGIC RESISTANCE: 


SIZE: 
MORALE: 
XP VALUE: 
PSIONICS: 


Nil 

L (I0 long) 
Steady (11-12) 
1,400 

Nil, MAC II 


Habitat/Society: As herbivorous herd insects, kwilits lead generally 
peaceful lives, subsisting on what plants grow in the mineral-rich 
environs of Lava Gorge and the Scorched Plateau. They rely on 
their immunity to heat to seek sanctuary in the immediate vicinity 
of the gorge, sheltering there from predators that might otherwise 
devour them. 

Kwilit herds are matriarchal, with larger females tending frequent 
clutches of eggs while male soldiers and workers seek food and 
defend the herd. 

When night falls, kwilit beetles take refuge in lava caves. These 
caves may have Id4 eggs (10% chance, market value 200 cp each). 
Hatchlings are able to forage for food with the herd within a week. 
For some reason, kwilit beetles seem to enjoy hoarding chunks of raw 
obsidian - a kwilit cave will contain 2dI00 cp worth of unrefined 
obsidian. 


Ecology: Kwilit beetles occupy the usual place of large herbivores 
in the food chain - they spread plant seeds and are eaten by larger 
predators. The ssurrans have partially domesticated them, making 
use of their chitin for weapons and tools, eating their eggs, and using 
the beasts as mounts. An adult kwilit beetle can carry 600 lbs. 
without slowing so, although they are slower than ssurrans, they can 
carry more, making them ideal for the itinerant traders. 


The kwilit beetle is a herd insect native to the Scorched Plateau. 
There, they roam in groups and are partially domesticated by the 
ssurrans of that region, who use them as a source of chitin, food, 
and as mounts. 

The kwilit beetle is 10° long and its exoskeleton is a burnished 
coppery green in colour. Its six legs sport hooked claws suited to 


giving the creature purchase on the uneven cooled lava flows of the 
plateau. A pair of massive horns thrust out from the beetle’s head, 
which it uses in mating rituals and to defend itself from predators. 

Kwilit beetles are known for their songs, which they produce by 
rubbing their limbs together. Ssurran beetle handlers have learned 
to mimic these songs, using them to herd the beetles. 


Combat: Kwilit beetles are not expert combatants but will defend 
themselves if forced. In most cases, they default to using their 
horns, which deal 2d8 damage through a savage, thrusting 
manoeuvre. The kwilit will attack the same target repeatedly 
until it is dead or leaves the beetle alone. 

The kwilit is immune to all forms of heat and 
fire-based attacks, simply absorbing these energies 
through its carapace and storing them as an 
energy source. If cornered or faced with a very 
dangerous opponent, the beetle can release this 
stored energy in a blast of heat from its abdomen. 
This deals 2d6 damage to all creatures within I0 feet of the 
beetle (save vs. breath weapon for half). The beetle can do this three 
times per day before needing to recharge its heat stores. 
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Beetle, Rezhatta 


CLIMATE/TERRAIN: Ivory Plain 
FREQUENCY: Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Omnivore 
INTELLIGENCE: Animal (I) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: I 
ARMOUR CLASS: I7 
MOVEMENT: 9 

HIT DICE: 9 
ATTACK/CMB/CMD: +9 (+13/23) 


NO. OF ATTACKS: 


I 


DAMAGE/ATTACK: IdI2+6 
SPECIAL ATTACKS: Ram 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: G (40° long) 
MORALE: Elite (13-14) 
XP VALUE: 6,000 
PSIONICS: Nil, MAC II 


The giant rezhatta beetle makes its home on the Ivory Plain. Forty 
feet long, it has a spiny carapace and three enormous horns on 
its head. It is most noted for these horns, which the beetle uses as 
rams. Their points are capable of impaling those unlucky or foolish 
enough to be standing in the wrong place at the wrong time. 

Rezhatta beetles appear to be flat white or gray from a distance 
but, upon closer inspection, they can be seen to sport a rainbow of 
colours across their carapaces. These are actually encrusted minerals 
that accrete over long years spent roaming the salt flats. The oldest 
rezhatttas glitter in the sunlight and leave a trail of fine salt particles 
wherever they go. 

Rezhatta beetles communicate 
through soft clicks and hisses, 
but require magic or psionics to 
understand. 


Combat: The rezhatta beetle’s tactics in battle are aS Sx 4 ; 
simple: impale anything that gets in its way on its triple g i: : 


horns and then tear what is left to pieces 
with its mandibles. A strike from the 
horns deals IdI2+6 damage. 

If the beetle has 100’ of clearance 
between itself and its target, it can 
carry out a ram attack. This is a charge =e 
attack that deals double damage on a = = = 
successful hit. The beetle suffers a -2 penalty 
to its AC and must run a full 100’ in order to 
carry out the ram. 
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Habitat/Society: Rezhatta beetles are solitary, roaming the Ivory 
Plain in search of food. They eat anything they can find, from small 
plants and animals, to larger creatures unfortunate enough to catch 
their attention. They supplement their diet with minerals lapped 
from the salt by a long tongue 

Once every two years, female rezhatta beetles attract mates 
through a release of pheromones. Males respond to this and carry 
out elaborate courtship rituals involving dances and hissing songs to 
win the females’ attention. Eggs are laid beneath the salt and hatch 
six months later. The male and female guard the nest, then go their 
separate ways. Newly hatched rezhatta beetles are more than able to 
fend off most predators. 


Ecology: Apart from their place near the top of the food chain on 
the Ivory Plain, rezhatta beetles are also used as undead war beetles 


by the city-states of Gulg and Nibenay. 


Undead Rezhatta 


Hunting parties sent to procure rezhatta often suffer heavy casualties 
- the beast must be poisoned to preserve the specimen, but its thick 
carapace deflects most missile weapons. The common practice is to 
surround a rezhatta, engaging it from the front while the poisoner 
scrambles below to pierce the underbelly, a tactic fraught with 
danger. 

The corpse is then loaded onto a large wagon and pulled to 
the site of preparation. There, workers pry the carapace off the 
beetle and hollow out its insides. They discard its internal organs 
but leave its limbs and jaws intact, so these can function normally 
after reanimation. The workers cut and reform the carapace’s top 
to provide a covered upper deck and nine individual weapon ports. 
Inside the carapace there is sufficient room for missile ammunition, 
but little else. 

Once ready, the entire beast is assembled and animated. Since 
the rezhatta is a 9 HD creature, raising it as a zombie requires an 
animate dead spell cast by a 10th-level priest or wizard. The caster 
must then stay with the beetle to command it. Despite extensive 
drying, the undead beetle rots and falls apart after 2d10+20 days. 


Beetle, Screamer 


CLIMATE/TERRAIN: = Any 
FREQUENCY: Common 
ORGANISATION: Pack 
ACTIVITY CYCLE: Night 
DIET: Carnivore 
INTELLIGENCE: Non (0) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: 1-6 
ARMOUR CLASS: 18 
MOVEMENT: 9 

HIT DICE: 3 
ATTACK/CMB/CMD: +3 (+3/15) 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: Id8 


SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


Psionic blast 


Nil 


MAGIC RESISTANCE: 


Nil 


Ecology: The screamer beetles contribute little to the larger Athasian 
ecology beyond providing a food source for larger creatures or as 
curiosities for art collectors and alchemists. They concentrate their 
activity on forming small packs to overcome their victims, spreading 
out from their main nest in search of sustenance. The main concern 
of the pack is food, thus they have been known to attack caravans. 


SIZE: S @ long) 

MORALE: Steady (12) 

XP VALUE: 175 

PSIONICS: +3, PSPs 60, MAC II 


Powers: psionic blast 


Screamer beetles are a relatively large species of beetle that make 
their homes throughout the Tablelands. Screamer beetles are very 
deceptive in their beauty. Their multi-coloured chitinous shells are 
prized by art collectors and alchemists but are hard to come by due 
to the beetle’s tendency to attack anything that comes near it with 
shrieking blasts of psionic power — hence their name. 


Combat: Screamer beetles hunt in small packs and generate psionic 
blasts from a pulsating organ in their abdomen that can harm, or 
even kill, targets. Victims of this attack report that they hear a high- 
pitched scream in their minds when the beetles attack. 

If forced into melee, screamer beetles attack with their mandibles, 
doing Id8 points of damage. 


Habitat/Society: Screamer beetle society is crude. They form loose 
packs that live in shaded gullies, crevices, and ravines, emerging 
from these at night to hunt prey. Some have encroached upon the 
city-states, living in the slums and warrens, and are persistent pests 
to the inhabitants of those settlements. 

Screamer beetle packs are organised around an egg-laying female, 
who is constantly fertile. The rest of the pack consists of hunting 
males who feed her and keep her heavy with young. Unless stopped, 
a screamer beetle pack can produce hundreds of young in a few 
months. They are voracious, persistent, and courageous for creatures 
of their size. 
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Beetle, Shaqat 


CLIMATE/TERRAIN: Scrub Plains, Mud Flats 
FREQUENCY: Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Day 

DIET: Carnivore 
INTELLIGENCE: Non (0) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: 2-4 
ARMOUR CLASS: 12 
MOVEMENT: 3, Jp I 

HIT DICE: Id3 hit points 
ATTACK/CMB/CMD: +0 (+4/14) 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: I hit point 
SPECIAL ATTACKS: Jump 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: T (6” long) 
MORALE: Average (8-10) 
XP VALUE: 35 
PSIONICS: Nil, MAC 10 


Shagat beetles are natives of the grasslands and mudflats of Athas. 
At first glance, shagat beetles are unremarkable little creatures. They 
are parasites, clinging to animal hosts with powerful claws while they 
live on their host’s blood, known everywhere as annoying pests. 

Shaqat beetles are about 3” across and twice that in length, with 
long, barbed legs designed to cling to animal hosts. Their mandibles 
house a powerful proboscis that can pierce a human fingernail, and 
their carapaces are bright orange with black stripes. 


Combat: Shagat beetles lurk near paths and watering, holes. Their 
legs can hurl them in a IO foot leap, and they gain a -2 bonus to 
surprise when they attack by jumping out of concealment. 

If a beetle hits, it sets its barbs in the first round, inflicting I 
point of damage. If the beetle is pulled off after its barbs are set, the 
victim takes Id4 damage. After its barbs are set, the beetle gains 
a +4 bonus to attack rolls as it tries to insert its proboscis. A hit 
inflicts I point of damage, and the beetle drains I point of blood 
that round and for the next I d4+I rounds following. 

The beetle drops off after it is sated, or it can be forced to let go 
by burning it off. In that case, the victim takes the same damage as 


the beetle. If killed while it is still attached, the beetle’s barbs remain 


set and must be pulled out. 


Habitat Society: Shaqat beetles dwell in the moist regions of 
mudflats and burrow into the root systems of plants on the scrub 
plains, siphoning off water to sustain them while they wait for warm- 
blooded prey to come within range. 
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Ecology: Shagat beetles prey on all other animals. A single beetle is 
an annoyance, but two or three can easily kill a human being. Most 
creatures are unable to detach the beetle once it has set its barbs. 

Each beetle is worth five silver pieces - or even more - in the 
elven markets of the Tyr region. Enterprising bards have used the 
shagat beetle to deliver parasites, diseases, and other blood-borne 
infections to their targets. All that is required is for an infected 
beetle to bite a potential host and the disease or parasite is delivered 
into their system. 


Beetle, Watroach 


CLIMATE/TERRAIN: Sandy Wastes, Salt Flats 
FREQUENCY: Rare 
ORGANISATION: Nest 
ACTIVITY CYCLE: Night 

DIET: Insectivore 
INTELLIGENCE: Animal (1) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: I 
ARMOUR CLASS: 18 
MOVEMENT: 9 

HIT DICE: I5+10 
ATTACK/CMB/CMD: +16 (+20/30) 
NO. OF ATTACKS: 3 
DAMAGE/ATTACK: — 3d6/IdI2/IdI2 
SPECIAL ATTACKS: Trample 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: G (30 long) 
MORALE: Elite (13-14) 
XP VALUE: 8,000 
PSIONICS: Nil, MAC II 


Watroaches are enormous nomadic insects of the desert tablelands. 
Each adult is a mobile hive filled with a multitude of drones. 

An adult watroach is 30’ long, 20’ wide, and 30’ tall. The three 
body sections - head, hive chamber, and thorax - are supported 
by six legs. The head is wide and low to the ground, the mouth 
ringed with teeth and flanked by pincers. The watroach’s neck and 
head agility is surprising, necessary for it to attack and consume its 
primary prey: large insects. Its tongue is sticky, trapping tiny insects. 
It is also hollow, so the watroach can suck small bugs directly into 
its gullet. The thorax is a storehouse of digested food and liquids 
for the adult watroach, connected to the hive chamber. Inside the 
honeycombed chamber are millions of infant, drone watroaches, each 
less than I” long, that serve the gestating proto-adult at the centre of 
the hive. The watroach’s exoskeleton is black or deep purple. 

Watroaches have no language; adults in the wild take no notice 
of other adults they encounter. Other creatures can communicate 
with them using psionics or magic. 


Combat: A watroach can attack with its bite/pincers and with its 
two forelegs every round. The bite/pincers inflict 3d6 damage. Each 
foreleg can inflict IdI2 damage. 

When fighting creatures slower than itself, a watroach may decide 
to trample its targets instead of making its normal attacks. It must 
be able to move over the target with the entire length of its body in 
that round. When it does so, the target must save vs. petrification 
six times (once for each leg). Each time the save is failed, the victim 
suffers 2d8 damage. The watroach can trample one target per round. 


Habitat/Society: Watroaches are solitary in one sense and entire 


communities in another. Adults do not travel or hunt together, 
so they are encountered only as individuals. However, each adult 
carries millions of drones and a proto-adult within its body, making 
it a complete walking community, self-sustaining and perpetuating. 


Ecology: The adult watroach lives only to feed, so its hive chamber 
is fruitful when it dies. The drones bathe, feed, and maintain the 
proto-adult until such time as the adult is too old to move. When 
the parent is immobilized and dying, the proto-adult begins a rapid 
growth. Within three days, the proto-adult ingests the remaining 
nutrients from its parent’s thorax and most of the hive materials, 
eating its way out of the hive chamber. The proto-adult bursts out 
of its hive chamber nearly full grown, its own chamber filled with 
drones and a new proto-adult. A few original drones serve the new 
adult, but most perish in the sun next to the carcass of the parent. 


Undead Watroach 


Watroaches are ideal undead war machines. Typically, an adult 
watroach is sought out, surrounded, and killed. A psionic kill is 
preferred, leaving the corpse unmarred. Once taken back to a city 
(usually ona large wagon), the carcass is prepared. The organs are 
removed, as is much of the hive material. The drones are smoked 
out and the proto-adult discarded. Usually, the top of the hive 
chamber is opened, a platform installed, and other weapons positions 
cut into the body sections. The beast is then raised from the dead 
by templar magic. A typical undead war watroach has eight warriors 
in addition to its templar master and can move and fight just as in 
life. Undead watroaches are most commonly employed by the armies 
of Raam and Nibenay, though others have used them on occasion. 
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CLIMATE/TERRAIN: Tablelands 
FREQUENCY: Uncommon 
ORGANISATION: Tribe 
ACTIVITY CYCLE: Any 

DIET: Omnivore 
INTELLIGENCE: Low (5-7) 
TREASURE: M, (D 
ALIGNMENT: Lawful Evil 
NO. APPEARING: I-10 
ARMOUR CLASS: 13 
MOVEMENT: 12 

HIT DICE: 5 

ATTACK (CMB/CMD): +5 (+5/15) 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK: 1d4+2 
SPECIAL ATTACKS: Constitution drain 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: M (6 tall) 
MORALE: Average (8-10) 
XP VALUE: 650 
PSIONICS: +5, PSPs 35, MAC 13 


Powers: attraction, domination, ego whip, mind blank, psionic 
blast 

Note: These psionics are common to most belgoi. It is not 
unusual for individuals of higher status to have more powerful 
psionics, however. 


At first sight, the belgoi appear human - and then you notice the 
long claws on the end of their fingers, their puckered, toothless 
mouths, and their webbed, three-toed feet. They are a race of 
ignorant demihumans who dwell in the most forlorn wastes of Athas. 
They have a taste for the flesh of intelligent races and no ruler will 
tolerate them within five day’s travel of his city. 


Combat: Belgoi usually attack by sneaking up on their victim’s 
camp and selecting a juicy looking target. Each belgoi rings a small 
bell that allows it to make telepathic contact with its victim, then 
attempts to use domination to take over the victim’s body and have 
him leave camp, or attraction to lure the victim into the darkness. If 
the belgoi’s power check is successful, only the victim can hear the 
bell, but if it fails, then the entire party hears it. 

Once the victim is lured out of camp, the belgoi caresses and 
touches the victim, temporarily draining Id6 points of Constitution 
per round (duration Id4 turns). Upon reaching 0 Constitution 
points, the victim falls unconscious, and the belgoi sits down to feast. 

If forced into melee combat, the belgoi strike with their wicked 
claws, inflicting Id4+2 points of damage. Each time they hit, the 
victim must save vs. poison or lose Id6 points of Constitution (as 


described above). 
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When a battle starts to go against the belgoi, they will flee and 
fetch replacements for any of their fallen comrades, then return a 
short time later to attack again. Therefore, battles with belgoi often 
turn into long, running, fights that last for many days. The only way 
to prevent the belgoi from returning time after time is to kill them 
all before they have a chance to escape. 


Habitat/Society: Basically, the belgoi form huge raiding tribes and 
behave as such. They tend to make their homes in forlorn parts of 
the desert, but journey forth in great numbers to harass the trading 
routes, settled villages, and anywhere else they can find a plentiful 
supply of poorly defended people. 

Belgoi hosts tend to move in small parties of I-10 individuals. 
When they encounter likely-looking prey, the scouting party usually 
attacks, looking to its own dinner first. If they have stumbled across 
a large group, however, they will fetch other members of their tribe 
and return to attack with greater numbers. 


Ecology: Belgoi often leave the land barren and desolate behind 
them, stripped of all animal and vegetable life. They are second 
only to the foulest of defilers in the destruction they cause to the 
world about them. 


Bloodgrass 


SSS Sa aa a ney 
CLIMATE/TERRAIN: Verdant Belt, Forest — oe ee 
FREQUENCY: Rare, Uncommon 
ORGANISATION: Clump 

ACTIVITY CYCLE: Any 

DIET: Carnivore 

INTELLIGENCE: Non (0) 

TREASURE: Nil 

ALIGNMENT: Neutral 

NO. APPEARING: I clump 

ARMOUR CLASS: 19 

MOVEMENT: Nil 

HIT DICE: I hit point per tendril 
ATTACK (CMB/CMD): Special 

NO. OF ATTACKS: I 

DAMAGE/ATTACK: I point 

SPECIAL ATTACKS: Blood drain i 
SPECIAL DEFENCES: Nil 4 
MAGIC RESISTANCE: Nil 

SIZE: Varies 

MORALE: N/A 

XP VALUE: I5 per tendril 

PSIONICS: Nil, MAC 15 


Bloodgrass appears as a patch of normal, green grass. It has longer 
tendrils than normal grass, but only careful inspection will reveal its 
presence. Bloodgrass sends out runners among normal grasses of the 
belt or the forest. 


Combat: Bloodgrass is a bloodsucking plant that attacks anything 
that steps on it by wrapping one or more tendrils around the victim 
and sucking its blood. A Dexterity check must be made to avoid 
each tendril that is attacking. Tendrils that hit inject a paralysing 
poison into the victim each round. Any creature caught in the 
bloodgrass must successfully save vs. poison each round they are 
ensnared until they break free or fail their save. A creature failing 
its save is paralyzed for 2d6 rounds. After the first two rounds, 
the cumulative effect of the poison imposes a -I penalty to the 
saving throws, after 4 rounds a -2 penalty, and so on. A successful 
Strength check will break a creature free from the tendrils. Each 
successful blow will hack off one tendril. 

Extra tendrils that are nearby can attack a victim that has been 
immobilized. The tendrils begin to bore into the victim, causing I 
point of damage per tendril per round. There is a 5% base chance, 
plus I% per round a victim is immobilized, that a tendril reaches 
the brain. If this happens, it wraps itself through the skull and kills 
in Id6 rounds. Only one tentacle each round is checked in this 
manner. 

Each tendril has I hit point, but if the first one is not cut off 
quickly, as many as 20 tendrils can attack within Id4+I rounds. 
A clump of bloodgrass can have as many as 200 tendrils, but the 
normal size is about 20 in the belt and 30 in the forest. 
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Once the victim is drained, the tendrils release the husk to 
lie where it fell. If another potential victim happens by later, he 
might recognize what has occurred and can avoid being trapped. 
Adventurers with the survival (forest) non-weapon proficiency have 
a chance to notice the bloodgrass among the other vegetation. If 
for any reason they are specifically looking for the bloodgrass, the 
adventurer’s proficiency check has a +4 bonus. Druids and rangers 
have a chance to notice the bloodgrass at 5% per level of experience. 


Habitat/Society: As a plant, bloodgrass has no organized society. 
Patches are found in the grounds of some of the nobility and 
wealthier merchants of the cities. Bloodgrass is a very effective 
watchdog that requires little care and feeds itself. 

It is possible that a patch of bloodgrass may contain some treasure 
left over from some unfortunate trader or adventurer. The chance of 
finding any treasure is only 20%. 


Ecology: A live bloodgrass plant can bring as much as 5 ceramic 
pieces in the markets of a large city. The mother root of the clump 
must be brought in, complete with enough tendrils to keep the plant 
alive. New tendrils grow in 1d4+6 days. 

Bloodgrass has no useful by-products and is considered a noxious 
weed by intelligent creatures. 
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Bloodvine 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANISATION: 
ACTIVITY CYCLE: 


Crescent Forest 


Common 


No ne 
Night 


DIET: Carnivore 
INTELLIGENCE: Non (0) 
TREASURE: Incidental 
ALIGNMENT: Neutral 
NO. APPEARING: I-10 
ARMOUR CLASS: 14 
MOVEMENT: 1/2 

HIT DICE: 3-5 


ATTACK (CMB/CMD): 
NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


+3 to +5 (+4/14 to +9/19) 
I per 5’ length 

Id3 

Strength loss, clinging 


Half damage from bludgeoning 
attacks 


Nil 
L-G (4 long per HD) 
Steady (11-12) 


MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 50 
PSIONICS: Nil, MAC 12 


The bloodvine is a danger to anyone who travels in the Crescent 
Forest. It is a parasite, dangerous primarily to those weak with hunger 
or thirst, or to sleeping victims. These parasitic plants consume the 
blood of those they capture, and travellers report finding skeletons of 
sizable creatures lashed to agafari tree trunks by these potent vines. 


Combat: The bloodvine moves extremely slowly, at only 1/2’ per 
round. Bloodvines are attracted by warmth, particularly that of a 
living creature. They move only at night. 

The bloodvine attacks by injecting roots into its target. If the 
bloodvine has approached a target (which it does only at night), this 
requires an attack roll. If the target touches the vine with bare flesh, 
the attack is automatically successful. The roots are covered with a 
sap which anaesthetises the wounds so the victim feels no pain. An 
unconscious victim will not awaken, and a conscious victim must 
make an Intelligence check to determine that he has been attacked. 

Once the bloodvine has seized its prey, it drink the victim’s blood 
via its roots, causing Id3 hit points of damage/round. The loss of 
blood diminishes the character’s Strength by I point. Once the 
roots are inserted, no additional attack roll is required to inflict this 
damage and Strength loss each round. 

To remove the vine, the victim (or someone aiding them) must 
make a bend bars roll; only one roll may be made each round. On 
a success, the vine tears away (inflicting Id6 damage). On a failure, 
the vine remains attached, but the victim suffers an additional point 
of damage from the stress of tearing roots. If the victim is separated 
from the vine, lost Strength returns at a rate of I point per hour. 
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The bloodvine takes half damage from bludgeoning attacks. A 
bloodvine will not approach within two feet of a fire, and suffers 
double damage from fire attacks. Cold inflicts only I point of 
damage per damage die, but immobilizes the affected section of the 
vine for a number of rounds equal to the damage roll. Electrical 
attacks act as a haste spell on the bloodvine for Id4 rounds. 
A bloodvine is killed instantly by a warp wood spell, or by the 
destructive effect caused when a defiler casts a spell. 

It is fairly easy to avoid bloodvines if one is aware of them. They 
move so slowly that the potential victim can just walk away. They are 
unable to completely leave their agafari tree, so they will not pursue 
a victim beyond a few tens of feet from their tree. 


Habitat/Society: Bloodvines live on the bark of the agafari tree and 
are found only in the Crescent Forest. Growth begins at ground level 
and winds its way up the tree. Agafari trees completely surrounded 
by bloodvine can be found in the central portions of the forest. Such 
vines represent a tremendous threat to travellers, as there are literally 
hundreds of feet of bloodvine in such infestations. 


Ecology: Bloodvines live on the fluids they extract from insects 
and small mammals. They can live for as long as three months 
on nothing but rain, extracting nourishment from the agafari bark. 
After a month of such deprivation, however, the blood vine loses the 
ability to move, and after three months the bloodvine dies. 

Each bloodvine is inextricably attached to the tree which is its 
host. Bloodvines cannot be transplanted from one tree to another, 
nor will a bloodvine grow anywhere but on an agafari tree. How 
bloodvines reproduce is a mystery, but it is impossible to eradicate 
them completely; kill every bloodvine on an agafari tree and within 
a month new bloodvines will again sprout. 


Bog Wader 


CLIMATE/TERRAIN: Verdant Belts, Scrub Plains 


FREQUENCY: Uncommon 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Carnivore 
INTELLIGENCE: Low (5-7) 


TREASURE: O, u 
ALIGNMENT: Chaotic Evil 
NO. APPEARING: I 
ARMOUR CLASS: 16 


MOVEMENT: 3, Sw 15 
HIT DICE: 4+3 
ATTACK (CMB/CMD): +5 (+5/18) 


NO. OF ATTACKS: 5 
DAMAGE/ATTACK: Id3 (x4), Id4 
SPECIAL ATTACKS: Impale 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: M (5-7) 
MORALE: Steady (II) 
XP VALUE: 420 
PSIONICS: Nil, MAC 15 


Bog waders live in the bottom of muddy wallows waiting to prey on 
unsuspecting creatures who come to drink. 

The small, misshapen creature could be mistaken for a dwarf at 
a distance. Closer inspection reveals the thousands of wrinkles of 
overlapping gray skin and thin, yellow and black bones that poke 
through on all sides. À pair of dorsal ridges run down the back. 
Bog waders have small, flat heads with no nose; instead they possess 
a closeable breathing hole. Bog waders have flaps (instead of ears), 
which cover the ear canal when they submerge. Gill ridges run 
vertically down their backs between their spine and dorsal ridges. 
The gill ridges are covered by patches of hair or cilia, which filter 
out the particulate matter in the mud, allowing them to breath in 
the water. They have bent legs designed for leaping and webbed feet 
and hands that end in sharp, three-fingered claws. À row of small 
teeth, designed for tearing, line their mouths. 

Bog waders have no language of their own and speak no other 
common tongue. They communicate with each other through a 
series of guttural tones, but these convey only the simplest concepts 
concerning feeding and mating. Psionics or magic can be used to 
further communication, but the bog waders low intelligence makes a 
meaningful exchange of ideas unlikely. The bog wader’s world is its 
bog and its prey - it pays attention to little else. 


Combat: If caught in normal melee combat, the bog wader relies on 
its formidable claws and its bite attack. It has four claw attacks per 
round, and each can inflict Id3 points of damage. Its bite attack is 
slightly more dangerous, inflicting Id4 points of damage. However, 
the bog wader’s more deadly attack centres around its self-made trap. 
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The bog wader hollows out a wallow in muddy flats into which 
water will collect. The creature then chews mud and mixes it with its 
saliva. The saliva contains a lighter-than-water substance that, when 
mixed with the mud, causes the mixture to float on the top of the 
water, covering and disguising the wallow as normal, harmless muddy 
terrain. An unsuspecting creature will step into the bog wader’s trap 
and fall into the wallow. 

Once the trap is sprung, the bog wader hurls itself upon its victim, 
attempting to impale it on the bones which grow through its skin. If 
successful, the attack does 2d4 points of damage, and the creature 
and victim are locked together. An impaled character must make 
a successful bend bars roll to break free from the bog wader, or an 
assisting character must make such a roll. 

While its victim is impaled, the bog wader will try and wrap its 
arms and legs around the arms or legs of its victim to keep him 
from swimming up for air. Each successful claw attack means the 
creature was able to pin one of the victim’s appendages. Freeing a 
pinned limb requires another successful bend bars roll - a separate 
roll may be made each round for each pinned limb in addition to 
the roll to break free from the impaling attack. 

If one of the claw attacks succeeds, the bog wader will then 
attempt a bite attack. All the while it will flap its dorsal ridges and 
try to drive its victim to the bottom of the wallow. If the bog wader 
gains the bottom, it will use its feet to dig in and hold its prey there 
until drowned. 

As long as a character is impaled, he is held under the mud and 
cannot breath normally. Any character who was surprised in the 
round he was impaled does not get a good gulp of air before going 
under, and so can hold his breath up to 1/3 his Constitution score, 
in rounds (rounded up). 


Bog Wader 


Otherwise, the character does geta good gulp of air, and can hold 
his breath for up to 1/2 his Constitution score, in rounds. Creatures 
without a Constitution score can hold their breath for Id6 rounds, 
regardless of surprise. While attempting to hold his breath beyond 
that time, the character must roll a Constitution check (or a saving 
throw versus poison for other creatures) each round. The first check 
has no modifiers, but each subsequent check suffers a -2 cumulative 
penalty. Once a check is failed, the character must breathe, and if 
he cannot, he drowns in the mud. Additional rules on diving and 
surfacing are given in the Player’s Handbook, page 122. 

Under certain circumstances mated male and female bog waders 
will link their wallows with a small tunnel. Then they can either 
attack in tandem or split their attacks, attempting to surprise an 
individual or group that has fallen into one wallow by attacking from 
behind from the other wallow through the tunnel. 


Habitat/Society: Each bog wader lives in agony within its own 
watery pit. The bones that protrude from their skin cause them 
constant pain, which is one of the reasons the creature is so fierce. 
The skin of the creature needs almost constant moisture and will dry 
and crack quickly when exposed to direct sunlight. When moving 
about the flats, the creature constantly coats itself with fresh mud in 
order to keep its skin moist. 

During particularly dry spells, the bog wader’s hole may dry out. 
In these cases, the bog wader can burrow to the bottom of its drying 
hole and become dormant. While the sun bakes its home to hard 
clay around it, the bog wader remains barely alive beneath the earth, 
waiting patiently for new moisture. Once the bog becomes muddied 
again, the creature slowly regains its consciousness and mobility, a 
process that takes anywhere from one day to a week. Fresh watering 
holes may already have a near dormant bog wader in them, one 
that won't attack anyone for several days. A bog wader can remain 
dormant in the dried mud for up to 20 years. 
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Female bog waders bellow to attract males during mating season, 
and the males are unable or unwilling to resist the call. Male bog 
waders commonly fight to the death for the right to sire offspring. 
Once a year, the female gives birth to a single offspring or (rarely) 
twins. The male is charged with raising the offspring until it is able 
to take care of itself. Otherwise, the bog wader is a solitary creature. 


Ecology: Bog waders are a deadly source of water. Although they 
create holes where fresh water collects, it is dangerous business to 
attempt to take advantage of water stored there. Many creatures are 
drawn to the water, and the bog wader, for its own reasons, allows 
certain creatures to drink unmolested. They provide little else in the 
way of useable goods or commodities on Athas. 

Some more intelligent creatures trap bog waders for their own 
purposes. Some slave tribes, for instance, capture bog waders and 
relocate them to man-made water holes around their villages or 
important fortifications. They supply the bog waders with living prey 
to keep them from moving, on, and help keep the bog comfortably 
moist for its deadly occupant. Bog waders are intelligent enough to 
know that they serve a defensive purpose for their captors, but are 
for the most part inclined to accept their hospitality. 

Thri-kreen have been known to use dormant bog waders to foul 
the water supplies of their enemies. Using subtle psionics, they locate 
buried bog waders and then dig them up. As long as the creature 
is kept dry, it does not come out of its dormant state. Several such 
creatures are then snuck into enemy ponds and watering, holes. 
Within a week the thri-kreen can expect multiple casualties among 
their unsuspecting enemies. 


Boneclaw 


CLIMATE/TERRAIN: Stony Barrens 
FREQUENCY: Uncoriencst 
ORGANISATION: Pack 
ACTIVITY CYCLE: Day 

DIET: Omnivore 
INTELLIGENCE: Animal (1) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: I or 4-40 
ARMOUR CLASS: I6 
MOVEMENT: 18 

HIT DICE: I 

ATTACK (CMB/CMD): +1 (+0/10) 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: Id3 
SPECIAL ATTACKS: Swarm, gnawing 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: T (2’ long) 
MORALE: Unsteady (5-7) 
XP VALUE: 65 
PSIONICS: Nil, MAC 14 


In the broken crags and tiny caves of the barrens lives the timid 
boneclaw. Two feet long or less, it is one of the smallest omnivores 
in the stony barren regions. The boneclaw’s face is protected by a 
bony covering that reaches down on either side of the head and 
across the nose, with holes for the creature's nostrils and eyes. The 
mouth and lower law are not protected below the bony covering, The 
beast’s humped back is covered with a hard, natural armour that 
protects the animal, especially the fluid storage sac beneath the shell. 
Its four legs are comparatively frail but are adequate for darting from 
shelter to shelter around its rocky home. The tail of the boneclaw 
is about 5 inches long. Newborns are red-brown, green, yellow, or 
orange, but the colour fades gradually toa sandy gray at old age. 


Combat: A lone boneclaw attempts to flee or hide rather than 
engage in combat, even against creatures of a size similar to itself. 
A boneclaw’s home is usually a hole in the rocks just for one. The 
boneclaw seldom wanders far from it. 

A boneclaw attacks with a bite that causes Id3 damage. If a 
boneclaw successfully bites a target twice in consecutive rounds, it has 
gnawed the target’s flesh and releases a toxin into the bloodstream. 
This toxin slows natural healing to 20% of the normal rate for all 
damage, not just the bite wound. For example, an adventurer with 
I5 points of current damage suffers 5 points of damage from a 
boneclaw that gnaws him. This would normally take 20 days to heal 
naturally, but the toxin increases it to 100 days. Magical healing or 
neutralize poison negates the effects of the poison. 

The poison loses its ability to slow healing six hours after being 
removed from a boneclaw’s system. 
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If all boneclaws encountered are not killed or driven off in 5 
rounds, the entire pack swarms the area. Each round after round 


5, 2d8 additional boneclaws arrive to attack, until the entire pack 
is present. They flee when the pack suffers 80% or more casualties. 


Habitat/Society: Boneclaw packs band together for mutual defence 
of their territory. Otherwise, they have little contact with other packs. 

Noble families of Tyr and Balic domesticate the boneclaw to 
rid their households of pests and insects. The families also organize 
teams of the creatures to pull wagons. Each boneclaw can pull 50 
pounds of cargo and transport. A wagon weighing I00 pounds 
and carrying 500 pounds of cargo requires I2 boneclaws to pull 
it, moving at a rate of 9. Doubling the number of beasts increases 
the movement rate to 15, the maximum for a harnessed boneclaw. 

Other boneclaws are trained to hunt pests in the sewers. The 
templars of Tyr have a special squad with several dozen swimming 
boneclaws that are used to clean out infested areas. 


Ecology: Boneclaw females bear their young either in litters of 2-6 
or singly. Single births are rare and cause for concern, indicating a 
boneclaw; the whole pack moves to another location quickly. Litters 
live with the mother until adulthood. 

Boneclaw flesh can be eaten. Each adult has 25 pounds of meat. 
The fluid sac contains 1d4 pints of water, but is tainted with their 
toxin until purified by a purify food and water or neutralize poison 
spell. Drinking tainted water causes Id6 hours of illness. 

Captured wild boneclaws can be sold as pets or team animals. 
Undamaged specimens bring IO cp in the marketplaces around Tyr. 


Boneclaw, Greater 


CLIMATE/TERRAIN: Stony Barrens 
FREQUENCY: Very rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 

DIET: Omnivore, prefers fresh meat 
INTELLIGENCE: Low (5-7) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: I 

ARMOUR CLASS: 20 
MOVEMENT: 18 

HIT DICE: 6 

ATTACK (CMB/CMD): +6 (+7/17) 
NO. OF ATTACKS: 3 + special 
DAMAGE/ATTACK: Id6/Id6/IdIO 


SPECIAL ATTACKS: Charge, leap 


SPECIAL DEFENCES: Special 

MAGIC RESISTANCE: Nil 

SIZE: L (8° tall) 

MORALE: Elite (13) 

XP VALUE: 650 

PSIONICS: +6, PSPs 20, MAC II 


Powers: detect life, mental barrier, mind thrust, mindlink 


Once in a very great while, a boneclaw litter consists of only one 
young, much larger than normal. This creature is a greater boneclaw. 
The greater boneclaw stands more than 8 feet tall. Its head is 
protected by a bony covering. The upper body and back are covered 
with a hard shell that deflects all normal missiles smaller than a 
javelin. Its shell has sharp serrated edges everywhere except around 
the mouth and eyes. The greater boneclaw is a dull brown colour, 
with sand-coloured claws and red eyes that glow in the dark. 


Combat: Greater boneclaws ty to eat whatever moves. They use 
their charge attack if they have IO feet of clear space to reach full 
speed. They run right through a group of travellers or a herd of 
animals, darting from side to side to swipe as many creatures as 
possible in one pass. As many as four creatures can be hit if they are 
all within three feet of each other when the creature starts its charge. 
The speed of this attack gives greater boneclaws a -4 advantage 
on initiative for the first round of combat. Each opponent must be 
attacked separately. Any opponent hit receives Id4 points of damage 
and must successfully save vs. petrification. An unsuccessful save 
means the sharp edges cut so cleanly the opponent didn’t realize it 
was hit and it continues to lose blood at I hit point per round for 
1d4 rounds or until the wound is treated. 

After the charge, greater boneclaws attack with their claws and 
their bite. If they can leap toward their opponents, greater boneclaws 
can attack with all four claws for 1d6 damage each. Otherwise, they 
rear up on their hind legs and attack with the front claws. 
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In either case, the creature attempts to bite its opponent. Greater 
boneclaws eat any chunks of flesh or equipment they can tear off, 
even while preparing to bite again. 


Habitat/Society: Greater boneclaws are solitary creatures. Their 
territory extends to a 2-mile radius from their lair; they usually take 
over deserted boneclaw lairs. If there is no water readily available, 
greater boneclaws will dig until they hit water. Deserted boneclaw 
lairs have been known to save the lives of thirsty travellers because 
of the well that may be found in some of them. If there is no prey 
available, greater boneclaws can survive on vegetation for as long as 
three months, or can go as long as one month without food at all. 


Ecology: Greater boneclaws are sterile. There are male and female 
greater boneclaws, but breeding is not part of their agenda. They 
live only to eat and to kill anything that gets in their way. Greater 
boneclaws may be slain and eaten. Each creature has 125 pounds 
of edible flesh, but it is tough and stringy. 

Greater boneclaws have no defined place in the food chain, but 
fit somewhere near the top of the chain. The only creatures that 
prey on them are drakes, nightmare beasts, and occasionally bulettes. 

The shell of a greater boneclaw can be used to make sharp knives 
that are popular in the kitchens of Athas. The knives can also be 
used as slashing weapons that give a +I bonus to damage. The 
knives also give a 5% chance of dealing I bleed damage for IdIO 
rounds. However, greater boneclaw knives used as weapons are 50% 
likely to shatter on impact as their structure is not designed to take 
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Brambleweed (and Tree) 


Weed Tree 
CLIMATE/TERRAIN: An Any 
FREQUENCY: Common Common 
ORGANISATION: Trellis Solitary 
ACTIVITY CYCLE: Day Day 
DIET: Photosynthesis Photosynthesis 
INTELLIGENCE: Non (0) Non (0) 
TREASURE: Nil Nil 
ALIGNMENT: Nil Nil 
NO. APPEARING: I-1,000 1-20 
ARMOUR CLASS: 12 15 
MOVEMENT: I’ per day I’ per day 
HIT DICE: I per 20’ square 2-4 
ATTACK (CMB/CMD): +I or more 
NO. OF ATTACKS: See below 0 
DAMAGE/ATTACK: I per thorn 1d4 per thorn 
SPECIAL ATTACKS: Nil Nil 
SPECIAL DEFENCES: See below Nil 
MAGIC RESISTANCE: Nil Nil 
SIZE: G (50+) S-M (2-7) 
MORALE: Nil Nil 
XP VALUE: 15 per IO square Nil 
PSIONICS: Nil, MAC 10 Nil, MAC 12 


Brambleweed is a thick, thorny, vine-like plant that grows with 
incredible speed. Only the leading edge of a brambleweed mass 
actually grows; the rest is an almost impassable wall of thorns. 


Brambleweed 


Brambleweed grows as a thick, twisted, tangled mass of thorny 
brown-gray vines. The bramble vine does not put forth leaves. The 
stems are the actual photosynthetic component of the plant. The 
ends of each vine are the only parts that grow. As the vine grows, 
the older part of the brambleweed hardens from lack of moisture. 
In this fashion, the brambleweed forms its own trellis as it grows. 
Although hardened from lack of moisture, the underbramble remains 
tough, creating a deadly defence for the newer shoots. Hardened 
brambleweed does not burn. 


Combat: Brambleweed is an excellent defensive plant/weapon. 
Many a creature has found death tying to reach a goal that lies 
on the other side of the tangled brambleweed mass. Death usually 
results from impalement or deep, bloodletting cuts caused by the 
thousands of razor-sharp thorns. Brambleweed has 100 1”-2” thorns 
per IO’ square section. Each thorn does only I point of damage. 
The brambleweed does not make an attack, but if a victim is thrown 
into a section of brambleweed, make an attack roll. On a successful 
hit, IdI00 is rolled to see how many thorns actually hit the victim 
- each one does a single point of damage. Once in brambleweed, 
most people die attempting to extract themselves. 
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Bramble Tree 


The bramble tree is a cultivated form of brambleweed. Using only 
the thickest sections, a horticulturist will repeatedly cut the top 
off a vertically planted stem of bramble. Continually reducing the 
length causes the plant to create a new outer layer to survive. When 
the bramble reaches the desired thickness, it is allowed to grow. 
Constant trimming and adjustment will keep the bramble growing 
in the desired fashion, creating a bramble tree. 


Combat: A four-inch-round section of brambleweed will often grow 
thick and straight for short lengths. These bramble lengths make 
excellent thorny staffs or clubs since they inflict twice as much 
damage as a plain one. The extra damage is from the dozens of I”- 
4” thorns that cover the weapon. The wielder should be cautioned 
that if the weapon is fumbled there is a good chance that they will 
impale themselves on the sharp, spiked thorns. 


Ecology: Various groups grow brambleweed and cultivate bramble 
trees for the defence of settlements and water supplies. The 
brambleweed creates an almost impassable defensive barrier, and the 
cultivated brambletrees are excellent offensive weapons. The height 
and length of the bramble growth is dependent on moisture available 
and any cultivation. The most effective method of encouraging 
bramble to grow is by sprinkling small amounts of water in the 
evenings and mornings on the growing green tips. This provides the 
plant with needed moisture. A solidly thorned brambletree staff costs 
four times as much as a normal wooden staff. 


CLIMATE/TERRAIN: Tablelands, Mountains, and 


Hinterlands 
FREQUENCY: Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Night 
DIET: Carnivore 
INTELLIGENCE: High (13-14) 
TREASURE: R, V 
ALIGNMENT: Neutral Evil 
NO. APPEARING: I or 2 
ARMOUR CLASS: 20 
MOVEMENT: 15 
HIT DICE: 10 


ATTACK (CMB/CMD): +10 (+18/30) 
NO. OF ATTACKS: I 

DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


By weapon +10 
Breath weapon 
Steel or +I or better to hit 


MAGIC RESISTANCE: Nil 

SIZE: H (15 tall) 

MORALE: Fanatic (18-19) 

XP VALUE: 7,000 

PSIONICS: +II, PSPs 80, MAC I6 


Powers: awe, inflict pain, intellect fortress, invincible foes, mental 
barrier, mind blank, mind thrust, psionic blast, psychic crush, 
thought shield, teleport, tower of iron will 


A braxat is a creature of the deep Athasian desert. It is difficult to 
tell whether the braxat are of mammalian or reptilian stock. Their 
backs are covered with thick, articulated shells, their heads have 
a squarish lizard-like shape giving them a reptilian appearance, 
and the crowns of their heads are defended by three to five horny 
protrusions. At the same time, they walk upright on two feet, can 
speak with a human-like voice, have a fully opposable thumb, and 
are warm-blooded. 


Combat: Braxat are hunters by nature, and their fighting tactics 
reflect this. They will often use psionic attacks (inflict pain or 
invincible foes) in an attempt to disable their opponents and reduce 
the risk to themselves. 

After attacking psionically, the braxat wade into hand-to-hand 
combat, usually carrying a massive spiked club that inflicts 2d4+10 
points of damage. They use their breath weapon only as a last resort, 
for it tends to render the prey unsuitable for consumption. This cone 
of acid is one foot in diameter at the base and extends for ten feet, 
where it is five feet in diameter. It does 2d10 points of damage to 
anything it touches (save vs. breath weapon for I/2 damage). 

Braxat suffer damage only from steel or enchanted weapons. All 
other weapons glance off of them harmlessly, although they may be 
knocked prone or otherwise affected by them. 
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Habitat/Society: Braxats are found throughout Athas, wandering the 
forlorn wastes in search of prey. They are usually solitary creatures, 


but may rarely be found in mated pairs (in this case, the young are 
usually safely hidden away in a remote cavern). 


Ecology: Braxat are true terrors of the desert, usually attacking at 
night in search of fresh meat. Although they will eat caravan mounts 
on occasion (with the exception of kanks), they prefer intelligent 
races. 

Braxat shells make excellent shields and armour plates (AC 18). 
Because of this, they are sometimes hunted by other creatures living 
near them. Because of the power of the braxat, however, would-be 
hunters often find the tables turned upon them and end up the 
targets of a deadly ambush. 


B'rohg 


CLIMATE/TERRAIN: — Any 
FREQUENCY: Common 
ORGANISATION: Bands or cliques 
ACTIVITY CYCLE: Any 
DIET: Omnivore 
INTELLIGENCE: Low (5-7) 
TREASURE: J, K 
ALIGNMENT: Neutral 
NO. APPEARING: I-12 
ARMOUR CLASS: 13 (10) 
MOVEMENT: 15 
HIT DICE: 5+3 
ATTACK (CMB/CMD): +6 (+14/24) 
NO. OF ATTACKS: 4 
DAMAGE/ATTACK: 1d8+10 
SPECIAL ATTACKS: See below 
SPECIAL DEFENCES: See below 
MAGIC RESISTANCE: See below 
SIZE: H (15 tall) 
MORALE: Average (10) 
XP VALUE: 650 

Leader: 975 

Renegade: 975 
PSIONICS: Nil, MAC II 


These multi-armed, humanoid kin to giants are often hunted for 
combat in the gladiatorial arenas of Athas due to their strength, size, 
and special combat abilities. 

Brrohg are tall, slim, humanoid giants with four arms and two 
legs. They have burnt orange skin, the result of having spent their 
lives on the hot deserts of Athas. They stand 15’ in height when 
fully mature, with sharp, angled features, a flat nose, and pointed 
ears located towards the backside of their skull. Some b’rohg are 
bald on top, but do have hair (which they will grow to waist-length) 
growing from the back of their heads. B’rohg have no facial hair. 
A b’rohg’s garb is simple and well-suited to his primitive lifestyle. 
Males and females alike wear loose fitting skins or breeches made 
from reptilian leather. 

Brohg communicate with one another through a series of primitive 
grunts and hand signals. Because of their low intelligence, it is 
impossible to teach a b’rohg contemporary speech. It is possible to 
learn the grunt and sign language of the b’rohg through much study, 
however, such communication tends to be limited to simple concepts. 
Psionic or magical communication is also somewhat limited due to 
their low intelligence - contact is still limited to fairly simple ideas. 


Combat: Naturally ambidextrous and very strong, b’rohg are highly 
prized for arena combat. B’rohg are formidable opponents due to 
their ability to make four separate attacks per round. The primary 
two attacks are unmodified. The other two attacks are attempted 
with a -2 attack roll penalty. 
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B’rohg prefer primitive stone weapons, such as spears and clubs, 
but will use any available weapon. A favoured form of attack is 
wielding clubs in the lower two arms and long spears in the upper 
arms. While most younger b’rohg favour an all-out, 4-weapon attack, 
some older b’rohg prefer to pad their lower two arms and use them 
as shields, thus “equalizing” the match. Using the latter method, 
b’rohg get two chances to parry while still making two attacks. 

Because of their lack of intellectual development, b’rohg have 
never mastered the use of missile weapons other than those which 
can be thrown (rocks, etc.). Because of the motion of throwing, a 
b’rohg can only throw a maximum of two objects per round, and 
they do so by throwing from the same side simultaneously. 

There will be a dominant male leader present in any group of six 
or more b'rohg. The leader has 6+3 Hit Dice and an attack bonus 
of +7. The leader also brings his battle savvy into play, directing the 
combat actions of his warriors. When a leader is present, the b’rohg 
are more likely to set ambushes for approaching enemies rather than 
conduct a simple frontal assault. Also, b’rohg under the command of 
a leader will turn and run after losing two of their original number. 


Otherwise b’rohg tend to fight to the bitter end. 


Habitat/Society: B’rohg are a throw-back to simpler times. They 
are nomadic hunters and gatherers who continue to live within 
a primitive, “stone age” culture primarily because of their low 
intelligence. A b’rohg child taken and raised in a human community 
is unable to comprehend anything but primitive concepts; his lack of 
intelligence makes him unable to excel. 


B'rohg 


B’rohg live in small bands comprised of Id4 family units called 
cliques. Family units consist of one male, one or two females, and 
generally no more than four total offspring. Males are dominant 
within the family structure, but tasks within a band are accomplished 
by the most capable member regardless of gender. The strongest in 
the band are primarily hunters, while the older, weaker members 
and the children are gatherers and water bearers. B’rohg have yet to 
master fire, but are not afraid of it; in fact, they are often attracted 
to it if they see the distant glow. B’rohg are scavengers, and their 
clothing often testifies to this fact. When clothed, they combine 
animal skins with “found” or discarded scraps of clothing and 
armour. 

B’rohg typically live to be 80 years of age but seldom do because 
of the harshness of their environment and a high mortality rate 
among their young. B’rohg do not understand the concept of death 
and tend to leave things that do not exhibit signs of life alone. An 
exception to this is seen in combat, where they may repeatedly strike 
a dead opponent just to make sure it does not arise later. B’rohg 
will eat the flesh of other races, but are not cannibalistic; they do 
not consume their own kind. 

Neither suspicious nor superstitious, b’rohg are reactionary when 
magic is used in their presence. Depending on previous experiences 
with spellcasters, the creatures may be awed or angered. When 
encountering magic for the first time, their reaction tends to be one 
of curiosity (until the spellcaster’s intent - malevolent or benevolent 
- has been established). 

Their nomadic lifestyle calls for periods of movement followed 
by periods of rest. While on the move, the adults carry the few 
belongings they have and their children in simple sleds made from 
skins or leathers stretched across a triangle of wooden poles. Each 
adult drags a single sled across the ground to the next temporary 
settlement. Once in an area fresh for further hunting and gathering, 
the group settles down, forming small hovels out of their sleds and 
additional skins. Where possible, the hovels use existing rocks and 
crevices to serve as walls or additional rooms, respectively. When 
under the direction of a dominant male leader, the group selects an 
easily defended position over any others. 


Ecology: B’rohg do not directly contribute to the social or economic 
well-being of Athas, as they neither create nor produce any 
raw materials or refined goods. They are, however, top draws at 
gladiatorial arenas, although they seldom benefit from their victories. 
Some captive b’rohg are too stupid to attempt to escape, while others 
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die in their mad flight from the sorcerer-kings’ cities. 

B’rohg are sometimes “seduced” into gladiatorial slavery by being 
tempted with sweetmeats, fresh cold water, and a variety of simple yet 
enticing “luxuries”. However, this seduction is the exception and not 
the tule, as most b’rohg are sought out and overcome by sheer force 
of numbers before being taken into slavery. Few people have ever 
made lasting friends with a b’rohg. Due to their limited intelligence 
b’rohg seldom remember friend from foe for any length of time. 


Renegade B’rohg 


Brrohg that are taken to the gladiatorial games of the city-states 
are never allowed to win their freedom. Despite their humanoid 
form, b’rohg are considered animals by their trainers and owners, 
suitable for nothing more than entertainment through savage combat. 
However, low intelligence does not equate to low cunning, and many 
b’rohg have escaped their bonds to live free again in the Athasian 
wilderness. However, once trained for so-called civilized combat, the 
b’rohg is no longer suited to his original lifestyle. 

While in the arena, renegades learn a great deal about more 
sophisticated combat techniques. They learn the benefits and use 
of armour, something rarely practiced in the wild. Renegade b’rohg 
fashion their own armour when they reach the wilderness, using 
animal bone, chitin, and wood as available. A renegade b’rohg has 
AC 15, 16, or I7 (Id3+14). 

Also, a renegade b’rohg usually escapes with a fair weapon from 
the arena. It is either metal (25%) or obsidian (75%), and the 
renegade is skilled enough to use it and some other primitive 
weapon (a club or spear) at the same time. Renegade b’rohg can 
attack with both weapons each round without attack roll penalties. 

Renegade b’rohg tend to live solitary lives. In encounters with other, 
more primitive b’rohg, the renegade keeps his distance, ashamed of 
his original capture, but also ashamed by the simplistic lives of his 
kin. The only places where renegades find universal acceptance is 
among the slave tribes. Once again among the familiar trappings 
of gladiatorial companionship, but without the abuse of servitude, 
renegades make excellent warriors and labourers. 

There is a 20% chance that any encounter with b’rohg will, in 
fact, be with a single renegade b’rohg. 


Burnflower 


CLIMATE/TERRAIN: Am 
FREQUENCY: Very rare 
ORGANISATION: Patch 
ACTIVITY CYCLE: Day 

DIET: Photosynthesis 
INTELLIGENCE: Non (0) 
TREASURE: O, u 
ALIGNMENT: Neutral 

NO. APPEARING: 10-100 patches 
ARMOUR CLASS: 10 
MOVEMENT: 0 

HIT DICE: I per patch 
ATTACK (CMB/CMD): +1 (N/A) 
NO. OF ATTACKS: I per flower 
DAMAGE/ATTACK: See below 
SPECIAL ATTACKS: Heat ray 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: G (50’+) 
MORALE: N/A 

XP VALUE: 270 per patch 
PSIONICS: Nil, MAC 12 


This hearty plant has highly shiny leaves that reflect sunlight into 
deadly beams of energy. 

Burnflowers appear as a patch of gray-green vines with closed 
bulb-shaped flowers. If the flowers are opened, they are found to be 
coated with a clear, sticky sap. The sap has a nasty, bitter flavour 
and is neither edible nor poisonous. 


Combat: Burnflowers grow in large numbers. These are divided into 
some number of I0-foot by I0-foot patches. All attacks, damage, 
defences, and experience point awards listed are for each I0 foot 
by I0 foot patch. Each individual flower within a patch occupies 
roughly one square foot, so there are 100 burnflowers in a patch. 

Each burnflower opens every morning and tracks the sun all 
day. The highly reflective coating on the inside of each flower petal 
catches and reflects the rays of the sun, forming a deadly heat ray. 
Any creature larger than two feet that comes within 50 yards of a 
burnflower patch is attacked by the heat rays of all its flowers. While 
each patch is not particularly accurate, the amount of damage it can 
cause is respectable, and varies according to range. 


Distance Damage per Patch 
0-20 yards 10d4 
21-40 yards 10d3 
41-50 yards 10d2 


Every patch within range will fire at one eligible target. An 
individual struck by the heat ray produced by the burnflowers is 
entitled to saving throw versus death ray for half damage. 
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Protection from the burning heat rays is possible. Rock can 


provide cover. Magical protection from flame or heat damage may 
also apply. The heat ray from the burnflowers cannot penetrate the 
fire protection provided by the hide of a fire drake. 

Items on a target must also make saving, throws versus normal fire 
or be destroyed. Magical armour has a normal chance to save, but 
nonmagical armour saves are made with a -2 penalty. The save for 
all other items is made with a -4 penalty. A successful save leaves 
the material scorched but not destroyed. However, every subsequent 
save by that material is modified by an additional -I penalty. A 
failed save means the item in question has been ignited and is 
being consumed by the extreme heat. If the item is being carried, it 
must be dropped. If the item is being worn, the individual takes an 
additional Id3 points of burn damage. 


Habitat/Society: Just before dawn, burnflowers secrete small 
quantities of sap up from small stem pores into the petals of the 
closed flowers. The sap is highly reflective and protects the plant 
from the burning rays of the sun. The reflective protection is so 
good that it creates a mirror of sorts. The extreme heat the flowers 
generate is beneficial to the plant in several aspects. It keeps the 
burnflower sheltered and quite cool; the heat rays kill most animals 
that attempt to feed on the plant, which in turn provides the 
burnflower with moisture. 


Ecology: Burnflowers are not of much use to anyone. A druid may 
use the plants to protect a small area during the day. Unfortunately 
for travellers, the reflective sap dries out after exposure to sunlight in 
one day, so it is not useful as a coating agent for clothes or other 
belongings. 


Bvanen 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANISATION: 


Base of the Jagged Cliffs 
Very Rare 
Tribal 


ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 


Night 
Omnivore 


Very (II-12) 


TREASURE: 
ALIGNMENT: 


Nil 
Neutral Good 


NO. APPEARING: 3-12 
ARMOUR CLASS: 16 
MOVEMENT: 6, Sw I2 

HIT DICE: 3+I 
ATTACK (CMB/CMD): +3 (+3/13) 
NO. OF ATTACKS: 3 
DAMAGE/ATTACK: 1d3/1d3/1d4+1 


SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


Secreted ooze 


See below 


MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 
PSIONICS: 


Nil 

M (5 tall) 

Average (8-10) 

420 

+4, PSPs 40, MAC I6 


Powers: animal affinity, attraction, displacement, domination, ego 


whip, flesh armour, id insinuation, immovability, mental barrier, 


mind blank, mind thrust, mindlink, phobia amplification, send 


thoughts, thought shield 


Bvanen are a race of intelligent, benevolent amphibians that 
dwell in the swamp at the base of the Jagged Cliffs, beyond 
the Hinterlands. Their hesitant, distrustful nature often 

forces them into conflicts they would otherwise avoid. 
As a result, they live reclusive lives, avoiding contact 
with other races wherever possible. 


Combat: Bvanen use a claw/claw/bite routine 


(never weapons), but are not strong fighters. i) 


They do have a special attack power, which they 
use to partially immobilize foes. Bvanen secrete 
a sticky, quick-hardening ooze through pores. 
This provides a protective shell around the 
bvanen and can be used to disable foes on a 
successful claw attack roll instead of inflicting 
damage. On the round after a blow has landed, 
the foe cannot use the struck body part (roll 
Id8: I, head; 2-3, right arm; 4-5, left arm; 
6-8, either leg) until a bend bars roll is made 
(either by the character or a companion). A 
hit to the head means the foe suffocates as 
if drowning. A group of bvanen can quickly 
incapacitate an enemy when working in conjunction. 


This secretion also seals over a bvanen’s wounds. Bvanen are 
therefore immune to the effects of swords of wounding and similar 
magical weapons that cause bleeding. Further, the ooze and its 
healing abilities effectively reduce all damage taken by I point. 


Approximately I in 6 bvanen possesses the listed psionic powers. 
Habitat/Society: The bvanen live in partially submerged caves at 
the base of the Jagged Cliffs and in temporary camps throughout 
the dismal swamp. They use their hardened secretions to build nests 
out of wood and plants. Their society is divided up into two groups: 
caretakers and hunter/warriors. Caretakers see to the needs of the 
tribe and the tribe’s domesticated animals. Every bvanen camp or 
village has domesticated animals - giant fish, giant frogs, aquatic 
inix, giant insects, and others. They are used for transport, food, and 
sometimes as guardians. 

The bvanen have their own language, and use a series of scars on 
their flesh to indicate rank and position within society. The bvanen 
have a strict hierarchy, each individual has a specific place within 
the social structure. The scar symbols show rank, the scars becoming 
more intricate as one raises in the social order. 

Although they are generally a kind and gentle race, the bvanen 
are reclusive and suspicious of strangers, often choosing to fight 
defensively rather than risk letting their guard down and trusting a 
potential enemy. 


Ecology: It is unknown whether the bvanen are natural creatures 
or bred from the sorcerous soup of the swamp, They have never 
been encountered anywhere other than the Jagged Cliffs. They hunt 
and raise animals for food, but they will never knowingly eat an 
intelligent creature. 


Cactus, Bloody Timiris 


CLIMATE/TERRAIN: Any desert 
FREQUENCY: Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 

DIET: Carnivore (blood) 
INTELLIGENCE: Animal (1) 
TREASURE: R 
ALIGNMENT: Neutral 

NO. APPEARING: I 

ARMOUR CLASS: 13 
MOVEMENT: 0 

HIT DICE: 20 
ATTACK/CMB/CMD: Special 

NO. OF ATTACKS: I 
DAMAGE/ATTACK: Special 
SPECIAL ATTACKS: Blood drain 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: G (2,000’ wide) 
MORALE: N/A 

XP VALUE: 6,000 
PSIONICS: Nil, MAC 15 If potential prey head down the tunnel towards the pool, or make 


Bloody timiris is one of the most insidious species of cactus 
on Athas. Malign and voracious, it disguises itself as a thicket 
surrounding an oasis of water, luring prey within its grasp so that it 
can feed on their blood. 

The timiris is immense - half a mile across or more - and takes 
the form of a broad thicket of thorny cacti and vines, intertwining 
around a central pool of water. The pool at its heart is not actually 
water, but is a thin layer of sap covered by an oily residue that the 
plant exudes to prevent evaporation. The timiris relies on the desire 
of creatures to reach the water, using, this to lure them into its heart, 
where it can feast at its leisure. 

To most observers, the pool at the heart of the timiris looks like 
water. It splashes if something drops into it. It ripples if a breeze 
runs across it. The bushes themselves have a drab, gray-pink tinge to 
them. Their thorns are each about an inch and a half long, barbed, 
and hollow. 

A more careful observer may note bones scattered throughout the 
thicket. These - the remnants of the cactus’ previous meals - are 
usually the only warning that the plant is dangerous. The wise keep 
their distance. 


Combat: The bloody timiris cactus does not engage in combat per 
se. The plant appears to grow directly out of the pool in the centre 
of the thicket and it uses what limited mobility it possesses to open 
a tunnel - narrow, no more than three feet wide - leading toward 
the centre. It allows prey to crawl down this tunnel freely or use their 
weapons to hack one of their own. 
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their way through the thicket, the cactus strikes. Once prey has 
passed the halfway point on their way to the pool, the thorny bushes 
rapidly constrict around the victim, impaling them with Id6 x I0 
thorns (no attack roll needed). The timiris then drain its victim’s 
blood through the thorns, dealing one point of damage for every ten 
thorns by which they were struck. 

Victims can hack their way free of the bush, but it takes one 
round per hundred feet they had advanced (the plant usually attacks 
when its prey is 500 feet into the thicket). 

Once outside of the bush, the thorns continue to suck blood until 
they are dug out of the skin (which requires one round and does a 
total of 2 additional points of damage). 

The bloody timiris can be slain by burning, hacking, or other 
reasonable methods. It is hit automatically and cannot resist or 
escape — only its size makes this a lengthy prospect. Anyone who 
comes too close to the timiris for more than one round is subject 
to a thorn attack. When under attack, it will strike at any creature 
within five feet. 


Habitat/Society: The bloody timiris dwells in the deep desert, near 
to other cacti, relying on the fact that prey will believe it to be an 
oasis. It is otherwise vulnerable to any who discover what it truly is. 


Ecology: The timiris cactus does recycle nutrients back into the 
desert soil from the bodies of those it slays - it is only concerned 
with draining their blood. The sap at its heart is not drinkable and 
possesses no nutritious qualities. Any treasure found is incidental, 
the possessions of former prey. 


Cactus, Elven Rope 


CLIMATE/TERRAIN: Stony Barrens 
FREQUENCY: Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 

DIET: Carnivore 
INTELLIGENCE: Non (0) 
TREASURE: R 
ALIGNMENT: Neutral 
NO. APPEARING: I 
ARMOUR CLASS: 14 
MOVEMENT: 0 

HIT DICE: 5 
ATTACK/CMB/CMD: +5 (+9/19) 
NO. OF ATTACKS: See below 
DAMAGE/ATTACK: 1d6 
SPECIAL ATTACKS: Suffocation 
SPECIAL DEFENCES: Nil 
MAGIC RESISTANCE: Nil 

SIZE: G (60° wide) 
MORALE: N/A 

XP VALUE: 2,000 
PSIONICS: Nil, MAC 12 


Elven rope is a carnivorous cactus, so named because of the worm- 
like strands from which it is formed. It uses these strands to snare 
and strangle prey, feeding on the nutrients that are later released by 
their rotting corpses. 

Elven rope is large, covering an area of twenty square yards. From 
a distance, it looks like a mass of writhing brains but up close its 
contorted vines can be seen more clearly. Unfortunately, any who get 
close enough to make out such details are often prey to the cactus. 


Combat: The elven rope cactus can sense the proximity of living 
creatures by the vibrations caused by their movement. Any who 
come within fifteen feet of the plant are subject to attack. Elven 
rope attacks by launching worm-like strands of fibrous plant matter 
at prey. A successful hit deals Id6 damage. 

If this is not sufficient to kill the target, the cactus makes a CMB 
check to grapple its prey. On a success, it snares and begins to 
constrict its vines around the victim. The victim takes Id6 damage 
per round and cannot breathe. Victims who cannot free themselves 
will suffocate, as per the rules for holding your breath in the Player’s 
Handbook. A CMB check is required to break free (either by the 
victim or someone helping them). 

The elven rope cactus does not reserve these attacks merely for 
grasping, prey. Any who strike at the cactus for whatever reason (to 
clear it or to attempt to free a companion) is also subject to an 
attack. There is no functional limit to the number of attacks an 
elven rope cactus can make in a round, although it only uses one 
set of strands per target. 


Habitat/Society: Elven rope inhabits stony barrens, dwelling in 
shaded ravines, drawing moisture where it can and preying on the 
living to obtain essential nutrients. It is an aggressive plant that is 
hard to eradicate once it takes hold due to its ability to launch 
multiple attacks against opponents. 


Ecology: As with other carnivorous plants, elven rope is part of the 
food chain, although few are able to prey upon it with any success. 
Items of treasure can also be found near the elven rope, left by 
prior victims. 

As the cactus’ name suggests, its strands have seen use as rope by 
the elven tribes of the desert. When extracted from the plant (after it 
is slain), the strands can be twined together to make rope as strong 
as giant hair, or fashioned into nets of similar strength. Each strand 
is up to 180 feet long and a plant can produce five such ropes per 
Hit Die (around two dozen per plant). 
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Cactus, Hunting 


CLIMATE/TERRAIN: Am 
FREQUENCY: Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Day 
DIET: Omnivore 
INTELLIGENCE: Special 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: I-2 
ARMOUR CLASS: 14 
MOVEMENT: 9 

HIT DICE: 5+5 
ATTACK (CMB/CMD): +6 (N/A) 
NO. OF ATTACKS: IO or I 
DAMAGE/ATTACK: Id3 or Id6 
SPECIAL ATTACKS: Poison 
SPECIAL DEFENCES: Nil 
MAGIC RESISTANCE: Nil 

SIZE: S (3 high) 
MORALE: Elite (13) 
XP VALUE: 1,400 
PSIONICS: +6, PSPs 25, MAC 16 


Powers: aversion, detect life, detect psionics, mental barrier, mind 
thrust, synesthete, ultrablast 


Hunting cacti are a pale green colour. They stand 3 feet high and 
have a number of oval pods attached to the main trunk. They have 
no sensory organs, so rely on their psionic abilities to detect prey. 


Combat: Hunting cacti attack with multiple spines that they shoot 
from the pods on their body. As many as I0 spines can be fired per 
round, at as many as six different targets, with a maximum range of 
30 feet. The hollow spines are 3 inches long and have a small sac 
of nerve poison in the tip. Any creature hit by a spine must save vs. 
poison or be paralyzed for Id4+2 rounds. This save must be made 
for each spine that hits. Each spine inflicts Id6 damage. 

The cactus has Id20+I0 pods on its body and each pod has 
IO spines. Once the cactus detects a paralyzed victim, it moves 
to within 5 feet of it. It then inserts a feeding spine into the 
motionless victim and drains Id6 hp each round. The feeding spine 
automatically hits a paralyzed creature. The cactus continues to feed 
until it is attacked or until it drains 30 hit points from its victims. 
Any attacks that cause damage to the cactus cause it to withdraw 
the feeding spine and face the new threat. 

Any hit from an edged weapon severs a feeding spine. New spines 
can be regrown at a rate of one per day. If it feels threatened, the 
cactus uses its aversion power to send its attacker away. 

Hunting cacti generally kill one member of a party, herd, or flock, 
and leave the rest. Once they have a food source, they only continue 
combat if their opponents press the attack or try to steal their food. 
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Habitat/Society: Hunting cacti are normally found alone, although 
they are occasionally found in pairs. They build no lair, resting 
wherever they happen to be. They often rest among a group of 
normal cacti if one is available. 

Hunting cacti prefer meat, but can survive on plants indefinitely. 
Although the cacti regard this as a form of cannibalism, they prefer 
consuming plants to starvation. 

Hunting cacti possess an alien intelligence and, although 
communication through psionics is possible, the cacti do not 
understand that animals are sentient beings. The cacti regard any 
communication as coming from a plant, refusing to accept that a 
“meat-creature’ could have any more intelligence than is required 
to eat, move, and reproduce. Hunting cacti have an equivalent 
intelligence of 15 (exceptional). 

Hunting cacti reproduce by pairs. First, cacti detach a new pod. 
Then these pods are placed side-by-side on the ground and link up 
to form one larger pod. Within one day, the new cacti grow a trunk 
and new pods begin to grow. Hunting cacti grow at the rate of 3 
inches per month, from their original height of 6 inches. Their life 
span is not known as none have been successfully kept in captivity. 


Ecology: Hunting cacti are not part of the food chain as they are 
not native to Athas. They eat anything they can catch, but they are 
not preyed upon by any Athasian animal. They are occasionally 
attacked by the thirsty travellers who expect to find water inside 
a non-sentient plant. The spines of hunting cacti can be used as 
blowgun darts, with or without the nerve poison. 


Cactus, Rock 


CLIMATE/TERRAIN: Any except forest 
FREQUENCY: Uncommon 
ORGANISATION: Plant 
ACTIVITY CYCLE: Any 
DIET: Carnivore 
INTELLIGENCE: Non (0) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: I-10 
ARMOUR CLASS: 13 
MOVEMENT: Special 
HIT DICE: 2 
ATTACK (CMB/CMD): +2 (+0/10) 
NO. OF ATTACKS: Id4+I 
DAMAGE/ATTACK: Id3 
SPECIAL ATTACKS: Impale 
SPECIAL DEFENCES: Nil 
MAGIC RESISTANCE: Nil 

SIZE: T (T ball) 
MORALE: N/A 

XP VALUE: 65 
PSIONICS: Nil, MAC 10 


Rock cacti are small, spherical plants that can be found anywhere 
water is not plentiful. They are brown, deepening to black as they 
increase fluid storage. During High Sun, rock cacti produce a bright 
yellow flower that lasts only a few hours. The rest of the time, they 
appear to be roughly spherical rocks, about I foot in diameter. 


Combat: The preferred method of attack for a rock cactus is to wait 
until its prey is within a few feet, then quickly extend Id4+I spines. 
Each spine that hits inflicts Id3 damage. An attack roll of 19 or 20 
means the victim has been impaled for double damage. If a cactus 
fails to impale, it retracts the spines and fires again the next round. 

If a cactus does impale a victim, it retracts the spine, which pulls 
the plant to its victim. It then drains I hp of moisture per round 
until removed, to a maximum of I2 hp. A feeding cactus does not 
attack again until dislodged. The camouflage of the rock cactus gives 
it a +3 on all surprise rolls for the first round of combat. 

A rock cactus is interested only in food. If it finds it has attached 
itself to something more than four times its size, it normally lets go 
and drops to the ground It continues to fight only in self-defence. 


Habitat/Society: Rock cacti are found near game trails in small 
clumps of as many as IO plants. They are non-ambulatory and so 
have no territory. They have been successfully transplanted to the 
gardens of Tyr, where they keep the rodent population in check. 

Rock cacti exude a perfume that is undetectable by demihumans 
but attracts small rodents and mammals. 

Like most plants, rock cacti rely on insects to assist them to 
reproduce. 
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Ecology: The rock cactus is at the top of the plant life food chain 
and toward the middle of the animal food chain. It can be peeled 
and eaten, producing I pound of edible material; its flesh tastes 
vaguely like apples and is of similar consistency. As many as 4 
pints of fluid can be obtained from a large plant. The plant uses its 
defence mechanism to stop any casual attempts to eat it. 

The plants can be farmed and harvested by holding a bag full of 
straw in front of them and teasing the plants to attack. The spines 
are severed before the plants can retract them, making the plants 
defenceless and easily peeled. 

Live rock cacti, for planting in gardens, bring 5 cp each in most 
markets. A pound of rock cactus flesh is worth I-2 cp, depending 
on the marketplace it is found in. 


Rock Cactus, Bloodsucking 
One in 500 rock cacti is a bloodsucking plant, with 3+3 HD. This 


plant looks the same on the outside as the normal version. Unlike 
its less deadly cousins, this plant does not release a victim, no matter 
how large, until it has sucked its fill of blood. 

Each tendril that hits drains I hp of blood each round it is 
attached. The cactus can store 100 hp worth of blood, or as much 
as IO pints. It swells to store the fluid. Once attached, the cactus 
does not let go unless all its spines are severed. Spines that break off 
inside a victim work their way through the victim's body until they 
strike a vital organ and cause an agonizing death. Spines may be 
removed by a cure disease spell or by quickly cutting the spine out. 

Bloodsucking rock cacti have no aesthetic or monetary value. 


55 


Cactus, Sand 


CLIMATE/TERRAIN: Sandy Wastes 
FREQUENCY: Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 

DIET: Special 
INTELLIGENCE: Non (0) 
TREASURE: Incidental 
ALIGNMENT: Neutral 

NO. APPEARING: I 
ARMOUR CLASS: 12 (body), 17 (needles) 
MOVEMENT: Special 

HIT DICE: 5-8 


ATTACK (CMB/CMD): 
NO. OF ATTACKS: 


+5 to +8 (+10/20 to +13/23) 
I per appendage 


DAMAGE/ATTACK: 1d3 

SPECIAL ATTACKS: Blood drain 

SPECIAL DEFENCES: Camouflage 

MAGIC RESISTANCE: Nil 

SIZE: M (6 across) 

MORALE: N/A 

XP VALUE: 5 HD: 975 
6 HD: 1,400 
7 HD: 2,000 
8 HD: 3,000 

PSIONICS: Nil, MAC 12 


Sand cacti are a vile form of plant life that dwells anywhere there is 
sand. It feeds on the blood of its victims. 

Sand cacti are well protected; the entire plant (except the needles) 
is hidden below the sand. The body is 5-8 feet across and about 
4 feet thick. It has many barbed needles attached with long fibrous 
strands. The bulbous body of the plant and the strands are sickly 
white, while the needles resemble the colour of the sand in the area. 


Combat: A sand cactus attacks passively. Its needles lie thrust up 
an inch out of the sand; there is only a 10% chance of noticing 
the needles, 20% for those actively searching . A sand cactus has 
26-50 (HDx5 + IdI0) needles in a circumference equal to its Hit 
Dice times 3 feet. Anyone who walks over this area is subject to an 
attack. For AC purposes, only magic that protects the whole body 
is considered. 

A hit causes Id3 damage and snags a barbed needle in the 
victim, which Id3 hit points of blood per round, only stopping when 
a victim is dead. The needle can be pulled free of the victim’s foot 
with a Strength check, but such an action causes Id6 damage. Since 
the barbs actually hook onto nerve tissue, this also causes the victim 
quite a lot of pain. The victim must make a system shock roll or 
pass out from the pain. Unconsciousness lasts for d6+4 rounds. The 
strands can be cut, requiring a character to inflictI point of damage 


against AC 18. 
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À victim who is cut free still has the needle in his foot. If not 
removed it will fester. Removing it can be accomplished by casting 
cure disease on the wound, or by cutting it free, which causes 1d6 
damage to the victim. If it is not removed, the victim eventually gets 
blood poisoning, weakens and dies. The blood poisoning may take 
up to a week (d6+I days) to kill the victim. Once the victim is 
dead, a new sand cactus sprouts from the body. 

When a needle lodges in an appendage, the victim feels a sharp 
pain and his appendage is snared. Bipedal creatures must make a 
Dexterity check or fall down in the midst of the sand cactus. This 
subjects the victim to d6-I more attacks from other needles in the 
area. When blood drain reaches 50% of the victim's hit points, the 
victim must make a system shock roll each round or pass out due 
to blood loss. A victim who is rescued from a sand cactus after 
passing out from blood loss recovers normally. All attacks, defence, 
and proficiencies suffer a -2 penalty until the victim has a chance 
to rest for 2d4 days (minus one day for every level of healing spell 
cast on the victim). 

The cactus is very difficult to attack since its body is d6+4 feet 
below the sand. If the body is exposed, the sand cactus is easy to 
kill. Unless it is dug out by magical means, however, diggers are 
exposed to attacks from d6-I needles for each round of digging. 


Habitat/Society: The sand cactus is a solitary creature, existing 
wherever the sand blows. 


Ecology: The sand cactus is a trapper, existing on any food that 
comes along. It is unable to digest kank blood; a cactus releases a 
snagged kank after one round of blood draining. Anything else is 
fair game. 


Cactus, Spider 


CLIMATE/TERRAIN: Tablelands 
FREQUENCY: Uncommon 
ORGANISATION: Patch 
ACTIVITY CYCLE: Day 
DIET: Carnivore 
INTELLIGENCE: Non (0) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: 2-8 
ARMOUR CLASS: 13 
MOVEMENT: 0 

HIT DICE: 3 
ATTACK (CMB/CMD): +3 (N/A) 


NO. OF ATTACKS: 8 
DAMAGE/ATTACK: I+ (see below) 


SPECIAL ATTACKS: Paralysis 
SPECIAL DEFENCES: See below 
MAGIC RESISTANCE: Nil 

SIZE: M (6-7 tall) 
MORALE: Average (8-10) 
XP VALUE: 270 
PSIONICS: Nil, MAC 12 


Spider cactus patches look harmless until a victim is showered by 
their needles. The victim is then dragged into the cactus, where the 
feeding needles make a slow feast of the hapless being. 

The spider cactus has a barrel-shaped body, 2 to 3 feet across, 
and from 6 to 7 feet tall. It is bright green in colour, with streaks of 
white along the barrel. The needles are purple and green. 


Combat: The spider cactus sits unmoving until a victim is within 
range. Anyone within 15° is subject to attack. Spider cacti can sense 
living creatures and anything with liquid. 

The cactus has d4+4 sets of barbed purple tethered projectile 
needles and 3d6 larger green feeding needles. It always attacks with 
a set of 8 purple needles. They attack one victim at a time. It takes 
three rounds to retract strands which miss and a day before they can 
fire again. If strands are severed, it does not use that set again until 
all eight are restored. Needles regrow at the rate of three per week. 

If a set of purple needles snag victim, they are dragged to the 
body and impaled on the feeding needles. The cactus feeds until it 
has drained all liquid from the victim, and then releases the husk. 

Each cactus in range attacks with its purple projectile needles. 
A normal attack roll is required for each needle. If the needles hit, 
they cause I point of damage. For each needle that hits, the victim 
must save versus poison at +2 or be paralyzed immediately, paralysis 
occurring in 2d4 rounds. The projectile needles are retracted at a 
rate of five feet per round. 

A being impaled on the green feeding needles takes 2d4+10 
damage, minus one per point of AC, to a minimum of 2d4. Shield 
adjustments do not count towards the victim’s AC. 


If the victim is paralyzed, he loses Dexterity adjustments. Until 


then, he can squirm and try to avoid the feeding needles. The 
tethers pull with a strength of I7. Victims with Strength I8 or higher 
can spend a round breaking free. It requires an open doors roll to 
pull the needle out and a bend bars roll to break a strand. The 
strand can also be severed; each strand is AC I5 and has 5 hit 
points. Blunt weapons have no effect on a strand. Pulling a needle 
out causes Id4 damage to the victim. 

Spider cacti are competitive - if one victim is in range of several 
cacti, it is fought over by all of them. If one victim is snared by 
several cacti, the cactus with the most needles in him is the one 
that finally gets him. However, the other cacti pull as long as they 
can until their needles finally rip out, causing another 1d4 points of 
damage to the victim for each needle thus removed. 


Habitat/Society: Spider cacti grows in patches, usually along roads 
where there is food. They blooms when it rains, and within the same 
day thousands of eight-frond seeds are released. The first seed to hit 
the ground is the only one to sprout, quickly absorbing any liquid 
in the air. This means that a spider cactus patch usually only gains 
one new plant for every rainstorm. A young, spider cactus grows ata 
rate of one foot a month until it reaches full growth. 


Ecology: Sand cacti have few natural enemies. It is perhaps the only 
creature that can even feed on kanks. 

If the needles are rendered ineffective (such as by fire), the cactus 
can be tapped for its liquid. It produces a honey-like liquid, similar 
to the product of erdlu eggs. Up to a gallon of this liquid can be 
tapped from a spider cactus. This liquid provides both food and 
water. A gallon of this liquid can replace one gallon of water, or 
provide nourishment for up to four Medium beings for one day. 
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Caller in Darkness 


CLIMATE/TERRAIN: Giustenal environs 
FREQUENCY: Unique 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 

DIET: Spiritual energy 
INTELLIGENCE: Genius (18) 
TREASURE: Nil 
ALIGNMENT: Neutral Evil 
NO. APPEARING: I 

ARMOUR CLASS: Nil 
MOVEMENT: Nil 

HIT DICE: Nil 
ATTACK (CMB/CMD): Nil 

NO. OF ATTACKS: Special 
DAMAGE/ATTACK: Special 
SPECIAL ATTACKS: See below 
SPECIAL DEFENCES: See below 
MAGIC RESISTANCE: Nil 

SIZE: Special 
MORALE: Fearless (20) 
XP VALUE: Special 
PSIONICS: +21, PSPs 750, MAC 25 


P owers: All 


The Caller in Darkness is just one name applied to the entity that 
haunts the ruins of ancient Giustenal. Most who have travelled 
through the area know the stories of some unknown being or object 
of incredible power that seeks to make contact with vulnerable 
minds. It calls to those with even the smallest amount of talent in 
the Way, driving them mad and making them commit foul acts of 
violence. 

The Caller is a multitude of spirits trapped in a supernatural 
storm that exists in the Ethereal Plane adjacent to Giustenal. In the 
physical world, the Caller has no shape. It can only interact through 
the use of psionics. On the Ethereal Plane, it appears as a huge 
whirlwind full of swirling, howling spirits. 

The Callers native language is the tongue of ancient Giustenal. 
It communicates via psionics, using visions and projecting images to 
contact other psionic minds. 


Combat: To maintain its own existence, the Caller in Darkness 
probes a five-mile area around the ruins. It searches with psionic 
signals, waiting for someone to respond to its psionic call. It tries 
to overwhelm that person’s mind and draw him or her to the ruins. 
Those contacted by the Caller who die within Giustenal’s walls 
are sucked into the spirit storm and become part of the group 
consciousness. 

The Caller is very particular about who it searches for. It is only 
interested in psionicists or those with wild talents. It ignores those 
who have no natural capacity with the Way. 
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Further, it is only interested in the same minds as those who were 


living in Giustenal at the time of the city’s destruction - humans, 
elves, half-elves, dwarves, and halflings. 

Outside the ruined walls but within the Callers range, any use 
of psionics by those the Caller seeks has a chance of attracting its 
attention. Every use of a power has a base 25% chance of attracting 
the Caller. This base is increased by the number of PSPs expended 
to initiate and maintain the power. (The check is made after the 
power expires.) 

Once the Caller notices a psionic mind, it attacks with a 
powerful form of send thoughts. It can attempt to contact a noticed 
character outside the ruins once per day. The character must make 
a saving throw versus spells. Failure indicates that contact has been 
established. If contact isn’t established, nothing else occurs that day 
but the character has a feeling of dread. 

Once contact is established outside Giustenal, a victim begins 
to experience delusions. These manifest as visions of loved ones or 
something else the victim most desires. The victim understands the 
voices and visions, but he or she speaks in the ancient language of 
Giustenal. These illusions are benevolent and draw the character 
toward the ruins. 

Every hour after contact, the victim must make another saving throw 
versus spells. Success or failure, the victim wants to enter the ancient 
city. Success means the victim doesn’t have to drop everything and 
rush ahead. Failure means the compulsion overwhelms the character 
and he or she begins the final trek to Giustenal. At this point, the 
victim may even attempt to kill his companions - especially if they 
try to stop him from reaching the ruins. 


Caller in Darkness 


Inside the ruins, the base chance to notice the use of a psionic 
power is 50%, increased by spent PSPs. Send thoughts attacks can 
be made twice a day in the city. Visions inside the city turn dark. 
The people of Giustenal died in horror. Fear gave the supernatural 
storm its power, and the Caller seeks to replicate that terror in its 
victims before they die. Once a victim begins to experience terrifying 
visions (many related to the destruction of the city), others nearby 
suffer from fear spill-over. This spill-over affects everyone, regardless 
of race or psionic ability. 

Every half hour inside the walls, characters (other than those who 
have been contacted by the Caller) must make saving, throws versus 
paralysation to control their rising fear. After a number of failed 
rolls equal to one-quarter of the characters Wisdom (rounded up), 
the character succumbs to his fear and acts as though a fear spell 
was cast. 

Contacted characters are hit with a series of increasingly malevolent 
visions, one every half hour. With each vision, a character must 
make a saving throw versus paralysation. The saving throw receives a 
penalty based on how many visions have been experienced. On the 
first, the penalty is -I; the second, -2, and so on. Each failure causes 
the loss of Id4 points of Wisdom. When a characters Wisdom 
drops to 0, the Caller can finally unleash its most devastating attack 
- causing the character to take his or her own life. 

A contacted character who dies within the walls of Giustenal 
is sucked into the spirit storm. While trapped in the storm, the 
character can’t be resurrected or raised. The natural duration of 
imprisonment for new victims is 2420+100 years. A wish or other 
spell capable of selecting spirits from the Ethereal Plane can draw 
victims from the Caller’s grasp. 


The Caller can follow a character it notices as long as the 
character remains within its range. The range only extends along the 
surface. Once the character enters the tunnels beneath Giustenal, 
the Caller can no longer follow him. It can concentrate attacks on 
multiple victims in a single day, so all psionic users are in danger 
while in the Giustenal region. 


Habitat/Society: While the Caller consists of thousands of 
individual spirits, it believes itself to be a single entity. It was created 
from the mass carnage inflicted on Giustenal by the sorcerer-kings 
who killed Dregoth. The vortices which funnel the elemental powers 
of the sorcerer-kings produced a separate whirlwind in the Ethereal 
Plane adjacent to Giustenal. The spirits of the city’s dead were 
caught in the storm, and over the centuries their powerful psionic 
energies have merged into a group consciousness. 


Ecology: As the supernatural winds slowly abate, some of the spirits 
have been released. The group consciousness doesn’t see this as a 
good thing. It believes that it is dying. The Caller seek more psionic 
souls to add to the storm. 


Cat, Psionic 


Tagster Tigone 
CLIMATE/TERRAIN: Sandy Wastes, Mountains, 
Tablelands Hinterlands 
FREQUENCY: Uncommon Uncommon 
ORGANISATION: Solitary Pride 
ACTIVITY CYCLE: Night Any 
DIET: Carnivore Carnivore 
INTELLIGENCE: Semi (2) Semi (2) 
TREASURE: Nil Nil 
ALIGNMENT: Neutral Neutral 
NO. APPEARING: I 1-4 
ARMOUR CLASS: 14 14 
MOVEMENT: 15 12 
HIT DICE: 4+2 5+2 
ATTACK (CMB/CMD): +4 (+6/20) +5 (+7/21) 
NO. OF ATTACKS: 5 5 
DAMAGE/ATTACK: — 1d3/1d3/1d8/  1d3/1d3/1d10/ 
1d4/1d4 1d4/1d4 
SPECIAL ATTACKS: | Psionics Psionics 
SPECIAL DEFENCES: | Psionics Psionics 
MAGIC RESISTANCE: Nil Nil 
SIZE: M (4) M (5-7) 
MORALE: Average (9) Average (9) 
XP VALUE: 270 420 
PSIONICS: +6, PSPs 100, +7, PSPs 100, 
MAC 14 MAC 15 


Powers: all-round vision, awe, danger sense, detect life, detect 
poison, domination, ESP, intellect fortress, invincible foes, know 
course, mental barrier, mind thrust, radial navigation, scrying 


These great cats are gifted with psionic powers that they use to stalk 
prey. Like all cats, they prefer to kill with their natural weapons. 


Tagster 


The tagster has short yellowish-brown fur with whitish underparts. 
Sometimes spotted, tagsters always have some type of a distinctive 
dark marking (spot on tail, foot, etc.). 


Combat: Tagsters use psionics to track prey. Psionics are not used 
close to the victim to avoid alerting them to the tagster’s presence. 
A favourite tactic is to charge an opponent from the flank in order 
to catch them by surprise. Tagsters use their front claws (Id3) before 
attempting to bite (Id8). They also rake the victim with rear claws 
(1d4). The kill is dragged to a place of safety before being devoured. 


Habitat/Society: These solitary creatures roam the Tablelands, 
establishing territories. During the yearly mating season, they 
congregate. Two male tagsters often fight to the death for the affection 
of a female. This fight can be heard for miles. If interrupted, the cats 
slay the intruder together before attempting to finish off each other. 
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Ecology: These predators illustrate the “only the strong survive” 
rule. Slow, ill, or injured herd animals are sometimes abandoned by 
herders so that the tagster does not attack the main flock or herd. 


Tigone 


Tigones are large, feline creatures which are dark green in colour 
and have black or yellowish-brown vertical striping. Growing to a 
length of 7’, they can weigh over 250 pounds. 


Combat: Tigones use a mix of stealth and power to slay prey. They 
hunt in concentric circles using radial navigation; they start at a spot 
on the fringe of their territory and work toward the centre. When 
attacking, they prefer to leap onto their victim from above, driving 
their victim to a prone position where they can use their size to keep 
their opponent pinned. They attack with their forepaws (Id3) while 
simultaneously raking with their rear claws (Id4) and biting (Id10). 


Habitat/Society: Native to the Hinterlands, tigones have been 
known to roam the Ringing Mountains. They are fearful predators 
and attack almost any creature violating their territory. Due to their 
colouration, a tigone is almost impossible to see when perfectly still 
in the underbrush. They move very quietly through any terrain. They 
dislike warm environments and soon die if forced into the desert. 


Ecology: Highly sought for gladiatorial games, most tigones do not 
survive the trip across the desert. They bring a handsome price if 
successfully transported to a city. Halflings prize tigones as hunting 
partners because of their psionic tracking and hunting skills. 


Cha'thrang 


CLIMATE/TERRAIN: Sandy Wastes, Stony Barrens, 
Rocky Badlands 

FREQUENCY: Rare 

ORGANISATION: Trine 

ACTIVITY CYCLE: Any 

DIET: Carnivore 

INTELLIGENCE: Animal (I) 

TREASURE: See below 

ALIGNMENT: Neutral 

NO. APPEARING: 3 

ARMOUR CLASS: 22 (shell), 12 (underbelly) 

MOVEMENT: 3 

HIT DICE: 8+3 

ATTACK (CMB/CMD): +9 (N/A) 

NO. OF ATTACKS: 3 

DAMAGE/ATTACK: Id4/1d4/Id12 


SPECIAL ATTACKS: 
SPECIAL DEFENCES: 
MAGIC RESISTANCE: 


Tethered darts 
Camouflage, withdrawal 
Nil 


SIZE: M (6 long) 
MORALE: Average (8) 
XP VALUE: 2,000 
PSIONICS: Nil, MAC 12 


At first glance a cha’thrang appears to be a patch of broken bamboo 
- until it moves. 

The cha’thrang is a tortoise-shaped creature with a multitude of 
reed-like tubes protruding from its shell. Dirty brown, the cha’thrang 
is frequently mistaken for a patch of dead plant growth. It has four 
strong limbs and curved claws for digging and hugging the ground. 
The creature secretes an alkaline lime from its back that creates its 
shell, which grows with the creature. A sinewy fibre is also produced 
that enables the creature to adhere to the underside of the shell. 


Combat: The cha’thrang will lie motionless for several hours until 
a low-flying creature passes overhead. While waiting, the cha’thrang 
forces an air pocket between its body and its shell. When a target 
flies within 50 yards, it expels that air up through the tubes with a 
tremendous blast and fires tethered, lime-coated projectiles at the 
flying creature. While many are fired at once, only one projectile 
can hit the target, dealing Id6 damage. On a successful hit, the 
target must save vs poison to avoid the toxic effect of the lime on 
the tethers (Class A, injury, onset 10-30 rounds, Strength 15/0). 
Meanwhile, the victim is locked in a battle of strength against the 
cha’thrang to remain aloft. The cha’thrang digs into the ground 
to keep from being dragged by its prey. The sinewy tethers are 
very tough to break. Huge and Gargantuan flyers can break them 
automatically, but Medium and Large creatures require a bend bars 
roll. Smaller flyers cannot break them. Having tethered its prey, the 
cha’thrang now waits for its victim to tire and land. The cha’thrang 
then crawls along its own tether toward the prey. 
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Thus, even if the victim attempts to fly away again, it has less 
cord to use. Eventually the cha’thrang captures and rends the victim 
to pieces with its powerful jaws (Id12). The cha’thrang can fire darts 
1d4 times per day. The tether is discarded after each use. 

Because the hollow spines of the cha’thrang point upwards, they 
have only their foreclaws (Id3), bite (Id12), and the protection 
of their shells to defend themselves against attacks from ground- 
dwelling creatures. For this and other reasons, the cha’thrang almost 
never travel alone. 


Habitat/Society: Cha’thrang travel in clusters of three called trines, 
usually composed of two females and one male. They live in loose- 
knit extended families, adopting other cha’thrang that they meet, and 
later breaking off into trines. Cha’thrang have difficulty mating and 
often die in the process. A single female will lay a single clutch of 
1d6 eggs each year. Small predators devour most of the offspring 
before they are old enough to defend themselves. Cha’thrang can live 
hundreds of years, but they are usually killed by hungry enemies. 


Ecology: The sinewy cord the cha’thrang uses to tether its prey is 
highly sought after to make rope. A single, dry strand will easily 
hold 50 pounds of weight. By braiding several cords, a thin but very 
strong rope can be crafted. Discarded strands vary in length from 
20-50 (Id4+I x10) yards each. Some desert traders move between 
two or more separate trines of cha’thrang, collecting the spent cord. 

Cha’thrang can be eaten if special care is taken in the preparation 
of the creature's flesh. If lime from the shell undercoating is used to 
cover the meat, that meat can be preserved for weeks without fear 
of spoilage. However, great care must be exercised in washing and 
cleaning the meat before eating it to insure that all of the toxic lime 
has been removed. 


Cilops 


CLIMATE/TERRAIN: Salt Flats/ Stony Barrens 
FREQUENCY: Rare 
ORGANISATION: None 
ACTIVITY CYCLE: Any 
DIET: Carnivore 
INTELLIGENCE: Animal (1) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: 1-4 
ARMOUR CLASS: 17 
MOVEMENT: 15 

HIT DICE: 5 


ATTACK (CMB/CMD): 
NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 


+5 (+10/25) 
2 (see below) 
2d6 


Stun, psionics 


SPECIAL DEFENCES: Psionics 

MAGIC RESISTANCE: Nil 

SIZE: H (15) 

MORALE: Elite (13) 

XP VALUE: 420 

PSIONICS: +3, PSPs 40, MAC 14 


Powers: danger sense, detect life (no cost), mind blank, object 
reading, sensitivity to psychic impressions 


Cilops are relentless hunters prized by templars for their tracking 
abilities. The creatures look like enormous centipedes that reach 
lengths exceeding 15’. Their segmented bodies are long and flat and 
form a hard exoskeleton. Their hooked legs allow them to crawl onto 
virtually any surface and to scale walls with ease. Their oval heads 
have a large single compound eye and three pairs of pincer-like jaws. 
Two prehensile antennae grow from either side of the jaws and reach 
lengths of 3’ to 5’. Cilops have a protective colouration that reflects 
their native terrain. The cilops of the salt flats often display a chalky 
blue-white to steel gray colour while the cilops of the rocky badlands 
vary from rust orange to dark brown. 


Combat: Cilops require no sleep and track prey for weeks without 
stopping, While they ordinarily track by scent, if they are in danger 
of losing a trail, they will use object reading and sensitivity to 
psychic impressions to detect the psychic residue of prey. 
Its danger sense generally prevents the cilops from 
being ambushed. When tracking by 
scent, use the tracking non-weapon 
proficiency with a bonus of +2. 
When the cilops engages in 
combat, it uses its antennae to stun 
its opponent. A successful hit by an antenna 
requires the target to save vs. paralysis or suffer a shock to 
their nervous system which results in being stunned for I turn. 


The cilops can also deliver a vicious series of bites. While listed 
above as one attack, the cilops may actually attempt to bite one 
target three times. If the first set of pincers hits the target, the second 
and third set automatically hit. This will inflict a total of 3d6 points 
of damage. If the first set of pincers misses, the cilops may attempt 
to hit the same target with the second set. If this attack succeeds, the 
third set will automatically hit for a total of 2d6 point of damage. If 
the second attack misses, the cilops may try to hit the same target 
with the third set of pincers. A hit with the third set of pincers will 
deliver Id6 points of damage. 

The cilops will concentrate its attack on one individual until it is 
disabled before turning its attention to another threat. 


Habitat/Society: Cilops have no lairs or consistent nesting areas, 
but constantly roam in search of food. They will occasionally hunt 
in small pack, but there appears to be no clear structure to the 
group. The cilops can be captured and trained. The creature seems 
to become familiar with its handler and can be used to hunt 
individuals if it is provided a fresh trail or an object that has been 
handled by the victim. Cilops have not been successfully bred in 
captivity and must be captured. Templars from the city-states usually 
try to find cilops in the salt flats, where it is easier to spot them. 
Cilops have even been used to track others of their kind. 


Ecology: Native to the salt flats of Athas, the cilops have developed 
their extraordinary tracking abilities in order to find food in the 
barren wastes. Their protective colouration helps them to avoid 
predators, but they are particularly vulnerable to attack from flying 
creatures. Their poor depth of vision makes them rely upon their 
innate detect life and danger sense powers to warn them of predators. 

Cilops will pick up the trail of their prey and track the victim 
relentlessly, even as they come across more vulnerable and more 
attractive targets. The cilops will fix on a particular target for as long 
as a week before selecting a new trail. Cilops will feed on just about 
any moving creature — they prefer live prey. A cilops requires one 


dwarf-sized meal per week. 
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Cistern Fiend 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANISATION: 


Any water 
Rare 
Solitary 


ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 


Any 
See below 
Animal (1) 


TREASURE: 
ALIGNMENT: 
NO. APPEARING: 
ARMOUR CLASS: 
MOVEMENT: 


Water 
Neutral 
if 

20 

12 


HIT DICE: 
ATTACK (CMB/CMD): 
NO. OF ATTACKS: 


I0+10 
+II (420/30) 
Special 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


Special 
See below 


Regeneration 


MAGIC RESISTANCE: 


Nil 


SIZE: 
MORALE: 
XP VALUE: 10,000 

PSIONICS: +10, PSPs 100, MAC 15 


Powers: detect life, ego whip, inflect pain, intellect fortress, mental 
barrier, mind thrust, mindlink, psionic blast, synaptic static, thought 


shield 


G (40+ long) 
Champion (15) 


This terrible creature is believed to have been conjured from the 
twisted mind of some long-dead sage. Frequently, unsuspecting victims 
of the cistern fiend think they have found a safe or unguarded water 
supply; this is usually their last conscious thought. 

The cistern fiend is a giant, vaguely green, translucent worm with 
a dozen coiling pinkish tentacles surrounding a hideous mouth. 
Virtually invisible when submerged, its size depends on its age and 
the amount of water available, Most average 40’ to 50’ in length. 


Combat: The cistern fiend attacks with its bite. On a hit, the 
victim’s body fluids are sucked out through its proboscis. The victim 
loses 1/4 of his normal total hit points from loss of body fluids 
each round until slain or the cistern fiend is killed. The creature 
simultaneously attacks its tentacles, which secrete a paralysing fluid 
from sacs located in the base of each tentacle. Victims struck must 
make a Constitution check. A failure means the victim’s heart stops 
beating, resulting in death. A successful check means the victim is 
paralyzed for IdIO turns. The cistern fiend drains fluids from any 
creature it paralyses; paralyzed victims are automatically hit by its 
proboscis attack and killed in four rounds unless assisted. 

Cistern fiends regenerate 3 hit points per round. 

The cistern fiend is hard to see in water, imposing a -3 penalty 
on surprise rolls. The spell detect invisible will reveal its presence. 
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Habitat/Society: The cistern fiend lives day-by-day filtering nutrients 
from its water supply through its mouth pores, drawing sustenance 


from biological and mineral impurities in the water. For this reason 
alone cistern fiends are beneficial to any community's water supply. 
The fiend also feeds as described above. To the cistern fiend, all 
creatures are intruders and potential sources to add fluid to the 
existing water supply. A slain victim’s body fluids are filtered by 
the cistern fiend and the resulting pure water is expelled into the 
existing water supply. 

Cistern fiends are hermaphroditic and reproduce asexually once 
every I0 years. The single offspring grows inside the membranous 
tissue that comprises the fiends body and emerges through an 
eruption in the outer skin. During this 24 hour “delivery” period, the 
parent creature becomes docile. If the single offspring is not removed 
from the water source by the end of the 24-hour period, it will be 
killed by the parent creature. Needless to say, a town or city’s water 
source tends to be quite heavily watched during this time. 

A cistern fiend must stay immersed in water or it will die in Id4 
turns. For this reason it is very protective of its water supply. 


Ecology: The cistern fiend was possibly bred by some long-dead 
and forgotten king. The creature was originally created for the sole 
purpose of guarding and purifying caches of water. These creatures 
are sometime stolen (most likely as newborn offspring) and can be 
encountered in any large water source. If two adult creatures are 
introduced into the same water supply, the stronger one will slay 
the weaker. 


Cloud Ray 


CLIMATE/TERRAIN: Am 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Carnivore 
INTELLIGENCE: Animal (1) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: I 
ARMOUR CLASS: 15 
MOVEMENT: Fl 24 (C) 
HIT DICE: 12+7 to 2447 


ATTACK (CMB/CMD): 


NO. OF ATTACKS: 


+13 to +25 (422/32 to 
+34/44) 


I tail or bite 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 


5d1I0 (tail) or I0dI0 (bite) 


Swallow whole, psionics 


SPECIAL DEFENCES: Psionics 
MAGIC RESISTANCE: Nil 
SIZE: G (100+) 
MORALE: Elite (14) 
XP VALUE: 12 HD: 19,000 
18 HD: 25,000 
24 HD: 31,000 
PSIONICS: +12, PSPs 100, MAC I6 


Powers: control winds, dream travel, inertial barrier, levitation, 
mental barrier, mind blank, telekinesis, thought shield 

Control winds, inertial barrier, and levitation are special abilities 
(no cost) 


Akin to enormous mantas, through the skies and clouds of Athas 
slowly fly these deadly giants. Cloud rays can sometimes be seen 
crossing the evening sky. 

Cloud rays flap their huge fins to aid their psionic flight powers. 
They are speckled brown on top and drab olive and white underneath. 
Ridges protect their jet-black eyes, two on each side of the snout and 
two on each side of the cranial bulge. A spine runs down the back, 
becoming a whip-like tail that ends in an appendage known as a zip, 
comprising razor-sharp, barbs. The maw (20+ feet across) is lined 
with rows of cartilage ridges. The zip is used in a complex signalling 
system that is only understood by other cloud rays. 


Combat: The preferred attack of the cloud ray is to simply swallow 
its victim whole - on a successful attack roll, any creature smaller 
than Huge is swallowed entirely. Failing that, it uses its tail zip. The 
cloud ray move as close as possible on a silent glide, then strike the 
target with its tail, using a whip-like motion. The tail lashes out so 
quickly that it produces noise, like a thunder clap. The ray rotates 
its body with amazing speed and bites the next round. 
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fly a $ 


Habitat/Society: Cloud rays wander through the skies searching for 
their next meal. On rare occasions, they land and may be mistaken 
for an outcropping of rock. Those hapless enough to be standing on 
a ray when it becomes airborne may become its next meal. Their 
diet consists of other flying creatures, with a fondness for rocs, pterrax, 
and flying humanoids. The ray has no true stomach, preferring to 
swallow prey whole and grind the victim to liquid on its interior 
jaw ridges to help with digestion. After a good meal, cloud rays 
sometimes psionically dream travel while their meal digests. Cloud 
rays have territorial respect for others of their species and, with very 
few exceptions, do not intrude into another ray’s “air space”. They 
are solitary except when they seek a mate. Females gestate for over 
three years. They bear living young while airborne. The male catches 
and supports the young ray on his back for the first year of its life 
while the female forages. After the young cloud ray learns to fly and 
becomes self-sufficient, the three go their separate ways. 

Although innately psionic, cloud rays become infuriated when a 
psionicist contacts them. It drives them into a tremendous rage, and 
they will do anything they can (except land) to capture and devour 
the offending psionicist. The Dragon is the only creature in the 
world that cloud rays truly fear. 


Ecology: A single cloud ray could easily provide an entire settlement 
with enough meat and raw materials for 2-3 months. The chances 
of this occurring are slim. These creatures are fierce and feared 
for good reasons. Entire villages have been decimated by a single 
cloud ray on the hunt. The effect of the creature hovering close 
over buildings and flapping its massive wings has the same effect as 
the most deadly sandstorm. The zip alone can easily destroy most 
buildings in a few swipes. 


Conashellae 


CLIMATE/TERRAIN: Sandy Wastes or Silt Sea 
FREQUENCY: Common 
ORGANISATION: Family (schools) 
ACTIVITY CYCLE: Day 

DIET: Plants/minerals 
INTELLIGENCE: Animal (I) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: 2-24 
ARMOUR CLASS: 12 
MOVEMENT: 2, Br 12 

HIT DICE: I 

ATTACK (CMB/CMD): +1 (N/A) 
NO. OF ATTACKS: 4 
DAMAGE/ATTACK: Id2 (x3)/Id6 
SPECIAL ATTACKS: Secretion 
SPECIAL DEFENCES: See below 
MAGIC RESISTANCE: Nil 


SIZE: T (less than 2’) 
MORALE: Unreliable (2) 
XP VALUE: 10 
PSIONICS: Nil, MAC 10 


Conashellae, or shell-diggers as they are called, are a hardy strain of 
shellfish found in sandy wastes and silt seas. They range in size from 
3” to 15” in length, and all have the same seashell carapace covering 
their bodies. Only their undersides have vulnerable, exposed flesh. 
The only other visible feature on the conashellae are two rows 
of pseudopods on the creature's front. The top row are soft and 
dexterous, serving as sensory organs. The lower row are pointed and 
bone-hard. These are used to burrow through sand and silt. 


Combat: Conashellae are timid, preferring to flee rather than fight. 
They will do their best to avoid any threat, but if they are cornered, 
they can defend themselves. The lower pseudopods can grasp, like 
a crab’s claws, each inflicting Id2 damage per round it remains 
attached. The ends of the pseudopods come to a point and can strike 
at probing hands, doing Id2 damage per hit. Treat the pseudopods 
as AC 13 because they are muscular and difficult to grasp. 

The manner in which the conashellae break down their food 
also may be used as a defence. A sac, located at the base of the 
pseudopods, secretes a corrosive substance with a high salt content. 
Normally used to break down plants and minerals into a pulpy 
mass so they can be consumed, it causes Id6 damage to exposed 
skin - double this if the liquid comes into contact with broken skin. 


Habitat/ Society: Conashellae are burrowing creatures, protected 
from the harsh environment by never going above the surface. Their 
diet consists of plankton, salt, and water. They feed by burrowing into 
a source of minerals or plants, secreting their digestive juices, then 
absorbing the pulpy mass slowly through pores in their undersides. 
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Conashellae can be found in small groups or schools, burrowing 
continuously. During the daylight hours, they are never seen closer 
than 8” to 12” below the surface in sand, and never closer than 6” 
from the surface in silt. At night, however, the conashellae rest just 
below the surface, about I” to 2” deep. 

Conashellae spawn in Sun Ascending and late Sun Descending, 
each female producing between one and three dozen eggs. The eggs 
are buried in the sand of their hunting grounds, about 5” deep. It is 
not known why the eggs are never accidentally eaten during feeding 
hours. However, the rancid odour they produce when uncovered 
prior to hatching may be part of the reason. 

Hatchlings appear three weeks after the eggs are laid, and begin 
feeding immediately. The growth rate of the creatures is unknown, 
but the fact that mature conashellae vary in size suggests they grow 
in proportion to the amount of minerals and plants they consume. 


Ecology: Conashellae do not deplete the sand and silt of minerals. 
Their digestive process breaks minerals into base components, 
expelling the leftovers. This by-product is a liquid concentrate that 
doubles mineral content in its wake. The conashellae is a viable 
food source. Its flesh can be boiled and eaten, and its juices used 
as a water substitute. The juice from one conashellae represents 
one-third of the normal water requirement for a Medium creature. 
The juices and flesh also abate some of the effects of dehydration, 
replenishing the body minerals lost through sweat and exertion. 

The carapace of the conashellae are prized by some tribes, such 
as the feral halflings. The shells are used as ornaments, household 
items, and tools. Renegade slave tribes use the shells as weapons, 
honing the whorls and edges. When thrown, these shell weapons do 
similar damage to the thri-kreen’s chatkcha. If used as a hand-held 
weapon, the shell strikes like an obsidian dagger. 


Crodlu 


Crodlu Heavy Crodlu 


CLIMATE/TERRAIN: Sandy Wastes, Sandy Wastes, 
Scrub Plains Stony Barrens 

FREQUENCY: Common Rare 

ORGANISATION: Herd Herd 

ACTIVITY CYCLE: Day Day 

DIET: Herbivore Herbivore 

INTELLIGENCE: Animal (1) Animal (1) 

TREASURE: Nil Nil 

ALIGN MEN T: Neutral Neutral 

NO. APPEARING: 5-30 1-6 

ARMOUR CLASS: I6 I6 

MOVEMENT: 24 18 

HIT DICE: 4+4 6+6 

ATTACK (CMB/CMD): +5 (+10/20) +7 (+12/22) 

NO. OF ATTACKS: 5 5 

DAMAGE/ATTACK: Id4/Id4/Id8 Id6/Id6/IdIO 
Id6/Id6 Id8/Id8 

SPECIAL ATTACKS: Grapple Ram 

SPECIAL DEFENCES: Nil Nil 

MAGIC RESISTANCE: Nil Nil 

SIZE: L (10’ tall) L (12’ tall) 

MORALE: Steady (11) Steady (11) 

XP VALUE: 420 2,000 

PSIONICS: Nil, MAC 12 Nil, MACI2 


Crodlu are large reptiles that roam the deserts and scrub land in 
herds. Crodlu resemble large ostriches, but their forearms end in 
wicked claws and their tough, scaly hides are yellow to red, with 
other colours along their sides and belly. They have poor eyesight 
and an excellent sense of smell. They can run at high speed for 
long periods of time. 


Combat: Crodlu attack with their hind legs (Id6 damage), their 
forearms (Id4 damage), and bite (Id8 damage, Id4 for chicks). If 
both forearms hit, the crodlu has grappled its opponent, allowing an 
automatic bite that causes double damage. 


Habitat/Society: A crodlu herd averages 30 members. The herd 
leader is a male with 6 HD and AC I7. Crodlu chicks can be 
trained as mounts. Captured adults, except leaders, have a 10% 
chance of being trained. 


Ecology: Each female lays one egg each year. The chicks are able to 
run and fight within minutes. Crodlu eat anything. 


Heavy Crodlu 


Heavy crodlu are a specially bred crodlu with better scales for upper 
body and head protection. Their claws may be filed to a point or 
may be augmented with glass or metal blades. 


Combat: A heavy crodlu attacks with hind claws (Id8 damage), 
forearms (Id6 damage), and bite (IdIO damage). It can use its ram 
attack if alone or carrying a rider, but it needs 60 feet of clear space. 
The ram inflicts 3d8 damage. If it misses, the crodlu runs for its full 
movement or until it hits something. If it hits an immovable object, 
the crodlu receives IdIO points of damage from its own momentum. 

A heavy crodlu often has forearm blades and barding. Blade 
attacks cause Id6+I points of damage. Leather and chitin barding 
are can be worn by any type of crodlu, but heavy chitin barding can 
only be worn by heavy crodlu - see the Campaign Guide. 


Habitat/Society: Heavy crodlu live in pens or as part of a caravan 
or war party. In battle, heavy crodlu must be kept away from regular 
crodlu or they might attack each other. 


Ecology: Domesticated heavy crodlu breed as their owners allow. 
Wild specimens crossbreed with herds, producing smaller offspring 
that, over generations, cannot be told apart from standard crodlu. 


Both crodlu are affected by any load they are carrying, and do not 
move if loaded beyond their limits, as indicated in the table below. 


Crodlu Heavy Crodlu 
Burden Weight MV Weight MV 
Light 0-90 24 0-240 18 
Medium 91-180 18 241-360 12 
Heavy 181-270 12 361-450 8 
Very heavy 271-360 6 451-600 6 
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Cursed Dead and Hungry Bodies 


CLIMATE/TERRAIN: Black Waters Oasis 
FREQUENCY: Common 
ORGANISATION: None 
ACTIVITY CYCLE: Any 

DIET: None 
INTELLIGENCE: Average (I0) 
TREASURE: Nil 
ALIGNMENT: Neutral Good (Chaotic Evil) 
NO. APPEARING: 100-1,000 
ARMOUR CLASS: 12 
MOVEMENT: 9 

HIT DICE: I 

ATTACK (CMB/CMD): +2 (+2/12) 

NO. OF ATTACKS: I 
DAMAGE/ATTACK: Id4 or by weapon 
SPECIAL ATTACKS: Nil 

SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: M 

MORALE: Special 

XP VALUE: 70 

PSIONICS: Nil, MAC 10 


The curse of the Black Waters reduces its victims to undead slaves 
of the oasis. These undead are either cursed dead or hungry bodies, 
each of which is discussed in more detail below. 

Both types must remain within a mile of the Black Waters Oasis. 
They are cursed to always appear before anyone coming to the oasis, 
either to warn them away or to lure them to their doom. 


Cursed Dead 


These creatures resemble skeletons, although they still have human 
eyes. They are clothed in tatters and rarely have any weapons to 
speak of. They are pitiful victims of the curse of Black Waters, 
tormented by a never-ending thirst that cannot be quenched. They 
often drink from the oasis, desperate to soothe their parched throats. 

If the cursed dead are the first to see characters coming, to the 
oasis, they try to shoo them away, not wanting others to fall prey to 
the curse. They are not violent and will do nothing to stop those 
who attack them, for once their physical forms have been destroyed 
they may lie in peace. Though the cursed dead can speak, it causes 
them intense physical pain that may last for hours. They only speak 
when they absolutely must, keeping to short sentences. 

The cursed dead are immediately aware if anyone with the black 
waters scroll enters the oasis and will do what they can to guide 
such characters to Phabum. They will let anyone who does not have 
the black waters scroll leave the oasis without incident. If characters 
try to leave with the scroll, the cursed dead will do what they can, 
short of killing the characters, to keep the scroll. It is, after all, their 
only hope of salvation. 


67 


Combat: Cursed dead do not fight unless they are forced to. Their 


bony claws cause Id4 points of damage. 


Habitat/Society: The cursed dead must stay within one mile of the 
Black Waters Oasis; they have no society to speak of. 


Ecology: Cursed dead warn of the dangers of the Black Waters 


Oasis, but have no real role in nature. 


Hungry Body 


Hungry bodies are bloated zombies; their decaying flesh stinks of 
the grave. But their eyes prove them something other than typical 
zombies — their eye sockets blaze with black flames. Hungry bodies 
are normally clothed in tattered rags and carry a variety of weapons. 

Hungry bodies desire more than anything else to become powerful 
undead. They believe that they can accomplish this by luring others 
to their end at the Black Waters Oasis and make every effort to do 
this. Unfortunately, they are terribly misguided: They can never rise 
above their current level and their agony will never end. 


Combat: The hungry bodies despise the living and will do anything 
within their power to destroy them. They attack in packs of 5 to 
10, wielding whatever weapons they find lying about the oasis. They 
never use armour as their clumsy fingers cannot lace or fasten it. 
They often set up ambushes near the oasis. Packs of hungry bodies 
often travel their allotted mile from the oasis seeking victims. 


Habitat/Society: As cursed dead, above. 


Ecology: The hungry bodies have no role in nature. 


Dagorran 


CLIMATE/ TERRAIN: Wastelands, Tablelands 
FREQUENCY: Rare (Common) 
ORGANISATION: Pack 
ACTIVITY CYCLE: Any (Night) 
DIET: Omnivore 
INTELLIGENCE: Semi (2-4) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: 2-8 
ARMOUR CLASS: 13 
MOVEMENT: Jp 9 

HIT DICE: 4 

ATTACK (CMB/CMD): +4 (+4/14) 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: 2d6 (bite) 
SPECIAL ATTACKS: Psionics 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: M (4-6 long) 
MORALE: Steady (II) 

XP VALUE: 1,400 
PSIONICS: +4, PSPs 20, MAC 14 


Powers: ballistic attack, control body, detection, detonate, inertial 


barrier, mind blank, mindlink 


A dagorran is a frog-like beast with golden-hued skin, green eyes, 
and a green crystalline growth between its shoulders. The skin is 
valued for its protective qualities by warriors as armour, and by 
wizards as a material component for casting protective spells. The 
green crystalline growth is the source of these creatures’ psionic and 
tracking abilities and is valued by defilers and preservers for several 
mind-affecting potions. It has large razor-sharp teeth that it uses in 
hunting and eating its prey. Its muscular legs are used for jumping, 
running, and walking. The dominant dagorran or leader has a larger 
crystalline growth. 

A dagorran doesn’t communicate in any audible manner, but 
uses its psionic abilities to convey limited thoughts and ideas. It 
occasionally emits a deep, guttural croaking noise but these sounds 
have no meaning, to the dagorran. 


Combat: Dagorrans hunt in packs and track prey by using their 
detection to pick up and follow the psionic signature of most 
intelligent and psionic creatures. Such imprints can be picked up 
even if they are several days old. These creatures usually launch 
their attack with their detonate power. The attack is aimed at the 
ground near a victim, injuring and often killing their prey with the 
shrapnel. If the target survives, the dagorrans leap past their target, 
attacking with their bite in mid air. Treat such attacks as a charge 
and add +2 to damage. Opponents receive a -2 initiative modifier 
because of the recklessness of the attack. 
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After a successful hit, the dagorrans are in melee and can only make 
further charging attacks by breaking combat. The dagorrans are 
subject to penalty attacks by their opponent as if they were fleeing. 

While the pack attacks, the lead dagorran tries to seize control of 
the victim using control body. If there is more than one opponent, 
the leader picks the one with the fewest psionic strength points 
remaining. PSP levels are sensed innately because of the beasts’ 
psionic sensitivity. If combat is going poorly, survivors disengage 
combat and use their ballistic attack power. 

The dagorrans have an ancient hatred of thri-kreen. If a thri-kreen 
is among the opponents, all attacks are directed at it and if more 
than one is present, the individual with the fewest PSPs is targeted. 


Habitat/Society: The dagorran is a social creature that lives and 
hunts in packs. The hierarchy within the pack is strict and the 
strongest dagorran is the leader. When a dagorran wishes to take the 
position of leader, he approaches the leader and initiates a dance 
that involves the two contestants circling one another, signalling a 
challenge. The pack forms a circle around the combatants and a 
battle to the death ensues. The victor becomes the lead dagorran 
while the loser becomes a meal for the pack. If the challenger is the 
winner and new leader, the crystalline growth on its back expands to 
the larger size typical of the lead dagorran in Id6+4 days. 

While packs of dagorrans can be encountered at any time, they 
prefer to sleep during the hot daylight hours and hunt during the 
cooler evening and night hours. If the pack has recently fed, they 
bury themselves in the sand during the day with just their bulging 
eyes and nostrils emerging from the earth. They generally sleep 
throughout the day unless an unknowing creature intrudes upon 
them. If an intruder approaches, the leader signals an attack using 
its psionic communication ability. 


Ecology: Dagorrans were once common on Athas, but their value as 
components for potions and spells, their leathery hide, and thri-kreen 
considering dagorran flesh a delicacy, have caused them to reach 
near extinction. They are still common in the deserts near Draj and 
are often used as trackers by Draji guards because of their sensitivity 
to psionics. They are also sought by nobles and the patriarchs and 
matriarchs of the merchant houses to help keep their gardens free of 
rodents and other small animals. 
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Dhaot 


CLIMATE/TERRAIN: — Any 

FREQUENCY: Uncommon 
ORGANISATION: Solitary 

ACTIVITY CYCLE: Any 

DIET: None 

INTELLIGENCE: Very (II-12) 
TREASURE: Nil 

ALIGNMENT: Chaotic Neutral or any evil 
NO. APPEARING: I 

ARMOUR CLASS: As in life or I7 
MOVEMENT: 9 

HIT DICE: As in life (minimum 3+3) 


ATTACK (CMB/CMD): As in life or +4 (N/A) 
NO. OF ATTACKS: I 


DAMAGE/ATTACK: See below 

SPECIAL ATTACKS: Illusions (see below) 
SPECIAL DEFENCES: See below 

MAGIC RESISTANCE: Nil 

SIZE: M (6 tall) 

MORALE: Elite (13-14) 

XP VALUE: 650 + 500 per HD over 7 


PSIONICS: Nil, MAC 10 

Dhaots are incorporeal undead that are sometimes created when 
people die far away from their homes. The spirits of the deceased 
feel an overwhelming compulsion to return to their homes they had 
in life. Dhaots often wander, lost in the wastelands, since their senses 
are limited without their bodies. They cannot rest until their remains 
have been returned to their homes. 

Dhaots appear much as they did in life, except they look as 
though they have been wandering for weeks, if not longer, surviving 
as best they could. They are incorporeal, but still leave footprints in 
the sand. They have the power to become invisible at will and while 
invisible they leave no footprints, making them virtually impossible 
to track. They always have sad expressions etched across their dusty 
and sweaty faces. They usually appear to characters in the distance 
and approach only single travellers or small groups. Many dhaots 
are halflings who died outside their forests. 

Most dhaots speak the same languages they spoke in life. Halfling 
dhaots can speak halfling, but few can speak common. Most other 
humans and demihumans speak common. 


Combat: Dhaots are incorporeal and can only be harmed by 
magical weapons, which appear to pass through them but still cause 
them damage. Dhaots can become invisible at will and can cast at 
will spectral forces, hallucinatory terrain, dream, and nightmare, just 
like the wizard spells. They usually use these powers to communicate 
their tragedy and the location of their home to those who are willing 
to help them. They also use the powers to harass those who refuse 
to aid them. 


69 


Dhaots seldom attack groups greater in power than themselves 


and prefer to use their illusions to cause victims to fall into natural 
traps (for example, covering a chasm with the illusion of solid 
ground). 


Habitat/Society: Dhaots are solitary spirits. They occasionally 
approach the living, hoping to convince them to help the creatures 
return home. Often they ask travellers to follow them to their 
remains so the travellers can collect them and return them home. 
They usually promise the living the secrets they have learned while 
wandering the wastelands, such as the locations of burled treasure 
or ruins, or the secret weaknesses of many desert-dwelling creatures. 
Aiding dhaots is sometimes risky because their remains could be 
located in a place where monsters dwell. 

While dhaots are solitary by nature, in rare and unexplainable 
cases, groups of dhaots have been spotted. They are possibly the 
remnants of entire caravans, halfling clans, or other groups of 
travellers who met their fates together. 


Ecology: Dhaots never rest and they wander the wastelands both day 
and night. However, they prefer to appear to travellers when they are 
least likely to frighten them. 

Dhaots can provide valuable information to those willing to aid 
them, but they always place their own interests first and never reveal 
anything without actual assistance. They usually wait until their 
remains are returned home before providing the information. 


Dolphin 


CLIMATE/TERRAIN: Ocean (The Last Sea) 
FREQUENCY: Uncommon 
ORGANISATION: Pod 
ACTIVITY CYCLE: Any 

DIET: Carnivore 
INTELLIGENCE: Very (II-12) 
TREASURE: Nil 
ALIGNMENT: Any good 
NO. APPEARING: I-10 
ARMOUR CLASS: 16 
MOVEMENT: Sw 30 

HIT DICE: 3+3 
ATTACK (CMB/CMD): +4 (+4/20) 


NO. OF ATTACKS: I 


DAMAGE/ATTACK: IdI0 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENCES: Save as 5th-level fighter 
MAGIC RESISTANCE: Nil 

SIZE: M (5-6 long) 
MORALE: Elite (13) 

XP VALUE: 270 

PSIONICS: See below, MAC I6 


Athasian dolphins have a few unique differences to dolphins of 
other worlds. Their skin is thicker and entirely silvery white. The sun 
reflects brilliantly off its surface, keeping the dolphins cool during 
even the height of the day’s heat. Few sights are more beautiful - or 
more rare — than a pod of dolphins racing along the surface of the 
sea, arching in and out of the water in sparkling brilliance. Their 
noses are thick and hard, a result of the species’ constant war with 
Athasian sharks. A nose punch from an Athasian dolphin is potent. 

Their bodies are long, compact, and muscular. They have a large 
dorsal fin, a powerful tail, and a blowhole atop their heads. When 
near to one another, Athasian dolphins communicate via high- 
pitched squeals, some of which are beyond human hearing. When 
further apart, the dolphins use innate telepathy to keep in contact. 


Combat: While peaceful by nature, Athasian dolphins have grown 
to be more warlike than their ancestors, as a result of their ongoing 
war with the Athasian shark population. They generally attack other 
creatures only when threatened, but unless they are outnumbered 
at least two to one, dolphins will always attack sharks. Athasian 
dolphins fight as an organized unit, taking commands telepathically 
from a leader of their group. They are especially ferocious when 
protecting their young, doing anything necessary - even sacrificing 
their own lives - to ensure the safety of the young. They make saving 
throws as 5th-level fighters. 

In addition to their telepathic powers, all dolphins are psionic 
wild talents. They simply don’t have the discipline for the formal 
study of full psionicists, but they use their natural mental abilities 
to fight for their pod. 


Habitat/Society: Only a single dolphin species is found on Athas. 
Much knowledge about dolphin culture has been lost throughout 
the ages. The Athasian dolphins, appalled at the damage done to 
their precious ocean by younger races, have distanced themselves 
from other sentient creatures, whom they blame for the despoilment 
of their shared environment. 

Few Athasian dolphins survive, at least as far as is known. The 
survivors have vowed to carry on the great oral traditions of their 
people and act as a living legacy of those who have gone before 
them. Their telepathic abilities allow them to transmit memories to 
their progeny down through the generations. 


Ecology: Athasian dolphins are both hunters and hunted. Their 
most typical foes are the Athasian sharks, although the ongoing 
conflict has only rarely broken into all-out war. Most times, the 
conflict remains clashes between small patrols that encounter each 
other more by happenstance than design. 

Despite this conflict and other predators (such as the mighty 
squark), the dolphin population thrives. They have generally refused 
to communicate with coastal races, beyond striking an implicit 
treaty of non-aggression. Thus, they are not often hunted by the 
humanoids, and in exchange, those somehow stranded in the middle 
of the sea might receive assistance from a friendly patrol of dolphins 
that will carry them back to the shore - if they're lucky enough to 
get there before the sharks do, of course. 

On Athas, the dolphins cooperate a bit more readily with the 
Athasian lizard men population, although they only rarely talk to 
them about anything more than coordinating their defence efforts 
against the sharks. Still, upon a rare occasion, lizard men have even 
been seen riding on the backs of a group of dolphins, so as to travel 
quickly to a distant shore. The relationship is based on mutual 
respect, and the lizard men are careful not to abuse this privilege 
by using it overmuch. 

A few human fishers have managed to strike up a friendship with 
these creatures, although the dolphins refuse to communicate with 
them telepathically in any but the most dire of times. Such rare 
people realize fully how lucky they are. 
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Dragon 


CLIMATE/TERRAIN: Am 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Omnivore 
INTELLIGENCE: High to Supra-Genius (13-20) 
TREASURE: Varies 
ALIGNMENT: Varies 
NO. APPEARING: I 
ARMOUR CLASS: Varies 
MOVEMENT: Varies 
HIT DICE: Varies 
ATTACK (CMB/CMD): Varies 
NO. OF ATTACKS: Varies 
DAMAGE/ATTACK: Varies 
SPECIAL ATTACKS: See below 
SPECIAL DEFENCES: See below 
MAGIC RESISTANCE: Varies 
SIZE: Varies 
MORALE: Fanatic (17-18) 
XP VALUE: Varies 
PSIONICS: Varies 


Extremely powerful (20th level) defiler/psionicists can progress to 
even greater power if they choose to transform themselves into 
dragon form. To begin the transformation, the would-be dragon 
casts a defiler metamorphosis spell, a potent psionic enchantment. 
Most aspiring dragons lock themselves away and perform their 
metamorphoses in secret. 

After the spell is successfully cast, the dragon drastically changes 
in both his powers and his physical appearance. Each stage of 
the metamorphosis is extremely painful. The exact appearance of 
the dragon differs with the level attained by the defiler, but the 
defiler will gradually grow in height and weight, take on reptilian 
features, and, eventually, lose all trace of humanity. When the 
metamorphosis is complete, the dragon will be roughly 40 feet long 
and weigh 50,000 pounds (25 tons ), with massive wings and almost 
impenetrable scales. 

Once a character becomes a dragon, he gains certain benefits 
instantly. Dragons are immune to the effects of time. They no longer 
age and will never die of “natural causes”. Also, a dragon gains the 
ability to understand and speak any language - this innate ability 
functions like a tongues spell. This is a side effect of the psionic 
enchantment they employ to transform themselves. 


Combat: The exact combat abilities of a dragon differ as it grows in 
size and power. This information is presented on a chart at the end 
of this entry, but a brief overview of the creature's general abilities 
is provided here. 

A dragon has the powers of a psionicist of equal level, continuing 
to gain PSPs and psionic powers as it advances. 


In order to employ the devastating power of psionic enchantment, 


each dragon employs an obsidian orb as a focus. The orb itself is 
not magical, but is essentially a material component that is required 
for each psionic enchantment the dragon employs. A dragon can 
create any number of obsidian orbs and leave them in various 
places. Rarely is a dragon without an orb. However, before reaching 
a new level, the dragon must swallow all existing activated orbs as 
part of the material component for the defiler metamorphosis spell. 
Lack of an orb does not interfere with the dragon's ability to cast 
spells below 10th level or with psionic ability. 

As dragons become more powerful, they can employ their 
deadly claws in combat. Even at their most rudimentary stage of 
development, these talons are extremely deadly. Also, the dragon 
eventually develops a savage set of teeth with powerful jaws, giving it 
a horrible bite attack. When its tail grows long enough, it becomes 
a sweeping bludgeon. Finally, the dragon gains a devastating breath 
weapon, a cone of superheated sand 5’ wide at its base, 50’ long, 
and 100’ in diameter at the far end. 

A dragon’s hide and scales become harder and more invulnerable 
at each stage of metamorphosis. This is reflected by a sharp 
improvement in Armour Class, a resistance to non-magical weapons, 
and overall magic resistance. 

These magical items presented in the Dungeon Master’s Guide 
can affect character dragons: 

Potion of Dragon Control: This potion fruit works against any 
dragon. Control lasts for 5d4 rounds. 

Scroll of Protection — Dragon Breath: The scroll functions just 
as described in the Dungeon Master’s Guide. 

Sword +2, Dragon Slayer: This sword functions against any 
dragon, regardless of its level. 
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Dragon Ability Chart 


Hit Dice Attack 
Level (d4) AC Bonus Claws Bite Breath Tail 
2I 30+10 2 +9 Nil Nil Nil Nil 
22 35+10 2 +10 Nil Nil Nil Nil 
23 = 38+10 2 +II Nil Nil Nil Nil 
24  40+I0 I6 +12 2d10 Nil Nil Nil 
25 42+I0 20! +13 2dI0 4d12 Nil Nil 
26 45+10 22! +15 2dI0+5 4dI2 Nil Nil 
27  48+I0 24 +I7 2d10+5 4dI2 I0dI2~ Nil 
28 52+10 26? +19 2dI0+10 4dI2 I0dI2 5dI0 
29 56+10 28? +21 2dI0+10 4dI2 20dI2 5dI0 
30 G6I+10 30° +23 Q2dI0+15 4dI2 25dI12 5dI0 


Spells: From the Tome of Magic, dragonbane functions just as 
described in that volume, and age dragon has no effect on Dark 
Sun dragons because they are effectively immortal. 


Habitat/Society: Having attained 20th level, defiler/psionicists can 
choose to undergo a bizarre and painful metamorphosis from human 
to dragon. Once begun, the metamorphosis cannot be stopped 
except by the characters death. 

All sorcerer-kings of the Seven Cities are at least 2Ist-level 
dragons. Though the monarchs have pursued these powers for many 
centuries, they are only becoming dimly aware that a similar process 
can also occur with especially powerful preservers (see Avangion). 
Many are still sceptical. 

From the 25th through 29th levels, the ascending dragon goes 
through a terrible rampaging period, brought on by the incredible 
pain that wracks its body during these final stages. No longer man 
but not yet a dragon, its need to end the process drives it nearly 
mad. Its original reason is superseded by an indomitable lust for 
destruction. The dragon destroys vegetation and animals that do not 
directly serve its quest for power and advancement. 


Ecology: Defilers who have earned sufficient experience points 
to advance to the next stage must successfully cast the defiler 
metamorphosis spell. Once cast, the defiler’s physical form mutates 
drastically, becoming less human and more dragon. 

The exact material components, preparation time, and casting 
time differ depending on the level the defiler is about to achieve. 
The spells are grouped by level into low, middle, high, and final 
metamorphosis. 

Low (2Ist, 22nd, and 23rd level): The defiler is merely 
beginning the metamorphosis. The preparation for casting at these 
levels requires access to ancient documents, tablets, and scrolls 
that have never been studied by another defiler. Such materials 
must be studied for at least eight hours every day for a year. The 
material components include vast riches (at least 10,000 cp worth 
of jewels, gems, coins, or artistic treasures), a huge structure where 
the transformation takes place, and at least 1,000 Hit Dice of living 
creatures for the life-leeching process. The riches vanish and the 
creatures are slain one heartbeat after the defiler begins casting. The 
spell is cast from within the structure where the caster will actually 
transform. No other beings may be present at the instant of casting, 


Spells 

Move MR I 2 3 4 5 6 7 8 9 J0 
2 Nil 5 5 5 5 5 4&4 4 4 2 I 
? Nil 5 5 5-5 5 5 oh 4 3 T 
? Nil S. g Sb S S&S S o DB. 2 
15 Nil 5 5 & fF 5 5 5S & 4 2 
15 Nil 5 5 & FS FS 6 Sb S&S BS 2 
15° Nil 6 6 6 6 5 5 5 5 5 3 
15° Nil 6 6 6 6 6 6 6 5 5 3 
15° 20% 6 6 6 6 6 6 6 6 6 3 
15> 40% 7 7 7 7 6 6 6 6 6 4 
15° 80% 7 7 7 7 7 7 7 6 6 4 


I can only be hit by +I or better magical weapons 

2 can only be hit by +2 or better magical weapons 

a now has a jumping movement rate of 6 

b now has a flying movement rate of 18 (C) 

c now has a flying movement rate of 45 (A) 

Note: Regardless of level, a dragon saves as a 2I+-level wizard. 


Middle (24th, 25th, and 26th level): The preparation time 
extends to two years. During this time, the caster visits a powerful 
creature on an elemental plane for three days of every 15. The 
material components include fewer riches (at least 5,000 cp) but 
more living creatures (no fewer than 2.000 Hit Dice). A new 
structure must be built, which can be used for all three middle-level 
transformations. 

High (27th, 28th, and 29th level): The high levels of dragon 
metamorphosis must take place on either an elemental or the Astral 
Plane. No structure or riches are required, but the caster must 
travel to the plane of choice with no fewer than 200 Hit Dice of 
living creatures from the Prime Material Plane. The living creatures 
must be no fewer than I0 Hit Dice each and must willingly travel 
to the plane and participate (ie, die) in the casting. Casting time is 
24 hours, and at least three powerful beings from that plane must 
cooperate for that time. 

Final (30th level): This stage requires no preparation time and 
but a single material component: the slain body of a good creature 
defeated in single combat. The victim must be intelligent, have at 
least 20 Hit Dice, and be capable of casting 9th-level wizard spells 
or 7th-level priest spells. The spell must be cast over the fallen 
victim within one hour of the defeat; the casting time is one turn. 


The Dragon of Tyr 


The Dragon of Tyr is a completely metamorphosed dragon of 
30th level. The great dragon is a ferocious animal with tremendous 
psionic powers. Because no contenders have challenged the authority 
of the great dragon in many centuries, common tradition has held 
that there is only one dragon. 

However, because the Tyr region is actually only a small part of 
a much larger world, there are probably other dragons in distant 
realms. Whether the great dragon is aware of other distant dragons, 
only it knows for certain. 


73 


Dragon, Borys 


CLIMATE/TERRAIN: — Any 
FREQUENCY: Unique 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 

DIET: Omnivore 
INTELLIGENCE: Supra-Genius (20) 
TREASURE: (H) 
ALIGNMENT: Lawful Evil 

NO. APPEARING: I 

ARMOUR CLASS: 30 


MOVEMENT: 

HIT DICE: 

ATTACK (CMB/CMD): 
NO. OF ATTACKS: 


15, Fl 45 (A), Jp 6, Br 6 
61d4+10 (376 hit points) 
+30 (+34/47) 

4 + breath weapon or spell 


& psionic 
DAMAGE/ATTACK: 2d10+15 (x2)/4d12/5d10 
SPECIAL ATTACKS: See below 
SPECIAL DEFENCES: See below 
MAGIC RESISTANCE: 80% 
SIZE: G (40 tall) 
MORALE: Fearless (20) 
XP VALUE: 42,000 
PSIONICS: +35, PSPs 768, MAC 25 
Powers: Ist level—animate shadow, ballistic attack, conceal 


thoughts, detect life, detect magic, detect poison, detect psionics, 
displacement, ego whip, expansion, reduction, 2nd level—aura 
sight, body equilibrium, chameleon power, combat mind, control 
temperature, ESP, heightened senses, flesh armour, object reading, 
precognition, send thoughts thought shield, 3rd level— danger sense, 
detect ethereal, detonate, dimensional door, ectoplasmic form, life 
draining, mind thrust, mindlink, psychic blade, psychic messenger, 
soften, telekinetic flight, tower of iron will, 4th level—cause decay, 
control body, dimensional walk, energy containment, id insinuation, 
identity penetration, mind blank, scrying, sensitivity to observation, 
superior invisibility, suspend animation, teleport lock, 5th level— 
complete healing, death field, dimensional screen, domination, gird, 
mental barrier, mindwipe, phase object, probability travel, probe, 
psychic drain, summon planar creature, synaptic static, telekinesis, 
teleport, teleport trigger, true sight; 6th level—aging, aura alteration, 
banishment, (l esser), fortress, 
invincible foes, overland flight, psionic blast, psychic restoration, 


disintegrate, empower intellect 
revivify, scrying trap, suppress magic, teleport other, wrench, 7th 
level—anticipatory vision, astral projection, dream travel, empower, 
evade blast, mindflame, regenerate, time shift, ultrablast; 8th 
level—hAypercognition, mass domination, mind bar, psychic crush, 
teleport (mass), time travel, Oth level—cosmic awareness, elemental 
composition, megakinesis, psychic surgery, wormhole. 
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Spells: Ist level—charm person, friends, gaze reflection, hypnotism, 
magic missile (3), shield, sleep, chill touch, 2nd level— blindness, 
forget, locate object, mirror image, orb of power, ray of enfeeblement, 


scare, shatter, spectral hand, web; 3rd level—dispel magic, empower 
orb, hold person, suggestion, feign death, hold undead, protection 
from magical blunt weapons, protection from magical edged weapons, 
protection from magical missiles, vampiric touch; 4th level— confusion, 
emotion, fumble, contagion, enervation, polymorph other, polymorph 
self. psionic dampener, psionic tracer, 5th level—advanced illusion, 
chaos, domination, feeblemind, animate dead, magic jar, steal energy, 
6th level—antimagic shell, contingency, eyebite, improved haste, mass 
suggestion, death spell, reincarnation, 7th level—doom legion, open 
the gray portal, shadow walk, control undead, finger of death, power 
word stun, spell turning, 8th level— binding, mass charm, maze, 
obsidian death, screen, sink 9th level—Mordenkainen’s disjunction, 
energy drain, foresight, power word kill, prismatic sphere, time stop, 
10th level—advanced domination, dome of invulnerability, rift, wall 


of ash. 


Fortunately, there is only one fully transformed dragon in the Tyr 
Region, and perhaps in the entire world of Athas. Known simply as 
the Dragon, it is tall and thin, with a gnarled bone structure and 
swollen, bulbous joints. Its appearance is reptilian in many ways: 
it has a long, snake-like neck, whip-like tail, and scaly hide. Yet it 
walks on two legs, its hands have long, well-developed fingers and 
thumbs, its bone structure seems faintly humanoid, and its head is 
long and narrow, with a distinctly mammalian appearance. 

The Dragon’s true identity is Borys, one of the Champions of 
Rajaat. None save the sorcerer-kings know this and they guard this 
secret out of fear and loyalty. 


Dragon, Borys 


Combat: The Dragon is a terror in combat. It can attack 
simultaneously with its massive claws (2dI0+I5), its fang-filled 
mouth (4d12), and its whip-like tail (5d10). In addition to its melee 
attacks, the Dragon can use one psionic power and cast one magical 
spell per round. For purposes of determining psionic power and spell 
effects, it is treated as 30th-level psionicist and a 30th-level defiler. 
The Dragon’s saving throw numbers are always “2”. 

Three times a day, the Dragon can breath a cone of superheated 
sand during a round instead of using its psionic powers and casting 
a spell. This cone is five-feet wide at the base, fifty-feet long, and 
a hundred feet in diameter at its far end. The cone does 25dI2 
damage, which is treated as both heat and abrasive damage. 

The Dragon can be hit only by +2 or better magical weapons. If 
these are not made of metal, the Dragon suffers only 1/2 damage 
from the attack. Each round, the Dragon automatically regenerates 
10 hp. The Dragon has an 80% magic resistance to all spells cast 
against it. 
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The Dragon usually attacks like a hunter, first stalking and then 
chasing down its prey. Next, if its opponent consists of a large 
group of individuals, it attacks with its death field psionic power, 
but if the opponent is only a handful of individuals, it attacks them 
individually with its life draining power. 

The Dragon uses its breath weapon only as a last resort, for it is 
so destructive that nothing usually remains of any prey that it hits. 


Habitat/Society: The Dragon wanders over all parts of Athas, 
usually alone. Occasionally, it visits a sorcerer-king, leaving disaster 
and chaos in its wake. 


Ecology: None. The Dragon is a force of nature, a living engine 
of destruction. It concerns itself with inscrutable designs, dividing 
its time between the lands of Athas and its city, Ur Draxa, in the 
Valley of Dust and Fire at the heart of the Sea of Silt. 


Dragon, Dregoth 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANISATION: 


New Giustenal 


Unique 
Solitary 


ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 


Any 
Nil 
Supra-Genius (20) 


TREASURE: 
ALIGNMENT: 
NO. APPEARING: 
ARMOUR CLASS: 
MOVEMENT: 


H 

Chaotic Evil 
I 

28 

15, Fl 18 (C) 


HIT DICE: 


ATTACK (CMB/CMD): 


NO. OF ATTACKS: 


56d4+10 (346 hit points) 
+27 (+31/44) 
4 + breath weapon 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


QdIO+I0 (x2)/4d12/5d10 
See below 
See below 


MAGIC RESISTANCE: 


40% 


SIZE: 
MORALE: 
XP VALUE: 38,000 

PSIONICS: +33, PSPs 726, MAC 24 


Powers: Ist level—conceal thoughts, displacement, ego whip, 


G (30 tall) 
Fearless (20) 


empathy, know location, detect poison, detect spirits, sense link, 
synesthete, 2nd level—aura sight, aversion, biofeedback, body 
equilibrium, chameleon power, control flames, control sound, control 
temperature, daydream, ESP, heightened senses, intensify, invisibility, 
know course, levitation, mind over body, object reading, precognition, 
send thoughts, 3rd level—all-round vision, awe, create object, danger 
sense, detonate, dimensional door, double pain, enhancement, inertial 
barrier, life draining, mind thrust, mindlink, post-hypnotic suggestion, 
psychic messenger, shadowform, soften, 4th level—animate object, 
cause decay, control body, dimensional walk, energy containment, id 
insinuation, identity penetration, immovability, metamorphosis, mind 
blank, scrying, suspend animation, time/space anchor, truthear, 5th 
level—complete healing, death field, domination, environmental 
adaptation, mental barrier, mindwipe, phobia amplification, probe, 
psychic drain, summon planar creature, synaptic static, telekinesis, 
teleport, teleport trigger, 6th level—aura alteration, banishment, 
disintegrate, intellect fortress, invincible foes, psionic blast, wrench; 
7th level—astral projection, dream travel, ultrablast, 8th level—mass 
domination, mind bar, psychic crush; 9th level—cosmic awareness, 
megakinesis, wormhole. 


Spells: Ist level—burning hands, change self, charm person, chill 
touch, magic missile x3, protection from good, shield x2; 2nd level— 
blindness, fog cloud, improved phantasmal force, melfs acid arrow 
x2, ray of enfeeblement x2, shatter, x2 stinking cloud, 3rd level— 
dispel magic x3, fireball, hold person, lightning bolt, protection from 
normal missiles, vampiric touch, wraithform; 4th level—dimension 
door x2, fire shield, minor globe of invulnerability x2, phantasmal 
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killer, curse, wall of fire x2, wizard eye; 5th level—chaos, cone of 
cold, feeblemind, shadow magic, telekinesis, wall of force, 6th level— 
death spell, disintegrate, eyebite, invisible stalker, mass suggestion, 
flesh to stone, 7th level—finger of death, limited wish, power word 
stun, reverse gravity, teleport without error, vanish; 8th level— 


demand, mass charm, maze, polymorph any object, power word 
blind, prismatic wall; 9th level—energy drain, meteor swarm, power 
word kill, temporal stasis; 10th level—abrasion, defiling regeneration, 
mass fanaticism, rift. 


The Dread King Dregoth was killed almost 2,000 years ago by the 
combined powers of seven sorcerer-kings. Shortly thereafter, Dregoth 
rose as the undead dragon king. While Dregoth is a unique being, 
his new state is very similar to that of a kaisharga, a lich-like creature 
native to Athas. He has existed in this state since the day of his 
return, neither dead nor alive, neither fully human nor fully dragon. 

In life, Dregoth was a 29th-level dragon, on the verge of achieving 
the final stage of metamorphosis. He had been a champion of Rajaat 
the War-Bringer, a general in the devastating Cleansing Wars that 
laid waste to the world. When it became clear the War-Bringer was 
going to betray his champions, Dregoth helped imprison Rajaat. 
Once Rajaat was safely locked away, Dregoth helped the other 
champions (now sorcerer-kings) turn Borys into the Dragon of Tyr 
to guard over the War-Bringer’s prison. 

Fearing that the insanity that affected the transformed Borys 
would soon affect Dregoth (who was next in line of the remaining 
champions to become a full dragon), the sorcerer-kings decided to 


Dragon, Dregoth 


destroy the Dread King of Giustenal. They ambushed him in his 
own palace, battering him with the Way, pounding him with spells, 
and even striking him with weapons and fists. Dregoth fought as 
best he could, but the seven struck without warning, He died, and 
his city died with him. 

Dregoth now rules a city far removed from the light of the crimson 
sun — the city of New Giustenal. He looks much like he did in 
life, one step removed from a full dragon. He is 30 feet long and 
weighs 20,000 pounds. He has a dragon’s form, with wings, scales, 
a tail, claws, and a devastating breath weapon. This form was badly 
damaged by the attack of the sorcerer-kings. So, Dregoth’s wings are 
torn, his body still wears the wounds inflicted upon it, and gaping 
holes show exposed bone in many places. The armoured skin that 
remains is stretched thinly over the skeleton beneath. His eyes, like 
the eyes of all kaisharga, burn with green fire. 

Dregoth can understand and speak all languages. 


Combat: In addition to the psionics and spells of a 29th-level dragon, 
Dregoth has the abilities of a kaisharga. He uses a devastating claw/ 
claw/bite attack that causes 2d10/2d10/4dI2 points of damage. 
The claw attacks receive an additional IO points of damage due 
to Dregoth’s great strength. He can unleash a breath weapon that 
causes 20dI2 points of damage to everything in its path. The 
searing cone is 5 feet wide at the base, 50 feet long, and 100 feet 
wide at the end. His tail can attack for 5dIO points of damage. 
Dregoth’s undead nature gives him a chilling touch that does IdIO 
points of additional damage. Characters touched need to save versus 
paralysation or be paralyzed until the condition is dispelled. 
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The undead dragon king projects an aura of fear. It has a 60-foot 
range and affects creatures of 8 HD or less. These must make saving, 
throws versus spells or flee in terror for 5d4 rounds 

Dregoth can only be hit by +2 or better magical weapons. He is 
immune to charm, sleep, enfeeblement, polymorph, cold, electricity, 
insanity, and death spells. He makes all saving throws as a 2Ist-level 
wizard. Even though he is undead, Dregoth cannot be turned. 


Habitat/Society: Dregoth rules the city of New Giustenal, which 
is located far below the ruins of the ancient city of Giustenal. He 
created both types of dray, though he banished the first generation. 
The second generation dray serve him and worship him as a god. 
When Dregoth isn’t locked inside his Dread Palace, he wanders the 
planes seeking ways to become a true god. This is his quest, though 
he doesn’t know that godhood is impossible to achieve on Athas. 

Dregoth never appears to his citizens in his true form. Instead, he 
wears one of two false forms in front of the masses. The first of these 
forms is that of a tall, regal dray. This is what most of the people 
of New Giustenal believe their god-king looks like. The second 
form, used on very rare occasions, is that of a living 29th-level 
dragon. This form is modelled after Dregoth’s true form before it was 
corrupted by undeath. A combination of magic and psionics, much 
of it imbued in the amulets and rings Dregoth wears, maintains the 
illusory forms, though the Dread King can drop or shift between 
them at will. 


Ecology: None. Dregoth is an undead creature and now lies outside 
the natural order of life on Athas. 


Dragon, Farcluun 


CLIMATE/TERRAIN: Any 
FREQUEN CY: Unique 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 

DIET: Omnivore 
INTELLIGENCE: Genius (17-18) 
TREASURE: E (in lair) 
ALIGNMENT: Lawful Evil 
NO. APPEARING: I 

ARMOUR CLASS: 25 
MOVEMENT: 15 

HIT DICE: 35d4+10 (I8I hp) 


ATTACK (CMB/CMD): +10 (+10/23) 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK: IdI2 (dragonblade) 
SPECIAL ATTACKS: Spells, psionics 
SPECIAL DEFENCES: 
MAGIC RESISTANCE: 


Spells, psionics 


Nil 


SIZE: M (6 1/2’ tall) 
MORALE: Fanatic (17-18) 

XP VALUE: 20,000 

PSIONICS: +25, PSPs 440, MAC 23 


Powers: Ist level—ballistic attack, detect psionics, displacement, 
ego whip, martial trance, project force, 2nd level—body weaponry, 
combat mind, control temperature, precognition, thought shield, 3rd 
level—all round-vision, danger sense, detonate, dimensional door, 
enhancement, inertial barrier, life draining, mind thrust, mindlink 
4th level—dimensional walk, id insinuation, scrying, suspend 
animation; 5th level—control wind, death field, domination, gird, 
psionic inflation, psychic drain, teleport, 6th level—aging, aura 
alteration, banishment, psionic blast, teleport other, 7th level—dream 
travel, split personality, time shift, ultrablast, 8th level—psychic crush, 
stasis field; 9th level—elemental composition, megakinesis. 

Spells: Ist level—burning hands, charm person, magic missile 
(2), shield, unseen servant, wall of fog; 2nd level—blind, detect 
invisibility, hypnotic pattern, invisibility, orb of power, ray of 
enfeeblement, Tasha’s uncontrollable hideous laughter, 3rd level— 
dispel magic, fireball, lightning bolt, spectral forces, vampiric touch, 
wraithform, 4th level—Evard’s black tentacles, ice storm, psionic 
dampener, stoneskin, wall of fire, 5th level—animate dead, cone 
of cold, feeblemind, shadow magic, wall of iron; 6th level—chain 
lightning, death fog, globe of invulnerability, improved slow, Otiluke’s 
freezing sphere, 7th level—conjure greater elemental, doom legion, 
finger of death, sands of time, 8th level—Bigby’s clenched fist, 
incendiary cloud, mind blank, obsidian death; 9th level—energy 
drain, power word kill, time stop; 10th level—abrasion. 


Farcluun is a minor dragon in the scheme of things. But, like 
all dragons, he dreams of becoming much more powerful and of 
someday seizing control of a city-state. 
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Most of the time, Farcluun disguises himself as a powerful human 
male around 6 1/2’ tall with long black hair. This effect is produced 
by a special amulet he created himself. The disguise is virtually 
impenetrable by anyone save a more powerful dragon. However, the 


disguise does not alter his mass, which anyone who tries to lift or 
otherwise move him will quickly find out. 

While a man, Farcluun gained a reputation for cruelty rivalled 
by few others. To fuel his transformation he rounded up an entire 
tribe of halflings and had them burned alive. Though some wouldn't 
fault him (halflings are savage cannibals, after all), the act was still 
undeniably cruel. This sadistic streak did not lessen as Farcluun 
gained power, but rather increased. Those who cross him should 
spend the rest of their lives looking over their shoulders for reprisals. 

As with all his endeavours, Farcluun is treating the recovery of the 
black waters scroll like a military campaign. He wishes nothing to 
go awry and will do everything in his power to regulate and control 
the project to avoid mishaps. 


Combat: Farcluun is very canny in combat, but will try to stay 
out of physical confrontation if he can avoid it. If forced to fight, he 
uses a sword he had specially forged for his enhanced strength and 
mass. This dragonblade looks like a normal short sword, but in fact 
does IdI2 points of damage and can’t be used by normal beings. 

Farcluun far prefers the use of psionics and magic and will 
use them to dispatch foes whenever possible. The DM should be 
ruthless in playing him. He is one of the most powerful creatures 
the characters are likely to encounter and should be treated as such. 
Killing Farcluun should be a major accomplishment. 


Drake 


General Information 


Drakes are gargantuan, reptilian monsters that use Athas as their 
personal hunting grounds. Drakes comprise a very powerful, non- 
intelligent group of creatures on Athas. However, they are not 
stupid. If natural instinct, cunning, and ferocity were measurable, 
drakes would surpass many other creatures. They are feared for their 
size, speed, and devastating abilities in combat, the latter due, in 
great part, to their very powerful psionics. Many on Athas consider 
the drakes to be second only to the Dragon in this category. 

Drakes are not natives of Athas. The first drakes used tremendous 
psionic powers to travel from their home elemental planes to Athas, 
where they found a world much to their liking. Many generations of 
drakes have been born on Athas since that time. 

Humans and humanoids comprise the mainstay of their diet. They 
will eat inix and mekillots when available and erdlu if necessary. 
Drakes prefer the taste of carnivore flesh over any other type of meat. 


Combat: Although powerful psionicists, most drakes prefer physical 
combat. All drakes have claw/claw/bite/tail lash attacks, psionics, 
and a breath weapon (useable once per day). Air drakes also have a 
wing-buffet attack. In combat drakes tend to focus all of their attacks 
on a single target, killing it and then moving on to the next. 

Drakes use their claws for locomotion and digging hovels. A drake 
must use its claws regularly or the nails will grow too long and curve 
inward into the footpads. Drakes do not always kill their food before 
eating it. Damage caused by the claw attacks varies by drake type. 

Drakes do not hesitate to use their bite attack, especially if the 
strike could be the killing blow. If a successful bite attack roll 
exceeds the required number by four or more, drakes will clamp 
their victims within their jaws and then shake their heads from side 
to side with all of their might. This action doubles the damage 
caused by the first attack. 

As long as the victim remains alive, the drake will continue this 
action, scoring automatic damage each round equal to the original 
bite damage (before being doubled). If possible, the drake will 
swallow the dead or injured victim and move on to another treat. 
Digestive acids begin their work on the following round causing 
1d20 damage per round (with no saving throw allowed) until the 
victim has been digested. Personal items must make saving throws 
versus acid or also be destroyed. 

The tail attack of the drake can be the most devastating. Lashing 
its tail in a side-to-side sweeping motion, the drake can hit objects 
that it cannot even see at no penalty. (The tail lash is considered an 
area attack and not an attack against an unseen target, hence no -4 
penalty.) Any creature struck by the tail lash regardless of size must 
save versus petrification or be stunned for Id6 rounds. The damage 
caused by the tail lash varies among the types of drakes. 

All drakes have the ability to make an elemental attack, which 
takes different forms according to the drake. Fortunately, drakes can 
only use this terrible ability once every I5 days, as it takes that long 
for them to recreate the elemental effect (see below). The effect varies 
between the different drakes, but the result is always devastating. 

The greatest power of the drake is its innate psionics. Drakes 
possess various psionic powers that always manifest themselves with 
no PSP loss affecting any of the drakes’ other psionic abilities. 
These natural psionic powers are the same for all the varieties of 


drakes. They are: 
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Clairsentience: danger sense, detect spirits, radial navigation. 

Psychokinesis: inertial barrier. 

Psychometabolism: cell adjustment, environmental adaptation, 
heightened senses. 

Note that the drakes’ environmental adaptation power, which 
allows them to adapt to a single, pre-selected, hostile environment, 
is automatically linked to their elemental identification, be it air, 
earth, fire, or water. 

The innate abilities function as the psionic powers of the same 
name, described in Chapter Eleven of the Dark Sun Campaign 
Guide. These abilities, coupled with each drake’s individual psionic 
powers, make them deadly foes. 


Habitat/Society: Drakes are mysterious creatures. Few people 
believe they really exist. Even fewer have ever seen one, and very few 
of those have lived to tell about the experience. Hunting drakes is a 
challenge for the foolhardy or suicidal in Athasian society. However, 
on rare occasions drakes do succumb to old age or illness and pass 
on. No one knows how long a drake lives, and few of them have 
ever been killed. 

A drake’s habitat is dictated by his home elemental plane. Earth 
drakes, for instance, can find a home virtually anywhere on Athas, 
but prefer rocky areas and mountains to the open sands. Air drakes, 
as well, know few limitations, and can ride the winds from the 
Ringing Mountains to the Sea of Silt and beyond - their lairs are 
usually high in the mountains. Fire drakes can live in the arid sands, 
but are always on the lookout for volcanoes or hot springs — they'll 
even set a forest on fire to bask in the comfort of the flames for a 
time. Water drakes are the most limited on Athas, preferring ponds 
and other bodies of water to make their homes. 

The drake’s actual lair is never actually an open space — there 
are few open spaces back on their home planes. Drakes are more 
comfortable when surrounded, literally, with their home element. An 
earth drake, for instance, does not live in a vast cavern, as one might 
think, but instead in a very cramped, tight space in which he barely 
fits - and he’s right at home. Consequently, drake lairs are more 
difficult to penetrate than the lairs of other large creatures. 

Several of those who have seen drakes have mistaken them for the 
Dragon itself. Rumours about multiple dragons are rampant through 
Athas - that there may be several true dragons - but these are 
usually dismissed. Several so-called additional dragon sightings have 
been discovered to be drake sightings instead. 

Other natives of the drake’s elemental plane tend to look down 
on them as deserters or creatures who abandoned the pure elements 
for this lesser plane. Encounters between drakes and other elemental 
beings are always tense, often unpleasant, and sometimes violent. 
Drakes never return to their native planes. Most, in fact, have 
never been there, being the descendants of drakes who immigrated 
to the Prime Material Plane centuries ago. Elementals and drakes 
from the same plane almost always come to blows when they meet 
on the Prime Material Plane. Oddly, contact between elemental 
beings from different planes is perfectly normal with none of the 
aforementioned animosity. 

At their highest levels, psionicists who master telepathy can 
become powerful beast masters, and among their favourite psionic 
beasts are drakes. Details on the beast mastery psionic power and 
the relationship with beasts that it can create are presented in the 


Dark Sun Campaign Guide. 


Drake 


Ecology: The hide of a drake can fetch an enormous price on the 
trading market. It can also result in a death penalty. The hides, 
teeth, claws, and blood are of such value that some sorcerer-kings 
forbid their sale. They have instructed templars to confiscate any 
such items that appear in the market in the name of their sorcerer- 
king. Because drakes are so rare it is easy for templars to claim the 
item was stolen from the sorcerer-king and have the seller put to 
death. Elves, of course, defy these edicts at every turn, and make a 
fair profit selling drake materials while just one step ahead of their 
templar pursuers. 

Drake hide makes excellent leather, hide, or scale armour. The 
armour receives an AC bonus equal to the drake’s AC minus 20 
(ie, leather is AC +2; if made from the hide of an air drake whose 
AC was 22, then the air drake leather armour would have a total 
Armour Class bonus of +4). 

A drake produces enough hide to make three suits of leather, two 
suits of hide, or one suit of scale armour. 

The teeth and claws of drakes make excellent weapons; although 
not magical, they are considered +2 because of the ivory’s strength 
and sharpness. The blood of the beast is also valuable as it is used 
in certain alchemical solutions. 

Beyond these truly useful items, folklore holds that just about 
any portion of a drake’s carcass holds a great deal of magical luck. 
Disreputable elven hawkers push a variety of lucky tokens fashioned 
from drake parts, but only under the table in a special place, out of 
the templars’ sights. Most are hoaxes, but even those that are real 
have no real magical value. Despite this, drake amulets draw large 
prices from the ever hopeful of Athas. 


Drakes mate when the urge strikes them and not on a regular 
cycle. The male is then driven away and the female patiently waits. 
One, at most two, eggs will be laid, which hatch over a six-month 
period. The young drakes are almost always hungry and need 
constant care. They will grow from two to twenty feet in the first 
year, then 5’ each year thereafter until they reach their full size. 

Drakes are coveters and collectors. What and why they collect 
is known only to the individual drake. An earth drake may keep 
precious metals or covet thousands of small stones that are exactly 
the same size. An air drake may covet certain peaks (considering 
them property to collect) or like objects that float when they catch 
the breeze. A water drake might collect shiny things or things that 
hold water. No one knows what a fire drake collects, since they will 
destroy their “collection” rather than have a stranger view what it 
contains. An unarmed man confronting a drake still has one last 
chance - that is to offer the drake something that it would like to 
add to its collection. A grateful drake is likely to let someone go 
free who presents a bit of tribute. 
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Air Drake 


CLIMATE/TERRAIN: Mountains 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Carnivore 
INTELLIGENCE: Semi (2-4) 
TREASURE: Special 
ALIGNMENT: Neutral 
NO. APPEARING: I 
ARMOUR CLASS: 22 


MOVEMENT: 

HIT DICE: 

ATTACK (CMB/CMD): 
NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 


9, Fl 30 (B), Jp 6 

25+9 (170 hit points) 

+26 (436/46) 

4 
1d8+10/1d8+10/3d8/3d10 


Bite/swallow, elemental, 


psionics, tail lash 
SPECIAL DEFENCES: Psionics 
MAGIC RESISTANCE: Nil 
SIZE: G (25+ long) 
MORALE: Fearless (19) 
XP VALUE: 34,000 
PSIONICS: +15, PSPs 150, MAC 17 


Powers: all-round vision, awe, body equilibrium, control winds, 
ESP, false sensory input, invisibility, levitation, mental barrier mind 
blank, mind thrust, psionic crush, synaptic static, telekinesis, tower 
of iron will 


Air drakes are the longest and leanest of the drakes. They have folds 
of loose skin that stretch between their front and back legs which 
unfold when they extend their legs creating a wing membrane. They 
are light of bone, contributing to their speed and agility. 

Air drakes are unpredictable, making them dangerous adversaries. 
They spend most of their time soaring the Athasian skies. 


Combat: Air drakes prefer to attack silently from the air and blind 
side their targets. They will use invisibility to get close enough to 
their prey to snare it. Failing that strategy, air drakes will use awe 
ability to gain initiative on their victim. From the air, the drake 
attacks with its two front claws (Id8 + 10) and attempts to lift its 
opponent high into the air. If the victim struggles, the air drake uses 
its bite attack (3d8), biting the victim and shaking its head from 
side-to-side with all of its might. This doubles the damage caused 
by the first bite attack. 

Once airborne, the air drake soars high and drops its prey. If the 
victim is Huge or Gargantuan, the drake will do a fly-by manoeuvre 
and attempt to strike with both front claws and tail (3d10). Air 
drakes especially hate psionic attacks. They will use synaptic static 
if a psionicist gets through its defences. 
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Air drakes can gate a 100-yard diameter tornado from the 
Elemental Plane of Air. Anyone caught inside is buffeted for 2d6 
damage (save versus breath weapon for half). The winds prevent 
flight and, depending on the terrain, may create a minor sandstorm 
if in contact with the ground, increasing damage to 3d6. The effect 
lasts one turn and can be used once every I5 days. 


Habitat/Society: Air drakes do not keep a single residence. They 
prefer a dozen or so “safe” areas. Because they move around so 
much, air drakes gather and horde few possessions and treasure. 
Often if they find an object which pleases them, they will store it at 
a lofty, inaccessible location. They will leave it and return to visit 
only when the mood strikes them. Little infuriates an air drake more 
than having one of these precious items stolen. 


Ecology: Air drakes soften their food before eating it by dropping it 
from a great height. They often choose crags for “tenderizing their 
meat”. If the prey can fly, the drake dives for the ground, releasing 
its victim at the last minute. Most creatures are unable to recover 
quickly enough. Spellcasters, psionicists, and creatures with magical 
flight have one round before impact. Creatures with Manoeuvrability 
Class A or B can avoid impact. Class C flyers may save vs. 
paralysation for half damage. Lower Manoeuvrability Classes do not 
have the ability to gain control quickly enough to save themselves. 

An average adult air drake can lift 1,000 pounds without difficulty. 
Heavier objects lower the drake’s Manoeuvrability Class one step 
per additional 200 pounds. 


Earth Drake 


CLIMATE/TERRAIN: — Any 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Carnivore 
INTELLIGENCE: Semi (2-4) 
TREASURE: Special 
ALIGNMENT: Neutral 
NO. APPEARING: I 
ARMOUR CLASS: 24 
MOVEMENT: 12, Br 6 
HIT DICE: 25+8 (175 hit points) 


ATTACK (CMB/CMD): +26 (+36/46) 

NO. OF ATTACKS: 4 
DAMAGE/ATTACK: IdI2+I2 (x2)/3d12/4d12 
SPECIAL ATTACKS: Bite/swallow, elemental, 


psionics, tail lash 


SPECIAL DEFENCES: Psionics 

MAGIC RESISTANCE: Nil 

SIZE: G (30’+ long) 
MORALE: Fearless (19) 

XP VALUE: 33,000 

PSIONICS: +15, PSPs 150, MAC 17 


Powers: animate object, awe, cause decay, combat mind, control 
temperature, detonate, expansion, false sensory input, id insinuation, 
immovability, intellect fortress, mind blank, molecular manipulation, 
psychic crush, reduction, sensitivity to psychic 
shadowform, soften, telekinesis, tower of iron will 


impressions, 


Often mistaken for an outcropping of rock, earth drakes are by far 
the physically strongest of the species. 

The gray, black, and brown creature is covered with thousands 
of small, spiny scales. The massive forelegs are designed for digging 
through solid stone. The hindlegs are equally as powerful and most 
often serve as anchors. Earth drakes’ tails are short but incredibly 
thick, which forces them to swagger when they walk. Their heads are 
wedge-shaped with overlapping scales to protect the earholes. The 
creature's eyes are inset and covered by two eyelids - a soft, airtight 
inner eyelid, and an outer, protective, scaly eyelid which shield the 
drake’s eyes when it is burrowing through the earth. 


Combat: Earth drakes are cruel hunters. They prefer to trap creatures 
in their lair and eat them at their leisure. A drake uses detonate 
and animate object to trap intruders before charging their target and 
attacking with powerful front claws (IdI2+12), then rending with 
their gaping maw (3d12). 

After the first bite, an earth drake will shake its head from side- 
to-side with all of its might, doubling the damage caused by the 
first attack. 
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Earth drakes are the only drakes that fight to the death, convinced 
that they are stronger than any opponent (except the Dragon). They 
can use physical attacks and one psionic attack simultaneously. 

Once every I5 days, earth drakes can gate 50-cubic-feet of solid 
matter in the form of dirt, stones, and boulders from the Elemental 
Plane of Earth. It is possible to move through this material from the 
elemental plane by either mining or brute force (using bare hands 
to dig free). 

The material must be gated onto a solid surface (it cannot be 
gated above the desired location and then dropped). Anyone caught 
inside the area can save vs. petrification to be thrown clear. A failed 
save means the victim is trapped and will suffer Id2 damage per 
turn and may suffocate if unable to get free. The material produced 
by this effect becomes a permanent fixture in its new location. 


Habitat/Society: Whether they dig into the bedrock beneath the 
desert sands or into a hillside, earth drakes always cover the front of 
their habitat with loose dirt. This creates a collapsible front entrance 
which the earth drake uses to defend its lair. Earth drakes resent 
the encroachments of humanity, and they especially dislike any type 
of permanent buildings. An earth drake thinks nothing of travelling 
many miles in order to destroy man-made settlements. 


Ecology: Earth drakes enjoy a battle before a meal. The more fight 
a creature puts up, the better the drake will enjoy eating it. Earth 
drakes are known to dig themselves in along trading routes for 
opportunities to do battle and dine on mekillots. 


Fire Drake 


CLIMATE/TERRAIN: — Any 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 

DIET: Carnivore 
INTELLIGENCE: Semi (2-4) 
TREASURE: Special 
ALIGNMENT: Neutral Evil 
NO. APPEARING: I 
ARMOUR CLASS: 23 
MOVEMENT: 12, Jp 3 
HIT DICE: 20+8 (145 hit points) 


ATTACK (CMB/CMD): +21 (+31/41) 

NO. OF ATTACKS: 4 
DAMAGE/ATTACK: IdIO+10 (x2)/3d8/4d8 
SPECIAL ATTACKS: Bite/swallow, elemental, 


psionics, tail lash 
SPECIAL DEFENCES: Psionics 
MAGIC RESISTANCE: Nil 
SIZE: G (25+ long) 
MORALE: Fearless (19) 
XP VALUE: 28,000 


PSIONICS: +15, PSPs 150, MAC 18 


Powers: awe, control flames, control light, control temperature, 
displacement, double pain, ectoplasmic form, ego whip, energy 
containment, false sensory input, inflict pain, mass domination, 
mental barrier, mind blank, mindlink, psychic crush, shadowform, 
synesthete, telekinesis, thought shield 


Fire drakes are the most evil and malicious of the drakes. They enjoy 
inflicting pain for the pleasure of watching their victims writhe in 
agony. Their greatest delight is torturing a potential “meal”. 

Fire drakes are large and spiny, with pebbled skin. Each “pebble” 
on their hide is actually a scale. They are mottled red-and-black, 
like the embers of a fire, and their skin is very glossy. Their front 
legs are smaller with very sharp claws, while the back legs are longer 


and thicker. 


Combat: When engaged in combat, fire drakes make snorting 
sounds often taken for laughter. Fire drakes enjoy using inflict 
pain or double pain on their victims. Their ability to create and 
control fire makes them dangerous to delvers who enter lairs with 
fire-based light sources. Their claws (IdI0+I0), teeth (3d8), and tail 
(4d8) make fire drakes formidable foes. If possible, the fire drake 
will bite an opponent and use the victim as a shield to deflect 
incoming blows. This is not so much a standard defence as it is an 
amusement for the fire drake. 

If threatened, a fire drake will use shadowform or ectoplasmic 
form to flee. 
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Fire drakes can gate a 50° diameter sphere of fire from the 
elemental plane of fire once every I5 days. The fire burns for 
1d6+4 rounds. Anyone in the affected areas must save vs. breath 
weapon or take 4dI0 fire damage per round (save for half). 
Combustible material ignites and anyone holding or wearing such 
items suffers an additional 3d6 damage (save versus breath weapon 
for half). Combustible materials within 10’ of the flames must save. 
Unprotected and nonmagical metal within the fire becomes super- 
heated and melts within 2 rounds. Those carrying or wearing such 
items suffer 2d4 worth of damage in the first round and 3dI0 in 
following rounds (for the duration of the flames). 


Habitat/Society: Fire drakes live near natural volcanic action or 
areas where they can bask in the hot Athasian sun. At night, they 
retreat to an area of safety or bury themselves under the hot sand 
to insulate themselves from the cool evening, air. They are equally at 
home in the moist heat of the Hinterlands and the dry desert wastes. 


Ecology: Fire drake hide is a valuable components for fire-based 
magic, and is shed once every three years or after being damaged, 
and new scales begin to grow underneath. 

Fire drakes are carnivores, feeding mostly on humanoids, kanks, 
and other animals. They will eat erdlu only after the creature has 
been burnt. The hide of the fire drake is the most highly prized of 
all the drakes as it tends to make the wearer immune to some of 
the sun’s devastating effects - see the Dark Sun Campaign Guide 
for details. 


Water Drake 


CLIMATE/TERRAIN: Am 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Carnivore 
INTELLIGENCE: Semi (2-4) 
TREASURE: Special 
ALIGNMENT: Neutral 
NO. APPEARING: I 
ARMOUR CLASS: 21 
MOVEMENT: 12, Sw 15 
HIT DICE: 20 (140 hit points) 


ATTACK (CMB/CMD): +20 (+30/40) 

NO. OF ATTACKS: 4 
DAMAGE/ATTACK: 1d8+10 (x2)/4d6/3d10 
SPECIAL ATTACKS: Bite/swallow, elemental, 


psionics, tail lash 


SPECIAL DEFENCES: Psionics 

MAGIC RESISTANCE: Nil 

SIZE: H (20’+ long) 
MORALE: Fearless (19) 

XP VALUE: 28,000 

PSIONICS: +15, PSPs 150, MAC 17 


Powers: banishment, body equilibrium, chameleon power, control 
body, detect poison, dimensional door, dimensional walk, dream 
travel, ESP, invisibility, mental barrier, mind blank, mind thrust, 
psionic drain, psychic clone, psychic crush, scrying, telekinesis, 
teleport, time shift, tower of iron will, wrench 


The water drake is the most elusive of all drakes. This is due mostly 
to the hatred they hold for what humanity has done to Athas, but 
also because large bodies of water are now extremely rare on the 
blasted world of Athas. 

Water drakes are pale, gray-blue in colour, with a blow hole at 
the back of their heads. They are slim, with four webbed feet that 
end in sharp claws. Their tails are thin and flat, providing excellent 
propulsion in water. 


Combat: If on land, water drakes will retreat into their water source 
and attack from it, if possible. Water drakes will often use a psychic 
clone to observe trespassers. After identifying the most powerful 
member of a party, the water drake attempts Lanishment in order 
to demoralize other group members. In melee their attacks are swift 
and fierce, bringing claws (Id8+I0) and jaws (4d6) to bear. Water 
drakes will use their sweeping tail attack (3dI0) if flanked. 

Once every I5 days, water drakes can gate a 30’ diameter sphere 
of water from the Elemental Plane of Water, with the following 
effects: 


dio 


Water Sphere Effect 


I-3 Solid ice - Save versus breath weapon or be trapped, taking 
1d4 cold damage per round and suffocating unless rescued. 
Only psionics can be used by trapped individuals to free 
themselves. If not on a flat, solid surface, the sphere will roll (6 
movement per 45 of incline). It floats on water. 


4-6 Fresh water - Save versus breath weapon or be knocked down 


and take Id6 damage. 


7-9 Boiling water - Same range as above; victims take 2dI0 burn 


damage (save for half). 


10 Steam - Same range as above; victims take 3d10 burn damage. 


Habitat/Society: Water drakes are reclusive and prefer as little 
contact with humanity as possible. They avoid intruders, but kill 
without hesitation humanoids who trespass upon their lair. Because 
of the horrors visited upon the planet by humanoids, water drakes 
have absolutely no regard for such life. They make their home near 
deep water; many guard passages to aquifers deep below the ground. 
Water drakes can smell water at a range of up to 15 miles and have 
a 95% chance of determining the amount of water available. Their 
webbed feet help them move large quantities of sand. 


Ecology: Although water drakes prefer food that has been washed 
or stored in water for a lengthy period of time, they will not hesitate 
to eat freshly-killed humanoids. Water drakes may be found all over 
Athas, although most make their homes in the Hinterlands. 
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Drake, Lesser 


General Information 


Lesser drakes are so named because of their psionic power compared 
to elemental drakes, rather than their size. Although they come 
from the paraelemental planes, they have lost all memories of their 
origins and are unable to return there. Their psionic powers are 
less developed than those of the elemental drakes, but they are 
formidable foes and have sufficient power to survive on Athas. 

Lesser drakes are carnivorous and prefer to eat erdlu or halfling 
over any other meat. The magma drake is fond of dwarf meat. 


Combat: Lesser drakes prefer physical combat over psionics. The 
exact form of the attack depends on the drake. 

Lesser drakes use all their efforts against a single opponent until 
that opponent is subdued. Sun drakes and silt drakes swallow their 
foes live, but magma drakes and rain drakes prefer food that is not 
alive. Any creature swallowed is attacked by the drake’s digestive 
fluids, receiving IdI10+5 points of damage per round. Inanimate 
objects dissolve in a few hours. Magical items must successfully save 
vs. acid or suffer the same fate. 

Lesser drakes fight well against their specific elemental drake foes, 
gaining a +2 on all attack rolls against these creatures. Lesser drakes 
battle the elemental drakes furiously until one or the other is dead. 

These titanic struggles can cause immense damage to the area in 
which they occur. Adventurers and others are well advised to avoid 
these contests, they are unlikely to survive to tell of it. 

Lesser drakes have no breath weapons or elemental attacks, but 
they all have a tail attack. This attack varies (see individual entries). 
Targets hit by a tail attack must successfully save vs. petrification at 
-2 or be stunned for Id6 rounds. 

Lesser drakes, except the silt drake, have innate psionic abilities 
that do not use PSPs. These powers are defensive and are not as 
fearsome as the elemental drakes’ powers. 

These powers are the same for all lesser drakes: 

Clairsentience: all-round vision, radial navigation. 

Psychokinesis: inertial barrier. 

Psychometabolism: environmental adaptation. 

A lesser drake’s environmental adaptation power is automatically 
linked to their paraelemental home plane. The innate abilities 
function as described in the Dark Sun Campaign Guide. They 


cost no points to invoke or to maintain. 


Habitat/Society: Although they are not common, many people 
have seen a lesser drake, and some have even lived to tell about it. 
Hunting the silt drake is an important ritual in aarakocra society. 
Hunting a lesser drake is not an undertaking to be treated lightly. 
Lucky hunters may catch an aging specimen and emerge victorious, 
but more likely, the drake devours the hunting party. The natural 
life span of a lesser drake is measured in decades rather than years. 

The habitat of a lesser drake is dictated in part by its origin on 
the elemental planes. The actual lair is hard to find, if it exists (the 
silt drake has no fixed lair) and is about twice as large as the drake 
and easily defensible from within. Lesser drakes get along well with 
creatures from their plane of origin but elemental creatures from 
other planes are almost always attacked as just another food source. 

High-level psionicists with beast mastery can attempt to master a 
lesser drake. Lesser drakes are less resistant to control and are more 
fearsome in physical combat. 
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Ecology: The hide of a lesser drake can bring a high price in the 
right market. It can also attract the attention of the templars who 
may mistake the hide for that of an elemental drake. Possession of 
an elemental drake’s hide is punishable by death, so a seller of lesser 
drake hides must be careful where he sells the hide. Possession of a 
lesser drake hide is not a punishable offense. 

Lesser drake hides make superior quality leather for armour and 
for luxury items, such as stuffed chairs. If the hide is made into 
armour it gives extra protection against specific attacks - see the 
Dark Sun Campaign Guide for full details. The teeth and claws 
of lesser drakes can also be made into weapons of high quality. 
Unscrupulous craftsmen often take the commission and then deliver 
the completed suit to the local templars or other officials. 

The digestive juices of lesser drakes can be used in fine metallurgy, 
or wherever corrosive liquids are required, but last only Id4+I days 
after the drake dies. The meat has an unpleasant taste for humans 
and demihumans. No other part of the lesser drakes is useful. 

Lesser drakes are very shy when it comes to mating. Twice a year 
they head for the most isolated parts of their chosen regions in search 
of a mate. Responsibility for incubation of the eggs is shared by both 
adults, but the male leaves as soon as the eggs hatch. Incubation 
takes three weeks. The young are very independent and leave their 
mother a few days after hatching. In that few days they dry out from 
the egg fluids, eat small chunks of meat provided by their mother, 
and learn to move about by whatever form is normal for their kind. 
The size of a young lesser drake triples or even quadruples in the 
first few days after hatching. After this initial spurt, lesser drakes 
grow 6 to 8 feet per year for about IO years. 


Magma Drake 


CLIMATE/TERRAIN: Any volcanic area 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 

DIET: Carnivore 
INTELLIGENCE: Low (5-7) 
TREASURE: Special 
ALIGNMENT: Neutral 

NO. APPEARING: I 

ARMOUR CLASS: 20 
MOVEMENT: 18, Br 6, Sw 12 
HIT DICE: 13 

ATTACK (CMB/CMD): +13 (+22/32) 
NO. OF ATTACKS: 4 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 


IdI2+6 (x2)/5d6/IdI12 


Swallow, constriction 


SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: G (60 long) 
MORALE: Champion (16) 

XP VALUE: 9,000 

PSIONICS: +13, PSPs 40, MAC 15 


Powers: danger sense, detect life, ego whip, inflict pain, intellect 
fortress, mind bar, mindlink, probe, radial navigation, synesthete, 
tower of iron will 


Magma drakes look like worms with two claws behind their heads. 
Their bodies are covered with thick scales in varying shades of red. 
The magma drake has two large black eyes set toward the top of its 
head and a flaring snout. The nose and eyes have protective flaps 
of very tough skin that close when the drake is swimming through 
molten lava. 


Combat: The magma drake attacks from below the surface, often 
leaping out of a pool of lava to surprise creatures as high as 20 feet 
above the ground. Creatures near the lava must make a Dexterity 
check or be spattered by lava for Id8 damage when the drake leaps. 


The first attack of a magma drake is its bite. With a roll of 4 
or more greater than the opponent's AC, the drake swallows any 
creature less than I2 feet long. Swallowed creatures cannot attack 
physically, but may use psionics. They start to take damage from the 
drake’s digestive juices after 2 rounds. 

Each of the claws inflicts IdI2+6 damage. The drake can lash 
out with its tail, inflicting IdI2 damage on a hit. Also, if the drake’s 
attack roll is 4 or more greater than the target's AC, the victim has 
been caught in the tail and may be constricted for an additional 
2d8 damage per round. A successful CMB check breaks the drake’s 
grip. 

A magma drake fights from within molten lava if it can. To 
attack a drake that is fighting in this way, an opponent must have 
the initiative, or the drake slips back into the lava before it can be 
attacked. If the optional weapon speed factors are used, the drake 
has a +12 modifier to its initiative roll. 


Habitat/Society: Magma drakes prefer to live in caverns in or near 
active volcanoes. They are at home in the lava and can survive 
submerged for as long as three hours. Magma drakes use their detect 
life power to locate prey. 

Magma drakes collect any object that is red in colour. They 
have a unique concept of value. They find red cloth most pleasing, 
but are constantly puzzled and infuriated by its lack of durability 
in the lava. They can be bribed with any red objects, but respond 
best to cloth. 

Magma drakes are the mortal enemy of earth drakes, which they 
hunt whenever possible. Magma drakes use their superior intelligence 
to offset the earth drakes’ greater psionic powers. They do not 
hesitate to attack an earth drake with psionics, nor do they hesitate 
to use mindlink to ask other creatures to aid. If magma drakes are 
victorious, they show gratitude toward any creature that aided them. 


Ecology: Magma drakes mate every other year. The female lays her 
eggs just beneath the surface of an active lava pool, attached to 
the edge so they don’t sink. Young drakes are self-sufficient a few 
minutes after hatching, 

The hide, teeth, and claws of a magma drake bring a high price 
in any market. However, obtaining these items might cost more in 
lives than is worth the effort. 


Rain Drake 


CLIMATE/TERRAIN: Verdant Belt 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 

DIET: Carnivore 
INTELLIGENCE: Average (10) 
TREASURE: Special 
ALIGNMENT: Any Neutral 
NO. APPEARING: I 

ARMOUR CLASS: 19 
MOVEMENT: 12, Sw 18 
HIT DICE: 14+6 
ATTACK (CMB/CMD): +15 (+19/33) 
NO. OF ATTACKS: 3 or 5 
DAMAGE/ATTACK: 2d6 (x2 or x4)/3d8 
SPECIAL ATTACKS: — Swallow 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: G (50° long) 
MORALE: Champion (15) 
XP VALUE: 7,000 
PSIONICS: +15, PSPs 30, MAC 15 


Powers: combat mind, detect life, domination, inflict pain, 
intellect fortress, mindlink, phobia amplification, psychic crush 


Rain drakes appear as large lizards with glistening silver scales and 
eel-like tails. They have long, pointed snouts and two black eyes 
set back in the head. Their front and hind legs are connected by 
loose flaps of skin that help them glide through the water. They have 
webbed feet and claws on all four limbs. 


Combat: Rain drakes attack with either two or four claws and a 
bite. Each claw inflicts 2d6 damage. If the combat is in a body of 
water, the drake can use all four claws, otherwise it rears up and 
crashes down on its victims. The crashing attack gains a +I bonus 
to hit and damage. Spears and other weapons can be set against 
this attack and treated as spears set against a charging opponent. 

Rain drakes’ bites inflict 3d8 damage. A roll of 4 or more greater 
than the target’s AC means the opponent has been swallowed 
whole. Swallowed creatures cannot attack physically, but can use 
psionic powers. The swallowed creature starts to receive damage from 
digestive juices after 2 rounds inside the drake. 

Rain drakes fight in water, if possible, and they can “swim” even 
in light rain. Although rain drakes cannot fly, they can use even a 
small amount of water to swim through the air. 

If rain drakes burst through the top of a rain cloud, they 
immediately take 2dI0 points of damage from the sun’s rays. Rain 
drakes are susceptible to attacks using heat or dehydration and 
might flee if such an attack is used on them. 
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Habitat/Society: Rain drakes loath water drakes. Rain drakes have 
several advantages over their enemies; they need less water to survive 
and manoeuvre, they are smarter, and they are faster. The racial 
hatred is sufficient to make rain drakes lose all concept of self- 
preservation. 

Rain drakes make their lairs in pools beneath waterfalls if they 
can, but any body of water is a possible lair. The lair usually is a 
water-filled grotto, but it may have a dry patch with an air pocket. 

Rain drakes can survive out of water for a few hours in the night 
or if any cloud cover is producing rain. They dehydrate if their hide 
is not wet. Rain drakes can smell water as far as IO miles away. 

The life span of rain drakes depends on the amount of water 
available, but their life is measured in centuries. Mating occurs once 
every 5 to IO years and only after rainfall. Unlike other drakes, rain 
drakes bear 1-2 young. Young drakes are sent out to find their own 
territory a few days after birth. 

Rain drakes like to collect items that resemble rain drops. 
Anything from glass beads to diamonds may be found in a rain 
drake’s trove. They have no concept of value - any piece of their 
treasure is as valuable to them as another. 


Ecology: Rain drakes are the top of the food chain in the water, as 
they are prey only for water drakes. They are the rarest of all the 
lesser drakes because they are limited to areas near water. Their 
hides, teeth, and claws are valuable commodities but they must be 
kept wet, or be specially treated once the drake is dead. 


Silt Drake 


CLIMATE/TERRAIN: Sea of Silt 
FREQUENCY: Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Day 
DIET: Carnivore 
INTELLIGENCE: Low (5-7) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: I-2 
ARMOUR CLASS: 16 
MOVEMENT: 6, Sw I8 
HIT DICE: 12 


ATTACK (CMB/CMD): +12 (420/30) 
NO. OF ATTACKS: g 


DAMAGE/ATTACK: 5d10/2d8 

SPECIAL ATTACKS: Swallow, constriction 
SPECIAL DEFENCES: See below 

MAGIC RESISTANCE: Nil 

SIZE: G (70 long) 
MORALE: Elite (13-14) 

XP VALUE: 7,000 

PSIONICS: +12, PSPs 40, MAC 15 


Powers: awe, chameleon power, death field, detect life, ego whip, 
id insinuation, mental barrier, mindlink, psychic drain, suspend 
animation, thought shield 


The silt drake is a long, sand-coloured serpent with a blunt head, 
two horns and a huge maw. The drake can unhinge its bottom jaw 
to open its mouth even wider for very large prey. 


Combat: The silt drake locates its prey with psionics. It prefers to 
swim through the silt below its prey and explode out of the dust at 
high speed. This attack gives a -4 to its opponent's surprise roll. If 
coming up from the depths of the silt, it can attack creatures as high 
as 30 feet above the ground. Fighting from the silt slows the drake 
to one attack every 2 rounds, but opponents suffer a -4 penalty to 
their attack rolls. If opponents wait for the drake to surface before 
attacking, they can attack only if they have a better initiative. A silt 
drake’s initiative modifier is only +6 when it attacks from the silt. 

A silt drake attacks with a bite (5dIO damage) and a crushing 
tail (2d8 damage). A roll of 4 higher than the target’s AC on a 
bite means it swallows any Medium or smaller opponent. Swallowed 
opponents take damage from digestive juices after 2 rounds. 
Swallowed creatures cannot attack, but may use psionics. 

When striking with its tail, a roll of 4 or more greater than 
the targets AC means the drake has wrapped its tail around the 
opponent and can constrict for 2d8 damage per round. A CMB 
check allows a victim to break free. To sever the tail, an opponent 
must inflict damage to it equal to one-fifth of the drake’s hit points. 


Habitat/Society: The silt drake is migratory and solitary with no 
permanent lair or territory. Once a year, a male drake issues a call to 
nearby females. If a female answers the call, she and the male mate 
then separate. She lays her eggs in the deepest parts of the Sea of 
Silt and abandons them. A clutch consists of 3-6 eggs, which hatch 
after four weeks. The young drakes immediately start out in search 
of food. Often, the most available food is the rest of the clutch. 

The horns on the silt drake’s head are sensory organs. The silt 
drake uses the horns to help it search for prey. 


Ecology: The silt drake attacks anything that moves, even silt horrors. 
These, and humans or demihumans are its only natural enemies. It 
is at the top of the food chain and only a silt horror will eat one. 
The silt drake has no treasure but its stomach sometimes contains 
an uncut gem. Its digestive juices dissolve metals, animal products 
(including leather), and plant matter (including cloth) in a few days. 
A silt drake’s teeth are prized by aarakocra as badges of courage. 
They can be used to make a knife by anyone with the skill to do it 
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Sun Drake 


CLIMATE/TERRAIN: Anw 
FREQUENCY: Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Day 

DIET: Carnivore 
INTELLIGENCE: High (13) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: I 
ARMOUR CLASS: 21 
MOVEMENT: 12, Fl 24 (C) 
HIT DICE: 17+5 
ATTACK (CMB/CMD): +18 (+27/40) 
NO. OF ATTACKS: 6 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 


2d6+6 (x4)/5d8/4d4 
Suffocation, dehydration, 


swallow 
SPECIAL DEFENCES: Nil 
MAGIC RESISTANCE: Nil 


SIZE: G (80 long, 60’ wingspan) 
MORALE: Champion (16) 

XP VALUE: 17,000 

PSIONICS: +17, PSPs 50, MAC I6 


Powers: cannibalise, detect life, domination, ego whip, gird, 
intellect fortress, mass domination, mind blank, mind thrust, 
mindlink, psychic crush, psychic drain, repugnance, tower of iron 


will 


The sun drake is the most powerful of the lesser drakes. It resembles 
a phoenix with large, curved wings that give it an almost circular 
appearance when flying overhead. A sun drake’s body is thin and 
lithe and measures about 35 feet. Its long tail adds another 20 feet 
to its length. The drake’s wingspan is nearly 40 feet. It has powerful 
hind legs and long forelegs. All four limbs have wicked claws that 
the drake strikes with in combat. The drake has a short, wide maw. 

The sun drake varies in colour from red to orange to yellow. The 
colour changes as it ages, becoming paler. As a drake glides in front 
of the sun, its wings shimmer with a ruddy glow, reminiscent of a 
fiery sunset. 


Combat: The sun drake has an awesome array of attacks. The 
sun-drake’s most powerful physical attack is its bite, which inflicts 
5d8 points of damage. Also, a roll of 4 or more greater than the 
opponent's AC means the opponent has been swallowed whole. 
Once swallowed, targets as tall as 5 feet can attack from inside. 
Larger creatures are limited to psionic attacks only. 

The drake can attack with all its claws when flying or with its 
foreclaws when on the ground. Each claw inflicts 2d6+6 damage. 
The sun drake can swat its tail at an opponent for 4d4 damage 
instead of the stun inflicted by other drakes. 
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Habitat/Society: Sun drakes prefer to live among the highest peaks 
in whatever area they inhabit. They use their lairs only at night, 


spending their days soaring on thermals. Sun drakes are immune 
to all forms of attack involving heat, including the harsh rays of the 
Athasian sun. Sun drakes require little sleep, but when they sleep 
they set up their detect life power and maintain it with gird while 
they rest. 

Sun drakes are solitary creatures, but they don’t mind the company 
of creatures from the Elemental Plane of Air or creatures from the 
Elemental Plane of Fire. Each sun drake prefers only one of these 
types, except for the elemental drake from the appropriate plane. 
These creatures are hunted mercilessly by the sun drakes. 

Sun drakes have a collection of special treasures. The collection 
consists of objects of whatever colour the drake’s hide is, so they 
change their collection as they age. They might be persuaded to 
trade an old item for a new one that more closely matches their 
present colour. 


Ecology: Sun drakes mate for life, but see their partner only once 
a year. The pair have a special psionic link that they maintain with 
no effort. Through this link they can call the other drake for aid. 
During the yearly mating flight, the female flies to her mate’s lair. 
She returns to her lair after mating to lay and incubate her eggs. 
The young sun drakes stay with their mother for the first year of 
their life to learn how to survive. 


Dray 


CLIMATE/TERRAIN: Kragmorta, New Giustenal 
FREQUENCY: Common 
ORGANISATION: Clan, patrol 
ACTIVITY CYCLE: Any 

DIET: Omnivore 
INTELLIGENCE: Varies (Average) 
TREASURE: N, O, R/K, M, N 
ALIGNMENT: Any 

NO. APPEARING: 2-12 

ARMOUR CLASS: 13 
MOVEMENT: 12 

HIT DICE: Varies (3d10/4d8) 


ATTACK (CMB/CMD): 
NO. OF ATTACKS: 


+3 or varies (+3/13 or varies) 


3 or by weapon 


DAMAGE/ATTACK: 1d6/Td6/1d4 
SPECIAL ATTACKS: Nil 

SPECIAL DEFENCES: Half damage from fire 
MAGIC RESISTANCE: Nil 

SIZE: M (7 tall) 
MORALE: Varies 

XP VALUE: Varies 

PSIONICS: Varies, MAC 13 


The dray are a new race of intelligent beings created by Dregoth, 
the undead dragon king. He wanted servants and followers made 
in his own image, so Dregoth developed a process for transforming 
humans into draconic humanoids. There are two types of dray: first 
generation and second generation. 

Dray are tall, lean draconic beings with scaly skin, hairless bodies, 
and clawed limbs. They have no wings, though they do have tails. 
The first generation dray are less than the perfect beings Dregoth 
envisioned. Their claws are jagged, their scales mottled and uneven, 
their bodies slightly bent and mutated. The second generation are 
near-replicas of the dragon king, with proud draconic heads atop 
long necks. Straight, ivory teeth are set in neat rows within their long 
jaws. Their leathery scales come in a variety of colours, and their 
long, whip-like tails stretch out majestically behind them. 

Both types of dray speak the tongue of ancient Giustenal, though 
the version used by the first generation dray is rougher, less refined. 
Neither type of dray speaks any of the languages currently in use 
in the Tyr region. 


Combat: The first generation dray are savage melee fighters. They 
wear crudely fashioned leather and hide armour that reduces their 
Armour Class to 15. They often use bone clubs (60%) or bone 
long swords (40%). If forced to, they can also fight with their natural 
claws and bite attacks. The claws inflict Id6 points of damage each, 
and the bite causes Id4 points of damage. They can make all three 
natural attacks in a single round. Because of their natural Strength 
and heightened senses, first generation dray receive attack and 
damage roll bonuses of +I when using their natural attack forms. 
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Second generation dray are not as savage as their first generation 


cousins. Most of the common second generation dray do not spend 
vast amounts of time refining their fighting skills. Instead, they call 
on the templars to aid them when danger appears. The templars 
are another matter. They wear well-crafted hide armour that reduces 
their Armour Class to 16. Most templars wield metal weapons. The 
second generation dray also have the natural claw/claw/bite attack 
form, but most never use it. The common citizens will never use 
such a primitive form of attack, and the templars will only use their 
natural weapons when no other choice is available. Because of their 
training, templars receive attack and damage bonuses of +I each 
when using dray-crafted weapons. 


Dray 


Habitat/Society: The first generation dray were banished from 
Dregoth’s domain long ago. They currently inhabit the ruins of 
Kragmorta, struggling to survive and make a home in the fiery 
cavern. They are ruled by a Clan Father named Mosak, who does 
his best to keep the clan together. The first generation dray still 
worship Dregoth as their god, but they also hate the undead dragon 
king for rejecting them. While most of their training and education 
comes from clan elders, the High Priest Absalom sometimes visits 
Kragmorta to teach and preach the word of Dregoth. 

The second generation dray live in New Giustenal. In the city of 
dragon bones, most of these dray live contented lives. The templars 
protect them and see to their spiritual needs, so they are free to work 
and raise families. All second generation dray are expected to battle 
in Dregoth’s army on the Day of Light that is to come, but until 
then only the templars work to perfect their military skills. Everyone 
else lives in varying degrees of comfort. 

The second generation looks down upon the first, feeling superior 
to the earlier dray. They are the chosen of Dregoth, and the first 
generation deserves nothing but their contempt and hatred. First 
generation dray, on the other hand, consider themselves better than 
the dray who replaced them. They do not hate the later dray, but 
they do not trust them either. Someday the first generation dray 
hope to be taken back into the fold. It is a day they pray for. 

All dray distrust surface dwellers, though the second generation 
have been taught to also hate them. Demihumans, Dregoth has 
proclaimed, are to be scorned and killed, while humans are to be 
pitied until they can be transformed into dray themselves. This is 
just a continuation of the Cleansing Wars that Dregoth and the 
sorcerer-kings fought in the ancient past. If Dregoth succeeds with 
his plans of conquest, the surface world will see another series of 
Cleansing Wars - 
in Dregoth’s army. 


with the second generation dray as the soldiers 


Most of the classed dray are templars of one sort or another 
(though a defiler who wears the templar robes is still just a defiler; 
he gains no cleric spells). The most powerful group of templars is 
the kalin riders. See below for additional information on these elite 
warriors. The dray of Kragmorta can be fighters, thieves, psionicists, 
or clerics. They have no wizards and do not even understand the 
concept of such magic. The dray of New Giustenal can be of all 
classes, including defilers. They have no preservers. 


Ecology: All dray are omnivores, though they need a lot of meat 
in their diets. In Kragmorta, the dray hunt food from among the 
creatures released into the cave by Dregoth, or those that naturally 
inhabit the under-regions. They also gather roots and wild fungi 
that grows along the shores of the lava rivers. In New Giustenal, 
the dray raise fanner beasts, cultivate fungi, and draw fish from the 


Blackjaw River. 
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Kalin Riders 


Dregoth’s most elite troops are the kalin riders. These mid-level 
templars ride the ferocious kalin, predatory insects discovered in the 
under-region of the Dread King, For now, the kalin riders patrol the 
ceilings of New Giustenal looking for trouble in the streets below. 
Most citizens hate these troops because of the viciousness of the 
mounts. Kalin have been know to rip the arm off a passing dray 
for no particular reason, and even their riders often have trouble 
controlling the kalin bloodlust. 

Dregoth has four squadrons of 25 kalin riders available to him at 
present. These troops are to lead the assault on the surface world 
when the time comes, and they have gotten the best share of the 
vast magical armament Dregoth has prepared. 

Kalin riders are all 5th-level templars armed with magical weapons 
(usually a long sword +1). They wear enchanted kalin hide armour 
and carry either metal weapons or weapons crafted from the limbs of 
dead kalin. Officers are usually 8th-level templars who wield metal 
weapons with enchantments as high as +3. Finally, every kalin 
squadron has a defiler from the College of Blackspire assigned to it. 
The mage will be of 7th to 10th level (1d6+4), and will also have 
five randomly assigned magical items. Use the tables in Psionic 
Artifacts of Athas to assign these. Reroll for any item you feel is 
excessively powerful. 

Kalin riders are ferocious opponents. They are trained to fight 
in cooperation with their mounts, so both a kalin and its rider 
can attack the same foe in the same round of combat. In battle 
situations, a kalin rider and its mount receive a +2 initiative bonus 
due to their tenacious, extremely aggressive fighting style. 


Typical Kalin Rider: Int High (14); AC 17; MV 12; HD 5; hp 
38; Attack +6; #AT I; Dmg Id8+I (metal long sword +1); SA 
kalin, psionics, cleric spells; SD psionics, cleric spells; SZ M (7 feet 
tall); ML I6. All kalin riders are psionic wild talents. Cleric Spells: 
3 Ist level, 3 2nd level, I 3rd level. 


Drik 


Drik High Drik 
CLIMATE/TERRAIN: Rocky Rody 
Badlands Badlands 
FREQUENCY: Very Rare Very Rare 
ORGANISATION: Family Solitary 
ACTIVITY CYCLE: Day Any 
DIET: Omnivore Carnivore 
INTELLIGENCE: Animal (I) Average (8-10) 
TREASURE: Nil Nil 
ALIGNMENT: Neutral Neutral Evil 
NO. APPEARING: 2-4 I 
ARMOUR CLASS: 18 20 
MOVEMENT: 6 12 
HIT DICE: 16+6 8+3 
ATTACK (CMB/CMD): +17 (+25/35) +9 (+16/26) 
NO. OF ATTACKS: 2 I 
DAMAGE/ATTACK: 2d8/2d10 2d6 or by 
weapon 
SPECIAL ATTACKS: Ram Magic use, 
poison 
SPECIAL DEFENCES: Nil Nil 
MAGIC RESISTANCE: Nil 30% 
SIZE: G (36 long) H (18’ tall) 
MORALE: Elite (13-14) | Champion (16) 
XP VALUE: 9,000 9,000 
PSIONICS: Nil, MAC 14 Nil, MAC 12 


Driks are mammoth herd lizards that roam a very limited range 
in the rocky badlands around Black Waters. The beast masters of 
both Urik and Raam have all but depleted the wild drik’ numbers, 
capturing young driks to serve in their armies 

A drik is an incredibly powerful animal, built low to the ground 
and covered with a thick, horny shell. At birth the drik has no shell. 
But while growing, the young drik secretes a resin and bits of bone 
that form the beast’s carapace. The shell grows and hardens when 
the animal reaches full size, stretching from the front shoulders just 
behind the head all the way back to its rump, affording the creature 
an impressive degree of protection. 

The beast’s head is enormous, with two black eyes and a mouth 
that could swallow a human whole. Jagged tusks protrude menacingly 
from its jaw, formidable weapons against other creatures. The drik’s 
four legs are thick and stubby, able to support its own incredible 
weight even on loose sand. Each foot has four huge claws. Most 
driks have deep brown scales, though some members of the species 
are light brown or yellow. The resin shell is always dark gray spotted 
with bone white. 

Driks communicate with each other through grunts and bellows. 
More intelligent creatures must use psionics or magic to communicate 


with a drik. 
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Combat: The drik’s short legs and great weight make it ponderous 
beast, but this apparent lethargy conceals the beasts surprising 


prowess in melee. Its primary form of attack is its bite that inflicts 
2d8 points of damage. A drik’s head and neck are actually quite 
agile when it holds them away from the resin shell - almost as if 
its head and neck weren't connected to its gargantuan body. A 
causal observer might fall victim to the drik’s unnatural quickness 
and reach. 

A drik can also attack with its clawed forelegs, but the animal 
needs at least three legs on the ground to maintain balance and 
support its immense weight. Therefore, only one foreleg attack can 
be made per round, inflicting 2dI0 points of crushing and slashing 
damage if successful. 

The drik can use a ram attack against another drik or other large, 
slow-moving object. A drik can initiate a ram attack if it has at 
least 30 feet between it and its target, if the target is Gargantuan 
in size (25 feet or more), and if it doesn’t move more than 60 feet 
per round itself. On a successful attack, the drik’s ram attack inflicts 
2d12 points of damage. 

The drik’s ram attack can also be used against structures. In this 
case, no attack roll is necessary and the ram deals damage as a 
suspended ram - Id4 points of structural damage. See the War 
Machines section in the Dark Sun Campaign Guide for more 
details. The drik’s ram attack is made in lieu of any other attack. 

A drik does not normally ram anything but another drik that 
is invading its family’s territory. Ram attacks against structures 
or creatures other than a trespassing drik are made only at the 
instigation of the beast’s handler. 

Driks can be outfitted with a variety of war machines - see below 
for more information. 


Drik 


Habitat/Society: Wild driks live in small family units dominated 
by a single female. Other adult females are not welcome within a 
family. They generally eat the grasses and shrubs of the badlands or 
the slower animals they can catch. Feral driks often lie still and wait 
for unwary creatures to wander within attack range. They drink from 
the Black Waters, making it fairly easy for trappers to locate them. 
Driks are the only animals known that can ingest Hamanu’s terrible 
poisons from the Black Waters and survive. 

In captivity, driks are ideal animals for siege combat. Their 
natural ram attack is quite valuable, as is their great size and 
natural protection. Some driks are used to pull massive siege towers 
or wagons, but often they are used as individual, mobile weapons 
platforms (see below). 


Ecology: A drik mother lays its eggs in the Black Waters every 
three years. The young, then find the nearest adult female (not 
necessarily its mother) and become part of that family. A drik 
reaches adulthood in two years and can live to be 30 years old. 

An adult drik weighs roughly 5 tons and can carry as much as 
2,000 pounds on its back before it simply refuses to move. A drik 
can pull as much as IO tons on wheeled vehicles or drag 5 tons 
behind it on a litter or similar platform. 

A drik is particularly foul-tempered in captivity. In battle, each 
drik has its own psionic master who directs its activities. However, 
in the everyday life of a captive drik, trainers must deal with them 
without the benefit of psionicists. Casualties among drik trainers are 


high. No driks have been bred in captivity. 


Drik War Machine 


A drik war machine is similar to the standard drik, but the shell has 
been reshaped to allow siege weapons to be mounted on its back. 
Captors reshape the shell to permit greater ramming, power. 

The drik’s resin shell is melted and partially reshaped. Workmen 
with torches flatten the surface of the shell to more readily accept 
ballistae and catapults. Raamin engineers have perfected a technique 
whereby a wooden mould is built around an immobilized young drik 
as its shell is forming. Though only one drik in three survives the 
process, the results can be spectacular. A drik so customized has 
siege weapons mounted on its back, the number and damage caused 
varies by weapon type and the type of structure being attacked. A 
single drik can carry two ballistae, one catapult, or a ram. 


High Drik 


Another more foul method for altering the drik is known only 
to defilers under the directorship of King Hamanu of Urik. The 
minions of Hamanu are sent to the shores of the Black Waters to 
find drik eggs. These eggs are brought back to a bestiary that has 
been especially designed for this type of experimental conversion. 

The defilers use their foul magics to change the way the beasts 
develop within their eggs. Only 20% of the treated eggs survive the 
process. The process stunts their growth, allowing them to grow to a 
maximum height of only 18 feet. However, the benefits to the armies 
of Hamanu far outweigh this minor setback. 

High driks are relatively quick and nimble bipeds. Their forelegs 
have mutated and now boast three fingers instead of the clawed 
hooves of their brethren. The skin of high driks is a dark, blood-red 
to black and veins protrude beneath the thick hide of the creatures. 
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Their shells retain a smaller but relatively unchanged shape 
except that they are more twisted and jagged than the natural form. 
The shell colour ranges from gray to black with sickly-green flecks 
riddling the surface. 

The tusks around the high driks’ heads are proportionately smaller 
than those of their unaltered relatives. Their mouths, however, are 
filled with multiple rows of black, razor sharp teeth. Green, viscous 
fluid seeps from their slavering maws. 

High driks are also relatively intelligent and can speak in a crude 
form of the common tongue if taught. They can also communicate 
with other natural driks. 

It is believed that the transformation this creature undergoes 
causes it to become insane and psychotic. It is, however, impossible 
to tell as there is no equivalent being to compare the high drik to. 
At the very least, the high drik is sadistic and cruel, taking great joy 
in causing pain to others. 


Combat: Because of the high driks’ ability to communicate with 
lower driks, high driks have been implemented by Hamanu’s army 
for use as beast masters to control driks in warfare. 

In melee, high driks can attack using their teeth to cause 2d6 
damage If, while attacking a Medium opponent or smaller (though 
no smaller than three feet), a high drik’s roll is a natural 20, it has 
succeeded in tearing a limb from its target. To determine which part 
is torn off, roll a IdIO: I = head, 2-3 = left arm, 4-5 = right arm, 
6-7 = right leg. 8-9 = left leg, and 10 = tail (head if no tail). 
Anyone bitten by a high drik must make a save vs. poison or receive 
an additional 3d6 poison damage from the vile green secretions that 
drool from the beast’s mouth. 

High driks can also wield weapons. Weapons of favour are giant 
versions of the club (Id8+6 damage), long sword (2d6+6 damage), 
spear (2d6+6 damage), and trident (3d6+6 damage). 

Because high driks have retained their native language of grunts 
and growls, they are usually used as beast masters to Hamanu’s 
war driks. The control high driks exercise over war driks requires 
no psionics or magical links and little training is necessary for a 
war drik to learn to obey the commands of its high drik master. If 
a controlling high drik is killed in combat, the war drik becomes 
confused and begins to rampage, attacking and ramming random 
structures and even allied driks. 

Capable and even imposing in melee, high driks are at their 
most formidable while using their innate abilities as defilers and 
psionicists. High driks have magical abilities equal to those of 8th- 
level defilers, a result of the intense magical treatment the drik eggs 
receive at the hands of Hamanu’s defilers. 

The intensity of the transformation from drik to high drik is so 
traumatizing to the psyche of the driks that there is a 75% chance 
the high driks will have psionic wild talents and a 15% chance of 
them having the abilities of 5th-level psionicists. 


Habitat/Society: High driks are unnatural creations. They are kept 
in separate quarters especially made for the needs of this creature. 
They are treated well by the Urikite guards and servants that are 
entrusted with their care, though few servants have survived longer 
than a year at the beck and call of high driks. To bring harm to a 
high drik evokes the fiercest wrath of Hamanu as these are currently 
some of his most favoured subjects. 


Dune Crab 


CLIMATE/TERRAIN: Silt Sea (shores and islands) 
FREQUENCY: Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 

DIET: Omnivore 
INTELLIGENCE: Non (0) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: 2-12 
ARMOUR CLASS: I7 
MOVEMENT: 9 

HIT DICE: 4+4 
ATTACK/CMB/CMD: +5 (+10/20) 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK: 2d4/2d4 
SPECIAL ATTACKS: Crush 
SPECIAL DEFENCES: Surprise 
MAGIC RESISTANCE: Nil 

SIZE: L (15 wide) 
MORALE: Elite (13-14) 
XP VALUE: 120 
PSIONICS: Nil, MAC II 


Dune crabs inhabit the shoals, shores, and islands of the Sea of 
Silt and hunt animals and people alike. Dune crabs look just like 
regular crabs except for their enormous size. They come in a variety 
of colours, such as reds, browns, and grays. They have four eyes 
set on stalks, which enable them to see around comers and onto 
ledges. Their bodies are covered by a large, chitinous shell. Crabs 
are distinguished by their scuttling, sideways mode of locomotion. 


Combat: Always hungry, dune crabs prefer to sneak up upon 
their prey (-3 penalty to opponent's surprise roll) and catch it in 
their pincers, dismembering and eating it. A successful attack by 
the pincers causes 2d4 points of damage. Once they have caught 
something edible, they stop to eat it, unless they are attacked. If a 
crab finds its meal in question, it attempts to scuttle off with the 
prize, perhaps to its den. 

If the crab makes a successful CMB check, it grasps the opponent 
in both pincers and crushes them for an automatic 3d8 damage per 
round, until the victim makes a CMB check to free himself (or is 
freed by an ally). 


Habitat/ Society: The dune crab lives on the shores of the Sea of 
Silt, searching for food and venturing into the dust in search of silt 
spawn and other silt-borne life. It is well adapted to this sort of life, 
since it is able to filter out the silt, allowing it to breathe. Dune 
crabs also frequently feed on large dead ruktoi and other carrion 
washed up on the shore. 


94 


Dune crabs burrow into the sand during the day, emerging only 
at dusk and dawn to feed - hence their name. At these times the 
shores are alive not only with the giant crabs, but with their smaller 


cousins as well. The giants may also hunt during the day and night. 

The dune crab exists only on the most basic instinctive level, and 
is interested solely in survival. Dune crabs mate in Sun Descending 
and males attempt to mate with as many females as they can. 
Females bury their eggs in the sand. The eggs hatch the following 
Sun Ascending; few hatchlings survive to reach maturity. Nature 
has forced the dune crabs to become flexible eaters, always willing 
to try new food sources. 


Ecology: The dune crab performs a useful ecological function in 
keeping the shores of the Sea of Silt free of large carrion that would 
otherwise rot. On the shore, it is hunted by the ultimate predators - 
humans and demihumans - for its superb meat and hard chitinous 
shell, which is prized by some for making armour and shields. 


Dune Freak (Anakore) 


CLIMATE/TERRAIN: Any sandy region 
FREQUENCY: Uncommon 
ORGANISATION: Small Tribes 
ACTIVITY CYCLE: Night 
DIET: Omnivore 
INTELLIGENCE: Low (5-7) 
TREASURE: P 
ALIGNMENT: Neutral Evil 
NO. APPEARING: 2-12 
ARMOUR CLASS: 12 
MOVEMENT: 9, Br 15 
HIT DICE: 3 
ATTACK (CMB/CMD): +3 (+3/13) 


NO. OF ATTACKS: 2 
DAMAGE/ATTACK: 1d4/1d4 
SPECIAL ATTACKS: Surprise bonus, paralysation, 


suffocation 
SPECIAL DEFENCES: Burrow 
MAGIC RESISTANCE: Nil 
SIZE: M (6 tall) 
MORALE: Steady (11-12) 
XP VALUE: 650 
PSIONICS: Nil, MAC II 


The dune freaks, or anakore, are a race of dimwitted humanoids 
with bony, wedge-like heads, small ears pressed close to the sides of 
their heads, and sunken, beady eyes covered by clear membranes to 
prevent sand from scratching these delicate tissues. 

The bright light of Athas’ sun blinds the anakore during the day, 
but at night they can see as clearly as most beings do during the 
day. The anakore do not have infravision, however; they do not see 
body heat. In complete darkness, they are as blind as any human. 
But if there is even the tiniest amount of light, such as from a star, 
they see very well. 

The anakore have an unusual dorsal ridge running along their 
spine. This fin is actually a sensitive organ which picks up minute 
vibrations traveling through the sand. With it, they can locate a 
solitary creature walking on the sand from as far away as five miles. 


Combat: Anakore usually attack their foes by burrowing underneath 
them, then striking from beneath the victim with their sharp claws. 
Such victims suffer a -3 penalty to their surprise rolls. The anakore 
continue to fight from within the sand for as long as possible, 
imposing a -2 penalty to their opponents’ attack rolls. 

When an anakore hits a victim with both claws, it holds the 
individual motionless for a moment and bites with its short, sharp 
teeth. While this bite inflicts no damage in itself, it does inject 
poisonous saliva into the wound. The victim must immediately save 
vs. paralysation or be completely unable to move for 1d4 rounds. 
On the round following paralysation, the victim is dragged under the 
sound, and will suffocate unless rescued or they escape. 
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Habitat/Society: The anakore live within any sandy heap, such 


as sand dunes or the alluvial fans at the mouths of the canyons. 
Normally, they travel and hunt in small packs of two to twelve 
individuals, with the largest, most aggressive acting as leader. They 
are rarely found outside of sandy areas, but they can walk upright 
across various kinds of terrain - though they are unusually vulnerable 
in this state and will avoid fighting at all costs. 


Ecology: The anakore are nomadic burrowers who are constantly 
moving through the sandy wastes of Athas. It is often possible to 
identify an area through which anakores have passed by the dead 
plants found there - the anakores chew the roots away, leaving the 
upper stalks exposed. In addition to their diet of plant roots, the 
anakores also eat meat - mekillot, inix, erdlu, elf, dwarf, halfling, and 
nearly anything except kank. 


Dune Reaper 


Drone 
Any 
Common 
Pack 

i 
Omnivore 
Semi (2-4) 
Nil 


Warrior 
Any 
Common 
Pack 

Day 
Omnivore 
Low (5-7) 
Nil 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANISATION: 
ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: Neutral Neutral 

NO. APPEARING: 2-5 or 5-25 I or 2-5 
ARMOUR CLASS: 18 20 
MOVEMENT: 12, Jp 9 12, Jp 9 

HIT DICE: 8 10 
ATTACK (CMB/CMD):+8 (+14/26) +10 (+16/28) 
NO. OF ATTACKS: 3 3 


DAMAGE/ATTACK: — 3d6+7 (x2)/ 3d6+7 (x2)/ 
2d6 2d6 


Surprise leap Surprise leap 
Nil See below 


SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


MAGIC RESISTANCE: 10% 25% 

SIZE: L (8 tall) L (10’ tall) 
MORALE: Fearless (19) Fearless (19) 
XP VALUE: 4,000 6,000 


PSIONICS: Nil, MAC 12 Varies, MAC II 
The dune reaper prowls the sandy wastes in wild packs, leaping 
from dunes to ambush and impale its prey on its scythe-like limbs. 

The dune reaper is large and forbidding creature with a toothy 
maw and mandibles to either side of its mouth. The reaper, as it 
is commonly called, also has a razor-sharp row of scale-like plates 
down the centre of its back and a thick scaly hide ranging from red 
to deep brown in colour. The beast’s front limbs taper to sword- 
like appendages that it uses quite effectively in combat. The dune 
reaper's rear legs fold underneath themselves, giving it an impressive 
leaping ability. 

Perhaps the most disquieting features of the dune reaper are 
the eerie red luminescence of its eyes and the sickly sweet smell of 
decay that surrounds it. The reaper emits a howling wail that can 
frequently be heard across the barren deserts of Athas. The size, 
ferocity, and eerie appearance of the dune reaper makes it a highly 
valued combatant in many Athasian arenas. 


Combat: Dune reapers are extremely territorial and attack any 
creature that invades their lands. The pride is divided into clans 
of 3-6 individuals consisting of at least one warrior and the rest, 
drones. These clans carry out the wishes of the matron dune reaper 
that rules over them, from building their hive to patrolling their 
region. The purpose of these patrols is to attack creatures trespassing 
within their territory and to bring back their carcasses for the rest of 
the pride to feed upon. 


These beasts have a brutal cunning that belles their relatively low 
intellect. Reapers frequently lie in wait for days on caravan routes in 
anticipation of their next opportunity to feed. One of their favoured 
methods of attack is to climb to the top of dunes that surround 
a road or trail and hide by crouching as low as is possible for a 
creature that can be as tall as I0 feet. When the reapers see a target 
pass beneath, they jump down with their powerful front appendages 
extended in the hopes of impaling the intended victim. Such attacks, 
if successful, cause 6d6 points of damage and have a +5 to hit 
bonus because of the speed of descent and the weight of the reaper. 

In melee these creatures are savage and fierce combatants. Their 
blade-like arms are lightning fast and inflict 3d6 points of damage 
ona successful attack. Because of the strength of these arms, each 
successful attack receives a +7 modifier for damage. Their snapping 
jaws and mandibles can clamp down on a victim causing 2d6 
points of damage. Reapers can lock their mandibles around or into 
the surrounding flesh with a second successful hit. If the second 
attack roll succeeds, on each subsequent round dune reapers hit 
automatically for 2d6 points of damage. Victims can end these 
attacks, if they make a successful CMB check. Success means 
the victim can pry the mandibles from its flesh. Such an attempt 
precludes any attacks from the victim that round. 

Dune reapers have a very tough hide. While these creatures may 
not be exceptionally fast running, they are extremely agile and quick. 
A full-grown reaper in combat with its quickness, glowing red eyes, 
snapping maw and mandibles, and arcing, bladed arms can be an 
impressive and frightening sight. 


Habitat/ Society: Dune reapers roam the wastes in small prides that 
can include as many as 30 individuals. There is a strict hierarchy 
within the pride and it is matriarchal in nature. There are three 
distinct stations within the pride: the matron, the warriors, and the 
drones. 

The matron and all warriors are female and the drones are male. 
Female dune reapers grow larger than their male counterparts and 
the oldest, and most powerful female is the matron of the pride. She 
leads the group in combat When food is scarce, she leads them in 
their travels to find nourishment. Another female can challenge her 
for her position as matron through a fight to the death. The victor 
rules the pride. 

A pride of reapers will make its home on or near the base of 
a cliff near a water source within their territory. These lairs are 
built from the sand and gravel by mixing it with secretions from 
the drones’ mouths. These structures rise multiple levels above the 
ground and several layers below the ground and appear structurally 
like an adobe hive. Each pride has two such nests within their 
territory and the pride splits their time evenly between them, half 
the year at each. 

Dune reapers have two mating seasons. The matron is the only 
female capable of reproducing. This mating takes place once on the 
banks of the water sources near each of the hives. These areas tend 
to be ancestral ground that they return to annually. After mating, 
the matron kills the male and deposits 5-6 eggs within its corpse. 
She then buries the corpse near the banks of the river, oasis, or 
pond. The pride returns in two months when the eggs hatch. To 
maintain a proper balance of warriors and drones, some infants are 
destroyed and the rest are assimilated into the group. It takes the 
young reaper approximately two months to reach adulthood. 
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Dune Reaper 


Dune reapers have a fairly sophisticated system of communication 
and do so through a complex system of sound, motion, and scents. If 
an individual returns after successfully locating the pride’s next meal 
prospect, it begins a dance. During the dance it emits soft chortles 
and whirs and releases specific scents. The dance communicates to 
the pride the direction and distance of the food source, what it is, 
and the number of individuals. 


Ecology: Dune reapers eat anything, plant or animal. They have 
even been seen eating small stones. Stones, it is believed, aid in 
digesting its varied foods. If food is in extremely short supply, prides 
have been known to turn on each other over meals and often fight 
to the death. 

It is their ferocity that makes them so prized in the arena. One 
event favoured by sorcerer kings involves setting loose one reaper 
above two combatants just as a killing blow is about to be delivered. 

The front limbs of the dune reaper are often used to make swords 
and other bladed weapons. Its scaly plates can be used in the 
construction of shields and armour. 


Drone 


Drones are the smallest dune reapers and on the lowest level of 
the dune reaper caste system. They generally constitute about two- 
thirds of the pride and are the basic workers and labourers of the 
pack. While not very intelligent, drones are stalwart workers and 
can understand and follow the orders of the warriors and matron. It 
is upon their backs that hives are built and the food is harvested. 

Drones aren't intelligent enough to initiate any actions on their 
own and are therefore supervised by a warrior reaper. Each drone is 
assigned to one warrior and all orders come through her. They are 
bonded by their pheromones and this relationship lasts for life. If 
warrior drones are killed or die, the pride sets upon her remaining 
drones and destroys them. Drones are completely subservient and 
loyal to their superior and will never attack her. 


Should another warrior infringe upon the chain of command or 
otherwise prevent the drones from completing tasks assigned them, 
they attack the interloper until they are killed or ordered to cease by 
their superior. The only individual who can override the commands 
of the drones’ superior is the matron. Drones never attack a matron. 


Warrior 
Psionics: +10, PSPs 30, MAC II 


Powers: ballistic attack, control temperature, inertial barrier, 
inflict pain, intellect fortress, mental barrier, mind bar, mind thrust, 
mindlink, psychic crush send thoughts, superior invisibility. 

Warrior reapers are the sergeants of the pride. They see that the 
orders of the matron are carried out. Generally, warriors constitute 
about one-third of the pride population. Warriors are assigned 2-5 
drones that are bonded to them for life. If a drone dies, one is 
assigned to the warrior when a new drone is born. 

In combat, the warriors attack much in the way described earlier, 
but after the initial contact with an enemy, they usually stand back 
and support the drones by using their psionic abilities. Favoured 
attacks include using ballistic attack to distract and further injure 
their foes while the drones attack in melee. Also, warriors have been 
known to use inflict pain to incapacitate more powerful foes. 

If things are going poorly and it looks as if the drones will be 
defeated, warriors use superior invisibility to escape to warn the pride 
and to gather reinforcements. This may seem cruel, but is an instinct 
and not an act of cowardice as the total defeat of a warriors clan 
will incite the warriors matron to attack the warrior. It is extremely 
rare for warriors to be victorious in such a match. 


Matron 


The matron has the same abilities and statistics as a warrior, but her 
hit points are at their maximum. It is her duty to direct the pride 
in all of its actions. She decides when and where a specific clan 
will hunt and when the pride migrates from one hive to the other. 
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Dune Runner 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANISATION: 
ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 

NO. APPEARING: 1-4 

ARMOUR CLASS: As in life 
MOVEMENT: 18 

HIT DICE: As in life 

ATTACK (CMB/CMD): As in life 

NO. OF ATTACKS: As in life 
DAMAGE/ATTACK: As in life 

SPECIAL ATTACKS: Psionics 

SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: M (7 tall) 
MORALE: Champion (16) 

XP VALUE: Varies 

PSIONICS: +5, PSPs 100, MAC 15 


Powers: attraction, detect life, mass domination, mental barrier, 


Any 
Very Rare 
Solitary 
Night 
Nil 

As in life 
Nil 

Any Evil 


mindlink, tower of iron will 

These psionic powers are gained in addition to any the elf 
possessed when it was alive. Mass domination, attraction, and detect 
life are always on, at no cost. 


Dune runners are elves who died running to complete a quest or 
deliver an important message. They are undead, a type of racked 
spirit, forever trapped and forced to repeat their hopeless mission 
night after night. 

From a distance, a dune runner appears to be a muscular elf 
running across the terrain. Upon closer inspection, however, the very 
thin, gray skin can be seen pulled tautly against its bony frame. 

The dune runner remembers all of the languages that the elf knew 
when it was alive. It is said that they sometimes talk to their victims 
as they run across the Athasian desert. 


Combat: Dune runners retain all aspects of their former character 
class, including possessions, the ability to cast spells and any psionics 
in addition to those gained as dune runners. In undeath, they also 
gain deadly special abilities; hence, no two are exactly alike. 

As the runner approaches, any elf in the party may make a 
Wisdom check to recognize the creature as undead. Anyone, 
regardless of race, who is unfortunate enough to be near a dune 
runner must suffer the consequences. Any intelligent creature the 
runner passes must save vs. spells or be compelled (via attraction 
and mass domination) to join the runner on its trek that night. 
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The number of people affected is limited to five times the level 
of the elf when it died and became a dune runner. Victims will 
be unable to stop running and lose one Constitution point per 
turn spent running. If not forcibly stopped and restrained, victims 
continue to run until their Constitution reaches zero, when they will 
collapse. Once a victim’s Constitution reaches zero, a system shock 
roll must be made to survive. A successful roll means that the victim 
remains unconscious for Id6 turns, after which he may recover 
Constitution at the rate of Id8 per day, assuming he rehydrates (Id8 
points per day). Failure to rehydrate results in a second collapse 
and death. An elven victim that dies during the evening becomes 
a runner himself and forever joins the runner in its nightly quest. 


Habitat/Society: Each dune runner had its own lives, loves, goals, 
and desires. Night after night, they harangue and haunt travellers 
who cross their path. They have transcended physical limitations and 
run each night for the sheer pleasure of it, compelling the living to 
join them in their crazed, headlong run into oblivion. Few have ever 
run the entire night with a dune runner in order to find out what 
happens to them at dawn; those who live often refuse to speak of 
that night for the rest of their lives. 


Ecology: The dune runner is a bane to any caravan travelling across 
country. Some small caravans have been found deserted along a 
known dune runners path. The traders are often found miles away, 
dead from exhaustion and dehydration. Larger, more experienced 
trading caravans delay their travel rather than cross or camp along 
a dune runner's trail near dark. Some believe it is possible to fulfil 
the runner’s quest and grant it eternal rest, but no proof of this has 
ever been provided. 


Dune Trapper 


CLIMATE/TERRAIN: Sandy Wastes, Salt Flats 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 

DIET: Carnivore 
INTELLIGENCE: Animal (I) 
TREASURE: O, 1, R, W 
ALIGNMENT: Neutral 

NO. APPEARING: I 

ARMOUR CLASS: 10 
MOVEMENT: 0 

HIT DICE: 16+3 
ATTACK (CMB/CMD): See below (+25/40) 
NO. OF ATTACKS: See below 
DAMAGE/ATTACK: See below 
SPECIAL ATTACKS: See below 
SPECIAL DEFENCES: See below 
MAGIC RESISTANCE: Nil 

SIZE: G (100+) 
MORALE: N/A 

XP VALUE: 19,000 
PSIONICS: Nil, MAC I6 


A sparkling oasis in the middle of the desert, the dune trapper 
appears to be the salvation of many lost travellers. Unfortunately for 
most, apparent salvation often turns into death. 

The dune trapper is often mistaken for a solitary oasis in the 
desert. The trapper has the appearance of almost an acre of 
vegetation surrounding a small pool of water. 


Combat: When a victim comes to drink at or is near the pool 
(the real centre of the plant), the trapper pulls itself down the 
pit it rests in, thus trapping the victim. Because of the size of the 
dune trapper, no attack roll is needed. Each round the trapper will 
deposit digestive fluids onto the victim it has swallowed causing 
10d4 acid damage (save versus paralysation for half), until the victim 
is liquefied. Two separate CMB checks must be made each round 
to get free of the giant plant-animal. Two failed checks means the 
victim is swallowed and cannot employ any attack except psionics. 
One failed check means the individual is only partially trapped - 
only an arm or other extremity is caught — and automatically takes 
half damage that round. Two successful checks means the individual 
is able to get completely free of the plant without any damage. Any 
freed individual who wants to make a melee attack must spend 
one round of digging to expose an area of the dune trapper before 
making the first attack. 
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Habitat/Society: The trapper is some form of symbiotic/parasitic 


plant-animal that defies traditional classification. Dune trappers can 
grow to be as large as an acre (an acre equals 200’ x 200’). A dune 
trapper will dig a large sand pit that it covers with its star-shaped 
head. It buries itself inches under the sand, except for the centre of 
its throat which is left exposed above the ground. The trapper’s roots 
can extend miles into the ground to a deep water source. Pumping 
up small amounts of the precious fluid, it holds the water in the 
top of its throat to attract prey. The pools range from 5-50 across 
depending on the size of the dune trapper, but they are never more 
than an inch deep. 

Creatures that can smell water will travel many miles to the 
trappers “oasis” only to meet their deaths. Although solitary in 
nature, dune trappers will sometimes encourage the growth of 
surrounding plants by furnishing them with traces of water. This 
helps the dune trapper further enhance its oasis disguise. 


Ecology: If slain, the dune trapper will be found to contain as many 
quarts of water as it had hit points. The trapper itself is inedible to 
most humanoids (except for b’rohgs who consider it tasty). 


Dwarf 


CLIMATE/TERRAIN: Any Land 
FREQUENCY: Uncommon 
ORGANISATION: Clan 
ACTIVITY CYCLE: Any 
DIET: Omnivore 
INTELLIGENCE: Average (9-11) 
TREASURE: Varies 
ALIGNMENT: Lawful Neutral 
NO. APPEARING: 3-30 
ARMOUR CLASS: 14 (10) 
MOVEMENT: 9 
HIT DICE: I+2 
ATTACK (CMB/CMD): +1 (+3/13) 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: Id2 or by weapon +2 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENCES: Special resistances 
MAGIC RESISTANCE: Nil 
SIZE: S G'tall) 
MORALE: Steady (II-12) 
XP VALUE: Normal: 65 
Uhrakkus: 120 
Uhrnius: 270 
Uhrnomus: 2,000 
PSIONICS: Varies, MAC 12 


Dwarves are short, stocky demihumans capable of amazing feats of 
strength. They are known for obsessive attitudes about the tasks they 
perform and as such, are considered extremely reliable workers. 
Dwarves stand an average of 4 I/2 to 5 feet tall. They tend to 
have disproportionate statures because of over-muscled bodies and 


sometimes weigh as much as 200 pounds despite their height. Their 


massive hands permit them to hold weapons that seem too large 
for their size. Equally large feet keep their bulging frames standing. 
Deep-set eyes sometimes give the impression that the dwarves are 
constantly observing, watching and judging the actions of others. 
Other than a distinctive build and usually hairless heads, dwarves 
do not stray too far from a human appearance. However, endless 
hours labouring under the scorching, Athasian sun have brought 
them deep copper tans and calloused bodies. There is a joke spread 
by the humans that dwarves use no whetstone to sharpen their 
weapons; instead, they are said to rely upon their own skin to keep 


their blades sharp. 


The dwarven language is deep and throaty, with hard, guttural 
consonants that usually end the brief sentences. Since their tongue 
often makes non-dwarves hoarse after a few hours of speech, dwarves 
are willing to learn the common tongue. Because their language is so 
difficult, dwarves view with respect those who attempt their language 
for extended periods, in return for the honour they feel is being 


demonstrated to them. 


Combat: Dwarves approach combat with the same obsessive, single- 
minded perspective they do all things. They neither offer nor expect 
any quarter, viewing almost every battle as one to the death. They 
are not incapable of mercy, but mercy is far from their first instinct. 
Opponents who fight with skill and honour have been known to lose 
toa dwarf and walk away. 

Dwarves prefer sturdy weapons with good heft since weaker ones 
tend to break under the powerful might of a dwarven swing, or thrust. 
Most dwarves strike for Id8 damage with one of their swords, axes, 
hammers, or similar weapons. Most dwarven weapons are made of 
stone, but they might also be made with metals. Dwarves’ great 
strength gives a +2 bonus to all damage inflicted from a melee 
attack. 

Dwarves are particularly fond of, and quite capable of, finding and 
using metal to forge their weapons and armour, more so than most 
of the other demihuman races. There is a 10% chance per dwarf 
encountered that Id4 of them have arms and armour constructed 
from scraps of metal found or mined from the wastelands. 


100 


Dwarf 


Ironically, though dwarves love metal, they despise bulky armour. 
Most prefer mekillot hide or bone as protection, though some will 
shape pieces of metal into breastplates, bracers, or greaves (conferring 
an AC of 15). Most dwarves use shields if their main weapon 
requires only one hand or if they are not carrying a second weapon. 
Dwarves who find metal are most likely to use it for a weapon or a 
shield rather than applying it to armour. 

Dwarves are inherently non-magical, both by choice and by 
design. They are never preservers, defilers, or illusionists, nor do 
they employ magical spells. They do not, however, overlook the 
value of enchanted arms, believing that the weapon or armour 
overpowers whatever unreliable magics reside within. They do not 
share similar views of clerics and templars, noting an important 
distinction between spiritual and wizardly magic. This resistance to 
magic gives a +4 bonus to all saving throws versus magical attacks, 
though individual dwarves may have different adjustments based on 
the description given in the Dark Sun Campaign Guide. A dwarfs 
high Constitution also results in a stronger resistance to illnesses and 
toxins, granting dwarves a +4 to saving throws versus disease and 
poison, but this can vary for the individual dwarf. 

When entire clans (30-300 members) are encountered, one dwarf 
in IO is called an uhrakkus, meaning sub-leader. This uhrakkus has 
3+6 HD, attack bonus +4, and always has a steel weapon. For 
every 50 dwarves, there is an uhrnius (leader) present who has 5+10 
HD, attack bonus +6, and a magical steel weapon. The uhrnius is 
50% likely to possess psionic or clerical abilities. Every clan of more 
than 100 dwarves will have a 10+] HD uhrnomus (over-leader) 
with attack bonus +10, clerical and psionic abilities (as per 5th- 
level cleric/5th-level psionicist), a magical weapon, and Id4 magical 
items. Clans with more than 200 members are 40% likely to have 
two uhrnomus, though only one actually has the title and the right 
to command. 

Dwarves have the ability to see varying degrees of heat (infravision) 
to as far as 60 feet, making them formidable opponents even in 
darkness. 


Habitat/Society: The saying, that a dwarfs first love is hard work 
is true. No dwarf is more content than while working toward the 
resolution of some cause, be it labour or combat. This task, called 
a focus, is approached with single-minded direction for the dwarfs 
entire life, if need be, though most foci require considerably less 
time. The only time constraint for a focus is that it must take more 
than a week to complete, anything less is nothing more than a 
simple task. À dwarf does not ignore such short activities, but he 
derives no satisfaction from their completion. At all times, the dwarf 
must be progressing toward the completion of the focus, changing 
direction for no more than a few days at most. 

It is possible for a dwarf to have more than one focus, providing 
both are somehow related. For example, a dwarf whose focus is to 
construct a new village for his clan to adopt may also have a short- 
term focus to locate the best builders in all of Athas for this village. 
A dwarf who performs tasks related to the completion of his foci 
receives a +I bonus to all saving throws and a +2 bonus to his 
proficiency rolls and ability checks (or a +10% bonus on a related 
percentile roll). 

A dwarf who dies while resolving a focus is doomed to spend 
the remainder of its existence as a banshee, forever wandering the 
wastelands in vain attempts to finish his work. 


Free dwarves settle in communities, called clans, bound around 
their families. Ties of the blood are honoured and respected above 
all others, except the focus. Debts and glories earned from one 
generation in a clan are passed down to the family members of the 
next generation. There is no way to break free from these nebulous 
ties, for such a concept is entirely foreign to the mind of the dwarf. 
Many foci of clan dwarves centre around the benefit of the family. 


Ecology: Dwarves adapt to virtually all types of terrain on Athas, 
comfortably settling in mountains, deserts, or near human city- 
states. Few communities surpass 300 in number. These communities 
usually spring from a few extended families linked by a common 
ancestor whose focus was to start the settlement ages ago. 

Most free dwarves earn their money through commerce with the 
world around them. Dwarven-forged metal is considered to be among 
the best in all of Athas. Many smiths swell the boundaries of 
their clan’s economy by purchasing or finding scraps of steel and 
converting it to arms or armour. Though dwarves despise haggling 
because it wastes too much time that could be directed toward 
better things, they set their prices fairly. Most dwarven-produced 
goods are priced within 10% of the prices listed in the Dark Sun 
Campaign Guide. 

In the cities, dwarves who do not craft metal usually hire out 
as mercenaries. Dwarven mercenaries are highly prized; it is hard 
to buy their loyalty once it has been purchased by another. Some 
desperate dwarves find their ways into the gladiatorial pits of the 
nobles, sacrificing freedom to send money to the homelands. 

Dwarves have an average life span of about 250 years. 
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Dwarf, Cursed Dead 


CLIMATE/TERRAIN: Groaning City 
FREQUENCY: Hacom 
ORGANISATION: Solitary or pack 
ACTIVITY CYCLE: Any 

DIET: Nil 
INTELLIGENCE: High (13-14) 
TREASURE: Nil 
ALIGNMENT: Chaotic Evil 
NO. APPEARING: I or 2-5 
ARMOUR CLASS: 14 
MOVEMENT: 9 

HIT DICE: 8 


ATTACK (CMB/CMD): +8 (+10/20) 
NO. OF ATTACKS: g 


DAMAGE/ATTACK: Id8/Id8 

SPECIAL ATTACKS: See below 

SPECIAL DEFENCES: +I weapons to hit 

MAGIC RESISTANCE: 15% 

SIZE: M (F tall) 

MORALE: Fanatic (18) 

XP VALUE: 1,500 

PSIONICS: +9, PSPs 50, MAC 12 
Powers: aging, body weaponry, cause decay, death field, 


ectoplasmic form, intellect fortress, life draining, mental barrier 


The demihumans of ancient Giustenal fled to the uppermost cavern 
beneath the city to escape the Cleansing Wars and the wrath of 
their sorcerer-king, Dregoth. Eventually, Dregoth discovered the place 
where the demihumans took sanctuary, and his troops were sent 
below to destroy them. The last group of defenders were the dwarves 
guarding the Hall of the Lion in the cavern that would come to 
be called the Groaning City. Dregoth personally helped defeat the 
dwarves, and he watched as each of them was hanged from the trees 
in front of the place they sought to defend. When his troops set 
fire to the remains of the settlement, Dregoth cursed the dwarves 
for defying him. 

On that day the cursed dead were born. 

The cursed dead dwarves are undead creatures who look much 
like they did in life. They wear faded yellow robes with lion images 
emblazoned on the fronts. Because of the way they died, their heads 
bounce on broken necks. Ropes of giant hair still hang around their 
necks, further evidence of the terrible fate that befell them. 

The bodies of many of these dwarves still sway from rotting 
nooses. They let out low, haunting moans whenever someone enters 
the cavern, thus giving the ruins the name of the Groaning City. 
Occasionally, a rope breaks and a cursed dead is freed from its 
tree to roam the cavern. Visitors to the ruins may run into these 
free cursed dead among the ruins on the overlook in the northern 
portion of the cavern. 


The cursed dead of the Groaning City remember the language of 


ancient Giustenal, as well as the dwarven language spoken at that 


time. However, most are not capable of producing any sounds other 
than the low moans that echo throughout the cavern. 


Combat: A cursed dead dwarf suffers in constant anguish over its 
barely remembered failure to save its beloved city. Any living being 
is a reminder of the army that once ransacked their home, and the 
cursed dead will stop at nothing to right that ancient wrong. 

Whenever a living being steps within 50 feet of a cursed dead, all 
of the dwarves hanging from the trees will begin to moan. Once the 
moaning starts, the cursed dead wait for the chance to grab those 
who have disturbed them. If any are cut down, they immediately 
attack with their special attack form (see below). Any characters who 
hear the moans must save versus death magic. Those who fail suffer 
a -2 penalty to all attack rolls and proficiency checks made within 
the cavern, and will insist on leaving after Id4 hours have passed. 

Anyone who gets close enough to a cursed dead must watch out 
for its powerful pummelling attacks. It swings its arms like heavy 
clubs, inflicting Id8 points of damage with every hit. Even those still 
hanging from the trees can attack in this manner, though they do so 
with a -2 attack roll penalty. 

A cursed dead’s special attack is frightening and gruesome. With 
a terrible moan, it spreads its arms and legs wide, then its sinews 
explode in a mass of writhing, constricting cords. It can use this 
attack once every five rounds, as it takes time to reconstitute itself 
before it can once more shoot out the cords. (A cursed dead can 
use its pummelling attack while reconstituting itself.) 
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Dwarf, Cursed Dead 


Anyone within 20 feet can be targeted. It can direct four attacks 
in a round this way, but all must be at the same target. Each hit 
inflicts Id4 damage. If at least two attacks hit, then the target is 
caught by the sinews. 

Those entwined in the sinews can’t cast spells or attempt to turn 
the undead creatures and suffer a -4 penalty to attack rolls, Armour 
Class, and saving, throws. It takes a cursed dead one round to pull 
its captured victim close. Then it launches a series of pummelling 
attacks until the victim is destroyed. 

To escape from the sinews, a character must make a successful 
Strength check with a modifier based on how many cords hit: 2 
cords = -2; 3 cords= -3; 4 cords = -4. The cords can also be 
severed. To sever one of the cords, a character must inflict 8 points 
of damage to it. Once severed, the cord will regenerate Gf the cursed 
dead isn’t destroyed) in 24 hours. Blunt or impaling weapons cause 
only a single point of damage to the cords with each successful hit, 
though they cause full damage to the cursed dead itself. 


Cursed dead can’t be controlled by evil clerics, but they will never 
attack an evil priest or anyone within IO feet of him if that result is 
achieved on a turning check. 


Habitat/Society: The cursed dead never leave the confines of the 
Groaning City. Most are encountered along the Avenue of the 
Hanged, where their bodies still sway from the charred, dead trees. 
A few have escaped and roam the city. A free cursed dead will 
follow whoever disturbs it, waiting for an opportunity to use its 
special attack. 


Ecology: The cursed dead have become evil since becoming undead. 
Though they are driven to protect their home and make up for the 
failure of the past, the best they can do is kill intruders and hope to 
find some solace in the deaths of those who disturb their anguished 
existence. 
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Eel, Fire 


CLIMATE/TERRAIN: Sandy Wastes 
FREQUENCY: Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Carnivore 
INTELLIGENCE: Non (0) 
TREASURE: Nil 
ALIGNMENT: Nil 

NO. APPEARING: I-3 
ARMOUR CLASS: 16 
MOVEMENT: 9, Br 3 
HIT DICE: 6 
ATTACK (CMB/CMD: +6 (+6/18) 


NO. OF ATTACKS: I 


DAMAGE/ATTACK: 3d8 
SPECIAL ATTACKS: Breathe fire 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: M (6 long) 
MORALE: Average (8-10) 
XP VALUE: 2,000 
PSIONICS: Nil, MAC 10 


The fire eel is a terrestrial eel, a creatures adapted to “swimming” 
through the sands of the Athasian desert, hunting for prey. In 
appearance, the fire is a six-foot-long, fish-like snake with grey skin, a 


fluke-like tail, and a long jaw filled with teeth. The fire eel is known 


for its tenacious, aggressive nature. 


Combat: Fire eels possess a savage bite that deals 3d8 damage, 
which is often enough to take down most prey that the creature 
pursues. If this is not sufficient, however, fire eels can also breathe a 
stream of fire 10’ long up to five times per day. The fire blast deals 
6d6 damage to any characters caught in its stream (save vs. breath 
weapon for half damage). 

The fire eel’s favourite mode of attack is to burrow near a target, 
expose their heads and “breathe” upon the intended victim. If the 
victim survives, the eels plunge back into the sand and attack from 
a different location. They repeat this tactic, striking from different 
sides, coordinating their attacks with animal cunning, until their 
targets are dead. 

If the fire eel fails a morale check and flees, it usually returns 
within the hour to attempt to finish its target off. This relentless 
approach to combat is the source of a great deal of hatred for the 
creatures among the tribes of the wastes. 


Habitat/Society: Fire eels live and hunt in the sandy wastes of 
Athas, burrowing through the dunes on a perpetual hunt. When 
not hunting, they rest beneath the sand. Females lay their eggs deep 
beneath the dunes, then leave them there to hatch. 


Ecology: As a relentless predator, the fire eel helps keep the 
population of Athas’ creatures in check. The glands that allow 
it to produce its streams of fire breath are much sought after by 


alchemists and wizards, as they can be used as components in 
potions and spells. Clerics of elemental fire also seek the creatures 
to keep as pets or charm and use as followers or combatants against 
their foes. The eels’ low intelligence means that, once charmed, they 
are likely to remain loyal for a considerable amount of time. 
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Eel, Silt 


CLIMATE/TERRAIN: Sea of Silt 
FREQUENCY: Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 

DIET: Carnivore/scavenger 
INTELLIGENCE: Animal (I) 
TREASURE: See below 
ALIGNMENT: Neutral Evil 
NO. APPEARING: I (7-12 in lair) 
ARMOUR CLASS: 16 
MOVEMENT: Sw 6 

HIT DICE: 5 

ATTACK (CMB/CMD: +5 (+6/18) 
NO. OF ATTACKS: I or 2 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


2d4 or 1d4+2/1d4 
Jaw lock, disease, tail lash 


Immunities, resistances 


MAGIC RESISTANCE: Nil 

SIZE: L (8° long) 

MORALE: Steady (12) or Fearless (20) 
XP VALUE: 420 

PSIONICS: Nil, MAC 12 


Silt eels are cruel creatures - slow, but feared for their diseased bite 
and their fearlessness once they have seized prey. They have grey, 
mottled, thick, leathery skin , with lighter red or orange fins along 
their flanks. They have pronounced teeth and an hooked tongue that 
can extend to a surprising length. 


Combat: Silt eels prowl the dust ocean and its estuaries, hiding in 
the deep silt or in fissures in shoals, beneath stones, in the sand of 
the sea bed etc. They attack prey with their bite, and they will attack 
virtually anything, irrespective of its size or strength. A successful 
attack made with a score of +4 or better above the opponent’s AC 
(or a natural 20) means that the eel has hooked the target with its 
tongue, causing automatic damage thereafter (Id4+2). 

Normally, silt eels have steady morale (ML 12), but once an eel 
has locked its jaws, it is fearless (ML 20). Even if the eel is killed the 
jaws remain locked in the wound and have to be cut away, or the 
victim continues to bleed (though automatic damage is reduced to 
Id2 per round). Cutting away the head of the eel requires one round 
of work with a dagger or knife, and the cutter must make a Dexterity 
check. Failure means that the blade slips and the victim suffers a 
further Id4 points of damage from this accidental wounding, 

A lock-jawed bite causes a rotting disease (no save). After IdI2+12 
hours, the bitten body part becomes swollen (-2 to Dexterity); it rots 
away within Id4+4 days. A cure disease or heal spell can prevent 
or reverse the Dexterity loss and stop the rot. 

Silt eels use their tail lash only if they have locked jaws on a 
victim, employing it against secondary targets on their flanks. 
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Silt eels are immune to all forms of fear and disease and gain 
a +4 bonus to all magical attacks that have a primary effect of 
reducing strength (ray of enfeeblement, weakness, etc.) 


Habitat/ Society: Silt eels are solitary creatures, though rarely several 
will share a stretch of reef, rocky outcrop, etc. They have almost 
no form of social organization, though each individual knows the 
extent of its territory and does not usually intrude on those of other 
morays. They do not cooperate in any form (in combat, etc.) Even 
mating, between them can be hazardous, with males and females as 
likely to attack and eat each other as cooperate in the production 
of young. Young morays are born with 2 HD and are 3 I/2 feet in 
length; they gain I HD and I I/2 feet in length for every month 
of growth up to 5 HD. 


Ecology: Silt eels are thoroughly unpleasant creatures and are 
feared by almost all intelligent silt-faring creatures for their ferocity, 
fearlessness, and lack of discrimination (they will attack anything, 
even a silt horror, if it gets close enough). However, they rarely move 
from their own small territory, preferring to wait for prey to come to 
them, which minimizes their dangerousness somewhat. 

In addition to being indiscriminate carnivores, they are also 
unfussy consumers of carrion of all kinds. Silt eels will gleefully gulp 
down all manner of detritus, no matter how rotten or diseased, and 
this habit explains their own ability to inflict disease with their bites. 
As scavengers they have a useful role, since they consume refuse and 
carrion which few other creatures would consider edible. The silt eel 
has few natural predators; only creatures of the size and strength of 
silt horrors and the like prey on them. 

Treasure found in a silt eel lair will be incidental: anything 
dropped by victims of the eel. 
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Elemental 


General Information 


Worshipped and revered by priests across Athas, elementals 
represent the quintessential aspect of the known elements: air, earth, 
fire, and water. The four elementals represent the forces that shape 
the everyday lives of the inhabitants of the beleaguered planet. Air 
represents the act of living, as a child gulps it when first entering 
the world, and a dying man exhales it is as his last act before death. 
Water is life itself, always in need and never taken for granted. Earth 
represents the world, always changing, always harsh, but dependably 
always there. Fire represents the heat of the sun, the burning desert, 
and all that was lost. 

On Athas, elementals come in three distinct varieties: lesser, 
standard, and greater. 


Psionics and Athasian Elementals: All Athasian elementals, 
greater, lesser, or standard, are immune to psionics of the telepathy, 
psychometabolism, and clairsentience disciplines. They are normally 
affected by the telekinesis and psychoportive disciplines. Their low 
intelligence prevents them from using any psionic powers, and their 
extraplanar nature grants them absolute resistance to telepathic 
abilities of psionic creatures from the Prime Material Plane. 


Lesser Elementals 


The presence of elementals tends to inspire awe in the general 
populous of Athas as they look on the magical creatures with a 
sense of wonder and respect. The first elementals that a priest will 
be able to summon are the weaker lesser elementals. Clerics who 
obtain the power to summon these elementals are generally treated 
with more respect than younger acolytes who have yet to master 
the ability. Templars rightfully see this power as a direct threat to 
their own. Because of the conflict, the summoning of elementals is 
banned in many cities. 

If called on by a priest, the lesser elemental arrives to serve him. 
When an elemental is successfully conjured/summoned, the being 
is (sometimes unwillingly) pulled across the planes to the place of 
the conjurer/summoner. 

Very little is known about the life, habits, or function of lesser 
elementals when they are in their home elemental planes. Those 
who have magically communicated with elementals say that they 
describe their homes as wonderful, yet at times, terrifying places. 
Many elemental worshippers have sought to cross over into their 
elemental planes of worship to escape life on Athas. Of those who 
“disappeared” to that end, none were ever heard from again; it is 
unknown if they were successful or not in their “crossing”. 

Lesser elementals are extremely vulnerable to the magic of defilers. 
When a defiler casts a spell to damage an elemental, the elemental 
is affected by the spell as if the caster were 5 experience levels higher 
than he actually is. In addition, if the elemental is within the area of 
destruction of a defiler spell, that elemental is immediately destroyed. 

Not as powerful as their standard elemental brethren, lesser 
elementals can be harmed by any magical weapon of +I 
enchantment or better. Creatures with under two Hit Dice and 
without any magical abilities cannot harm a lesser elemental. 
Lesser elementals are affected by protection from evil spells just 
like standard elementals. Lesser elementals are just as intelligent as 
standard elementals, which is to say, not very. 


Summoning a Lesser Elemental: There are two ways to call a 
lesser elemental to the Prime Material Plane, and the strength 
of the conjured lesser elemental depends on the method used to 
summon it: 

e Conjured by spell: 2, 4, or 6 Hit Dice 

e Conjured by staff: 6 Hit Dice 


Summoning devices always call standard elementals, never lesser 
elementals. 


Controlling a Lesser Elemental: Regardless of its origins, a lesser 
elemental is severely restricted in its movements and actions. Lesser 
air elementals cannot enter earth. They do only half damage against 
underground creatures. Lesser earth elementals cannot enter or cross 
water, They do half damage to airborne or waterborne creatures. 
Lesser fire elementals cannot enter earth or water, nor may they cross 
water. Lesser water elementals cannot enter or cross fire. 


Stealing Control of a Lesser Elemental: Control of a lesser elemental 
can be stolen in the same manner as for standard elementals - 
through a dispel magic spell. On a roll of 20, the lesser elemental 
assumes a defensive posture only. If the dispel magic fails, the lesser 
elemental acts as a standard elemental in the same situation. 


Standard Elementals 


Standard elementals are the most common form of elemental and, 
like others of their kin, can be summoned, controlled, and stolen. 

Standard elementals are not harmed by any non-magical weapons 
or magical weapons of less than +2 bonus. Creatures with under 
four Hit Dice and without any magical abilities cannot harm an 
elemental either. 

Elementals are affected by protection from evil spells. An 
elemental cannot strike a creature protected by this spell and must 
recoil from the spell’s boundaries. 

All standard elementals share one major characteristic, however. 
They are basically stupid. This low intelligence makes it difficult for 
the elemental to resist a magical summons. But even the standard 
elemental is bright enough to know it does not like being taken off 
of its home plane and held in the Prime Material Plane. 


Summoning an Elemental: There are three ways to summon an 
elemental. Its strength depends on the method used: 


e Conjured by spell: 8, 12, or 16 Hit Dice 
e Conjured by staff: 16 Hit Dice 
e Conjured by summoning device: 12 Hit Dice 


Each method of summoning elementals can be used by one 
person to call one of any type of standard elemental per day. The 
exception to this is a character using more than one method to call 
elementals. That conjurer can call a number of elementals of the 
same type equal to the number of methods used. 


Controlling an Elemental: Concentration in conjuring the creature 
is vital. Any distraction to the summoner will result in a failure to 
control the elemental when it arrives on the Prime Material Plane. 
Elementals that are uncontrolled return to their home plane 25% of 
the time or attack the person who summoned them 75% of the time. 
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Elemental 


There is no way to gain control of the elemental once it is lost. 
The uncontrolled elemental will always return to its plane of origin 
three turns after control is lost. 

There is always a 5% chance per round that an elemental is 
in the Prime Material (beginning with the second round) that the 
creature will break control and attack the person who summoned it. 
Also, if a person loses concentration while controlling an elemental, 
the creature becomes free-willed and will first attack the person 
who summoned it, then destroy any living thing it can find during 
the three turns after control is lost before returning to its home in 
the Inner Planes. A free-willed elemental can be banished with a 
dismissal spell, with a 50% chance of success. 

A successfully controlled elemental can be controlled from a 
distance up to 30 yards per level of the person who summoned it 
and dismissed by the summoner when its task is complete. 


Stealing Control of an Elemental: Control of a conjured elemental 
can be stolen from the person who summoned it by casting dispel 
magic at the magical control over the creature (not the elemental 
or the person controlling it). A roll of 20 by the caster means that 
all control has been dispelled and the creature is now free-willed. If 
control is stolen, the creature will follow the wishes of the new person 
controlling it as if he or she summoned it. 

If the dispel magic fails, the elemental is strengthened to its 
maximum 8 hit points per die and any new attempts to steal 
control of it fail. It recognises the person who sought to take control 
of its will as a threat. If the person currently guiding the creature 
loses control, the elemental immediately attacks the person who 
attempted to steal control of its will - even before the person who 
first summoned it. 


Standard elementals are vulnerable to defiler magic. When a defiler 
casts a spell to damage an elemental, the elemental is affected as 
if the caster were 3 experience levels higher. In addition, if the 
elemental is within the area of destruction of the defiler spell, it 
suffers Id20 points of damage. Each time an elemental is affected by 
a defiler spell, the chance for it to break free of its control increases 
by 10%. 

This increase is in addition to the normal 5% chance per round 
for an elemental to break free of control. If an elemental succeeds in 
breaking free of its control, after attacking the being who summoned 
it, it will attack the defiler next. 


Greater Elementals 


Though each of the four elemental types has it own particular 
strengths and weaknesses, and these will be discussed individually 
on the next few pages, all greater elementals share some common 
abilities. Due to their magical nature, greater elementals are very 
resistant to attacks made against them on the Prime Material Plane. 
Greater elementals cannot be harmed by any non-magical weapon, 
or magical weapons of less than +3 enchantment. In addition, 
creatures of less than 5 Hit Dice without any magical abilities are 
unable to harm greater elementals. 

Being extra-planar creatures, they are also strongly affected by 
protection from evil spells, and cannot strike any creature protected 
by this spell. Further, elementals will recoil from the boundaries of 
this spell’s area of effect. 


Because they are the embodiment of the four elements worshipped 
by the priests of Athas, greater elementals have a fair degree of 
magic resistance, but only against spells cast by priests. All greater 
elementals have 50% magic resistance to priest spells from the 
sphere of their element, and 25% resistance to spells from all other 
spheres. A greater earth elemental, for example, would have 50% 
magic resistance to spells from the earth sphere and 25% resistance 
to the spells from the air, fire, water, and cosmos spheres, and all 
paraelemental spheres. 

While they are particularly resistant to priest magic, greater 
elementals are vulnerable to the magic of defilers. When a defiler 
casts a spell to damage a greater elemental, it is affected by the spell 
as if the caster were 2 experience levels higher than he actually is. In 
addition, if the greater elemental is within the area of destruction of 
the defiler spell, it suffers IdIO additional points of damage. When 
used against an elemental, defiler magic also increases the chances 
of the elemental breaking free of its control. Each time an elemental 
is affected by a defiler spell, the chance for it to break free of its 
control increases by 10%. This increase is in addition to the normal 
5% chance per round for an elemental to break free of control. If 
and when an elemental succeeds in breaking free of its control, after 
attacking the being who summoned it, it will attack the defiler next. 

All greater elementals share one other characteristic. They all have 
average intelligence, which sets them apart from other elementals. 
Although they are still unable to resist a magical summons, they are 
able to resist the summons of a defiler (see below). All elementals 
resent being taken from their homes planes and held in the Prime 


Material Plane. 


Summoning a Greater Elemental: Athasian elementals are 
summoned and controlled in the same manner described in the 
basic “Elemental” entry in the Monstrous Manual, except that 
they are most often summoned by preserver mages. The destructive 
nature of defiler magic weakens the magical summons and allows 
the elemental spirit to more easily resist it. When a defiler mage 
attempts to summon an elemental, the DM should make two saving, 
throws vs. spells for the elemental. If the first save fails, the elemental 
is summoned; it then makes its second saving throw. If this save is 
failed, the elemental will obey its summoner. If the elemental makes 
the second save, it is uncontrolled and turns on the defiler. If the 
first save is successful, the elemental has resisted the summons 
altogether and needn’t make the second. Thus, sorcerer-kings suffer 
tremendous risk summoning elementals, while their templars can do 


so without difficulty. 


Controlling a Greater Elemental: A greater elemental must be 
controlled in exactly the same manner as a standard elemental. 


Stealing Control of a Greater Elemental: A greater elemental can 
be stolen in exactly the same manner as a standard elemental. 


Character Elementals 


Exceptionally powerful clerics can become character elementals as a 
form of advanced being. The rules for summoning, controlling, and 
stealing them are different to those for other elementals. Consult 
Dark Sun Campaign Options for more information. 
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Air Elemental 


Lesser Standard Greater 
CLIMATE/TERRAIN: Any air Any air Any air 
FREQUENCY: Rare Very Rare Very Rare 
ORGANISATION: Solitary Solitary Solitary 
ACTIVITY CYCLE: Any Any Any 
DIET: Air Air Air 
INTELLIGENCE: Low (5-7) Low (5-7) Average (8-10) 
TREASURE: Nil Nil Nil 
ALIGNMENT: Neutral Neutral Neutral 
NO. APPEARING: I I I 
ARMOUR CLASS: 16 18 19 
MOVEMENT: Fl 18 (A) FI 36 (A) FI 38 (A) 
HIT DICE: 2, 4, or G 8, 12, or 16 10, 14, or I8 


ATTACK (CMB/CMD: 


+2 (41/11), +4 (43/13), or 
+6 (+6/16) 


+8 (+9/19), +12 (413/23), 
or +16 (+17/27) 


+10, +14, or +18 (412/22, 
+18/28, or +22/32) 


NO. OF ATTACKS: I I I 
DAMAGE/ATTACK: Id6, IdI0, or IdI2 2d10 5dIO 
SPECIAL ATTACKS: See below See below Whirlwind, sandstorm 


SPECIAL DEFENCES: 


+I or better weapon to hit 


+2 or better weapon to hit +3 or better weapon to hit 


MAGIC RESISTANCE: 


SIZE: 
MORALE: 


XP VALUE: 


PSIONICS: 


Lesser Air Elemental 


Nil 

S-M (2’-4, height = HD) 
2 HD: Steady (11-12) 

4-6 HD: Elite (13-14) 


2 Hit Dice: 650 
4 Hit Dice: 975 
6 Hit Dice: 1,400 


Nil 


Dust devils and sirocco winds blow frequently across the Athasian 
desert. Travellers often look upon these natural phenomenon with 
fear, thinking them to be lesser air elementals. 

An individual could be in the presence of a lesser air elemental 
and never know it as they are predominantly transparent. Looking 
right at one, the viewer might occasionally see an ephemeral gossamer 
shape that appears to wane in the breeze. 


Combat: Lesser air elementals use their near invisibility to their 
advantage. They are the fastest of the lesser elementals and use their 
speed to attack. They move by a target at their highest rate of speed 
(18) and strike a glancing blow with their body. The damage varies 
by the number of Hit Dice the lesser elemental possesses. When 
struck in this fashion, any target with fewer Hit Dice than the lesser 
air elemental must make a successful Dexterity check to keep from 
being knocked off balance. 

The lesser air elemental can spin itself into a wind vortex but the 
cost is high. The vortex is the same size as the lesser air elemental. 
The visible, whirling vortex doubles the amount of damage the lesser 


Nil 
L-H (8’-16’, height = HD 
Champion (15-16) 


50%/25% 

L to H (10’-18' tall) 

10-14 HD: Champion (15-16) 
18 HD: Fanatic (17-18) 


10 Hit Dice: 7,000 
12 Hit Dice: 7,000 14 Hit Dice: 11,000 
16 Hit Dice: 11,000 18 Hit Dice: 15,000 


Nil Nil 


8 Hit Dice: 3,000 


air elemental can cause per round, but halves the number of rounds 
it remains conjured or summoned, starting in the round it is created. 
Lesser air elementals do not combat underground or earth-based 
creatures with much success; any damage inflicted against such 
creatures is halved. 


Standard Air Elemental 


Air elementals can be conjured in any area of open air where 
gusts of wind are present. The common air elemental appears as 
an amorphous, shifting cloud when it answers its summons to the 
Prime Material Plane. They rarely speak, but their language can be 
heard in the high-pitched shriek of a tornado or the low moan of a 
midnight storm. 


Combat: While air elementals are not readily tangible to the 
inhabitants of planes other than its own, they can strike an opponent 
with a strong, focused blast of air that, like a giant, invisible fist, 
does 2d10 points of damage. The extremely rapid rate at which these 
creatures can move make them very useful on vast battlefields or in 
extended aerial combat. 
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In fact, the air elemental’s mastery of its natural element gives it a 
strong advantage in combat above the ground. In aerial battles, they 
gain a +I to hit and a +4 to the damage they inflict. 

The most feared power of an air elemental is its ability to form a 
whirlwind upon command. Using this form, the air elemental appears 
as a truncated, reversed cone with a 10 foot bottom diameter and 30 
foot top diameter. The height of the whirlwind depends on the Hit 
Dice of the elemental. An air elemental of 8 Hit Dice will produce 
a whirlwind standing 40 feet tall; a 12 Hit Dice elemental produces 
a whirlwind standing 60 feet tall; and a I6 Hit Dice elemental 
produces a whirlwind standing 80 feet tall. It takes one full turn to 
form and dissipate this cone. 

This whirlwind lasts for one melee round, sweeps away and kills 
all creatures under 3 Hit Dice in the area of its cone, and does 2d8 
points of damage to all creatures it fails to kill outright. If, because 
of overhead obstructions, the whirlwind fails to reach its full height, 
it can only sweep up creatures under 2 Hit Dice and do Id8 points 
of damage to all others in its cone. 


Greater air elementals can be conjured in any area of open air 
where gusts of wind are present. They are often summoned in open 
areas of the Athasian deserts, during sand and wind storms. Unlike 
other elementals, greater air elementals are not humanoid in shape, 
but are large amorphous columns of air. 

While they are unable to speak, they can make sounds similar to 
the high-pitched scream of a tornado or the moan of a night storm. 


Greater air elementals have a special ability which allows 
them to conceal their presence. They are able to blend in with the 
natural winds and travel with them. They are unable to attack when 
in this form, but are able to revert to normal in one round. When in 
this form, greater air elementals are completely hidden from normal 
view, though a detect magic spell would indicate a magical presence 
in the air. When a greater air elemental reverts to its normal form, 
opponents receive a -3 penalty to their surprise rolls. 

Greater air elementals are able to attack with a powerful 
concentrated blast of air which does 5dI0 points of damage. This 
air blast will often resemble a large fist made up of swirling air. 
Greater air elementals are also capable of extremely rapid movement 
in the air, making them very good aerial combatants. This natural 
advantage grants them a +2 bonus to hit opponents in aerial 
combat, with a +5 bonus to their damage. 

Greater air elementals possess a unique ability which allows 
them to turn into gigantic whirlwinds upon command. When using 
this ability, the elemental’s appearance changes to that of a large, 
tornado-like, funnel cloud. This column of air is 15 wide at its 
base and up to 45’ wide at its top. The greater air elemental’s 
height when in this form is dependant on its Hit Dice. Greater air 
elementals of 10 Hit Dice are 50’ tall, those of 14 Hit Dice are 
70’ tall, and 18-Hit Dice elementals tower at 90” tall. Creating and 
dissipating this form takes one whole turn. 

Once created, the whirlwind lasts for three melee rounds and 
sweeps up and kills all creatures of four Hit Dice (or levels) or less. 
Other creatures take 2dI0 points of damage each round, though a 
saving, throw versus breath weapon each round reduces this damage 


by one half. 


This ability is particularly effective in the desert areas of Athas, 
especially on or near the Sea of Silt. When a greater air elemental 
creates a whirlwind while in the desert, a huge, 60’ diameter, swirling 
cloud of sand is created, which limits visibility to 10 feet and inflicts 
Id4 points of damage per round (save versus breath weapon for 
half damage). This sand cloud lasts a total of six melee rounds - 
three while the greater air elemental whirlwind is present and three 
afterward for the cloud to dissipate. When a whirlwind is created 
within 50’ of the Sea of Silt, a massive cloud of sand and silt 
nearly 150’ in diameter is generated, which prevents all visibility. In 
addition, all creatures inside the diameter of this cloud must save 
versus paralysis. Those who succeed suffer IdIO points of damage 
per round, while those who fail suffocate and die within four rounds 
(unless treated by a heal or other similar spell). Creatures that don’t 


breathe are immune to this damage. 
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Earth Elemental 


Lesser Standard Greater 
CLIMATE/TERRAIN: Any land Any land Any land 
FREQUENCY: Rare Very Rare Very Rare 
ORGANISATION: Solitary Solitary Solitary 
ACTIVITY CYCLE: Any Any Any 
DIET: Earth, metal or gems Earth, metal, or gem Earth, metal, or gem 
INTELLIGENCE: Low (5-7) Low (5-7) Average (8-10) 
TREASURE: Nil Nil Nil 
ALIGNMENT: Neutral Neutral Neutral 
NO. APPEARING: I I I 
ARMOUR CLASS: 16 18 19 
MOVEMENT: 6 6 9 
HIT DICE: 2, 4, or 6 8, 12, or 16 10, 14, or I8 


ATTACK (CMB/CMD: 


+2 (41/11), +4 (43/13), or 
+6 (+6/16) 


+8 (+9/19), +12 (413/23), 
or +16 (+17/27) 


+10, +14, or +18 (412/22, 
+18/28, or +22/32) 


NO. OF ATTACKS: I I 
DAMAGE/ATTACK: Id8, 2d8, or 3d8 4d8 4d12 
SPECIAL ATTACKS: See below See below Earthquake, structural damage 


SPECIAL DEFENCES: 


+I or better weapon to hit 


+2 or better weapon to hit +3 or better weapon to hit 


MAGIC RESISTANCE: 


SIZE: 
MORALE: 


XP VALUE: 


PSIONICS: 


Lesser Earth Elemental 


Nil 

S-M (2-4, height = HD) 
2 HD: Steady (11-12) 

4-6 HD: Elite (13-14) 


2 Hit Dice: 420 
4 Hit Dice: 650 
6 Hit Dice: 975 


Nil 


Coalesced sand, silt, or rock, the lesser earth elemental is the 
mightiest elemental a low-level conjurer can summon. 

Comprised of desert sand, salt, rock, or silt from the Silt Sea, 
the lesser earth elemental appears as a small hillock with a vague 
humanoid shape. The creature has features like a humanoid, 
including hollows where eyes should be. The most disconcerting 
part of the creature is its ability to reverse direction by shifting its 
features to the opposite side of its body instead of turning around. 


Combat: A formidable foe, the lesser earth elemental prefers the 
direct approach of pounding its adversary into submission. The 
lesser elemental can travel freely through all types of earth. The 
lesser earth elemental delivers a single, powerful punch each round. 
The amount of damage caused is directly linked to the number of 
Hit Dice the creature possesses. The lesser earth elemental does not 
fight airborne or waterborne creatures very effectively. All damage 
inflicted against opponents in flight or in water is halved. 

Although powerful, the lesser earth elemental remains at rest 


Nil 
L-H (8’-16’, height = HD 
Champion (15-16) 


50%/25% 

L to H (10’-18' tall) 

10-14 HD: Champion (15-16) 
18 HD: Fanatic (17-18) 


10 Hit Dice: 6,000 
14 Hit Dice: 10,000 
18 Hit Dice: 14,000 


Nil 


8 Hit Dice: 2,000 
12 Hit Dice: 6,000 
16 Hit Dice: 10,000 


Nil 


between orders. They require simple motivation. Complex orders, 
tasks, or errands are lost on the lesser earth elemental. Commands 
should be kept simple and direct for the lesser earth elemental to 
best aid the conjurer/summoner. 


Standard Earth Elemental 


Earth elementals can be conjured in any area of earth or stone. 
This type of standard elemental appears on the Prime Material 
Plane as a very large humanoid made of whatever types of dirt, 
stones, precious metals, and gems it was conjured from. It has 
a cold, expressionless face, and its two eyes sparkle like brilliant, 
multifaceted gems. Though it has a mouth-like opening in its face, 
an earth elemental will rarely speak. Their voices can be heard in 
the silence of deep tunnels, the rumblings of earthquakes, and the 
grinding of stone on stone. 

Though earth elementals travel very slowly, they are relentless 
in the fulfilment of their appointed tasks. An earth elemental can 
travel through solid ground or stone with no penalty to movement 
or dexterity. However, these elementals cannot travel through water: 
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Earth Elemental 


they must either go around the body of water in their path or go 
under it, traveling in the ground. Earth elementals prefer the latter 
as it keeps them moving, more or less, in a straight line toward 
their goal. 


Combat: Earth elementals will always try to fight on the ground and 
will only rarely be tricked into giving up that advantage. Because 
of their close alliance to the rock and earth, these elementals do 
4d8 points of damage whenever they strike a creature that rests on 
the ground. 

Against constructions with foundations in earth or stone, earth 
elementals do great damage, making them extremely useful for armies 
besieging a fortification. For example, a reinforced door, which might 
require a few rounds to shatter using conventional methods, can be 
smashed with ease by an earth elemental. They can even level a 
small cottage in a few rounds. 

An earth elemental’s effectiveness against creatures in the air 
or water is limited; the damage done by the elemental’s fists on 
airborne or waterborne targets is lessened by 2 points per die (to a 
minimum of I point of damage per die). 


Greater Earth Elemental 


Greater earth elementals can be conjured in any area of earth or 
stone. When on the Prime Material Plane, they appear as large 
humanoids made of the material from which they were conjured. 
The facial features of a greater earth elemental are expressionless, 
though their eyes are like shiny circles of gold. 

Greater earth elementals are unable to speak, but can create loud 
rumbling sounds, like the sound of an earthquake or landslide. 


Combat: Greater earth elementals move at a fairly slow pace, but 
are able to move freely through rock, dirt, stone, or any material that 
comes from the earth. They are unable, however, to move across 
water and must either travel around bodies of water or under them. 
Greater earth elementals are able to travel across or through the Sea 
of Silt as they can through other earthen materials. 

Greater earth elementals have a special ability which allows them 
to conceal themselves. They are able to blend into any earth-type 
material, so long as the volume of the material is equivalent to or 
greater than that of the elemental itself. 

For example, a greater earth elemental could conceal itself inside 
an area of open ground, a mountainside, or even within the actual 
walls of a city, but could not do so within a small rock or stone. 
Though undetectable by any normal means, a detect magic spell 
would indicate a magical presence within the stone or earth that the 
elemental occupied. 

When in this form, greater earth elementals are incapable of any 
actions (including movement), except reverting back to their normal 
appearance. It takes the elemental one round to conceal itself and 
one round to revert to its natural form. When the elemental attacks 
from concealment, its opponents suffer a -2 penalty to surprise rolls. 

Whenever an earth elemental successfully attacks an opponent that 
is on the ground, the target takes 4d12 damage. Against creatures 
in the air or water, attacks made by a greater earth elemental are 
less effective. When striking these opponents, subtract one point of 
damage per die rolled for the elemental’s attacks, to a minimum of 
I point of damage per die. 


An attack by a greater earth elemental against structures made 
of earth or stone, or structures with earthen foundations deals four 
structural points per attack. This, combined with their ability to 
travel through stone and earth, makes them ideal for siege warfare. 

The most devastating ability of greater earth elementals is their 
ability to create earthquakes. This ability takes one round to employ, 
and can be used once per day. The quake lasts for six rounds, 
growing in intensity during the first three and then lessening for the 
remaining three. During rounds I and 6, all creatures within 30 
feet of the elemental must save vs. paralysis or be knocked to the 
ground, taking Id6 damage. Those who save still take Id4 damage. 
During rounds 2 and 5, all creatures within 60 feet of the elemental 
must save vs. paralysis at -3, or be knocked to the ground, taking 
Id8 damage. Those who save still take Id6 damage. During rounds 
3 and 4, all creatures within 90 feet of the elemental must save vs. 
paralysis at -5 penalty or be knocked to the ground, taking 2d6 
damage. Those who save still take 2d4 damage. When this ability is 
used near or inside earthen structures, walls within the area of effect 
take one point of structural point of damage in rounds I and 6, two 
in rounds 2 and 5, and three in rounds 3 and 4. 
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Fire Elemental 


Lesser Standard Greater 
CLIMATE/TERRAIN: Fire or dry land Any dry land Any dry land 
FREQUENCY: Rare Very Rare Very Rare 
ORGANISATION: Solitary Solitary Solitary 
ACTIVITY CYCLE: Any Any Any 
DIET: Any combustible Any combustible Any combustible 
INTELLIGENCE: Low (5-7) Low (5-7) Average (8-10) 
TREASURE: Nil Nil Nil 
ALIGNMENT: Neutral Neutral Neutral 
NO. APPEARING: I I I 
ARMOUR CLASS: 16 18 19 
MOVEMENT: Fl 15 (A) 12 12 
HIT DICE: 2, 4, or G 8, 12, or 16 10, 14, or I8 
ATTACK (CMB/CMD: +2 (+1/I1), +4 (43/13), or +8 (49/19), +12 (413/23), +10, +14, or +18 (+12/22, 

+6 (+6/16) or +16 (+17/27) +18/28, or +22/32) 
NO. OF ATTACKS: I I I 
DAMAGE/ATTACK: Id6, IdI2, or 2d10 3d8 4d10 
SPECIAL ATTACKS: Flame tongue See below Engulf 
SPECIAL DEFENCES: +I or better weapon to hit +2 or better weapon to hit +3 or better weapon to hit 
MAGIC RESISTANCE: Nil Nil 50%/25% 


SIZE: S-M (2-4, height = HD) 
MORALE: 2 HD: Steady (11-12) 

4-6 HD: Elite (13-14) 
XP VALUE: 2 Hit Dice: 420 

4 Hit Dice: 650 

6 Hit Dice: 975 
PSIONICS: Nil 


Lesser Fire Elemental 


These creatures from the elemental plane of fire are the most 
spirited and mischievous of all the lesser elementals. 

Lesser fire elementals appear as columns of flame and constantly 
change colour. When first conjured, the elemental appears a burning, 
bright white-blue. As it weakens, the colour changes to yellow-orange, 
and then to deep red before it fades away. Their height in feet is 
equal to their Hit Dice and they are half that distance in width. To 
move, the elemental leans in the direction it wishes to travel. 


Combat: In combat, the lesser fire elemental will either move up 
against its target to burn it or will use its flame tongue. The 
appendage resembles a long tongue composed of flame that the 
creature can flick in a whip-like fashion at an enemy, with a range 
of 3 feet. Both attacks do the same amount of damage but the lesser 
flame elemental can only do one attack per round. Any flammable 
object struck by the lesser fire elemental must save versus magic fire 
with a -I penalty or immediately begin to burn. All damage against 
other fire-based creatures is automatically halved. 


L to H (10-18 tall) 

10-14 HD: Champion (15-16) 
18 HD: Fanatic (17-18) 

10 Hit Dice: 6,000 

14 Hit Dice: 10,000 

18 Hit Dice: 14,000 


Nil 


L-H (8-16, height = HD 
Champion (15-16) 


8 Hit Dice: 2,000 
12 Hit Dice: 6,000 
16 Hit Dice: 10,000 


Nil 


Lesser fire elementals take commands literally. Until told exactly 
what actions they can, should, or should not perform, they act 
mischievously (setting fire to the nearest flammable object, etc.) They 
do not mean to disobey, it is just that they have yet to be told what 
to do - they are impatient beings. Although they do not have any 
visible sensory organs, they possess the ability to see and to hear. 


Standard Fire Elemental 


Fire elementals can be conjured in any area containing a large open 
flame. To provide a fire elemental with an adequate shell of Prime 
Material flame, a fire built to house an elemental should have a 
diameter of at least six feet and reach a minimum of four feet into 
the air. 

On the Prime Material Plane, a fire elemental appears as a tall 
sheet of flame. The fire elemental will always appear to have two 
arm-like appendages, one on each side of its body. These arms 
seem to flicker back into the creature's flaming body, only to spring 
out from its sides seconds later. The only facial features of a fire 
elemental are two large glowing patches of brilliant blue fire, which 
seem to function as eyes for the elemental. 
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Fire Elemental 


Like all standard elementals, fire elementals rarely speak on the 
Prime Material Plane, though their voices can be heard in the 
crackle and hiss of a large fire. 


Combat: Because they resent being conjured to this plane, standard 
fire elementals are fierce opponents who will attack their enemies 
directly and savagely, taking what joy they can in burning the weak 
creatures and objects of the Prime Material to ashes. In combat, a 
fire elemental lashes out with one of its ever-moving limbs, doing 
3d8 points of damage. Any flammable object struck by the fire 
elemental must save versus magical fire at -2 or immediately begin 
to burn. 

Standard ire elementals do have some limitations on their actions 
when they are on the Prime Material Plane. They are unable to 
cross water or non-flammable liquids. Also, because their natural 
abilities give them some built-in resistance to flame-based attacks, 
creatures with innate fire-using abilities take less damage from a fire 
elemental’s attack. The elemental subtracts I point from each die 
of damage it does to these creature (to a minimum of I point of 
damage per die). 


Greater Fire Elemental 


Greater fire elementals can be conjured in any area containing 
a large, open flame at least six feet in diameter. On the Prime 
Material Plane, they appear as a sheet of flame, humanoid in shape, 
with two arm-like appendages. The only facial features noticeable on 
a greater fire elemental are its eyes, which glow an intense, bright red. 

Though they are incapable of speech, greater fire elementals are 
able to make sounds similar to the hisses and crackles of a large fire. 


Combat: Greater fire elementals are limited in terms of their 
movement capabilities. They are totally unable to move across or 
through water or other non-flammable liquids. 

A greater fire elemental may reduce its size and intensity to 
conceal itself within a flame as small as a torch. The only way for 
the elemental to move while in this form is through the contact of 
one flame to another. A greater fire elemental concealed within a 
campfire could only move to a torch if the torch were to come in 
contact with the campfire. Though the elemental is undetectable 
by normal means, a detect magic spell would indicate a magical 
presence within the flame. While in this form, a greater fire elemental 
can only transfer itself from flame to flame and revert to its normal 
appearance. Reverting to and changing from its original form takes 
one round. When a greater fire elemental reveals itself in this 
manner, any opponents suffer a -2 penalty to their surprise rolls. 

A greater fire elemental resents being summoned to the Prime 
Material Plane and will fight viciously against all its opponents. 
Any creature struck by a greater fire elemental takes 4d10 points of 
damage. Any flammable object struck must save versus magical fire 
with a -3 penalty or immediately begin to burn. 

The fire-using abilities of a greater fire elemental have a unique 
affect on its interactions with other fire-using and flame-based creature. 
Any flame-based creature attacked by a greater fire elemental takes 
slightly less damage than normal. Subtract I point from each die 
of damage rolled, to a minimum of I point per die. Also, attacks 
made by flame-based creatures against greater fire elementals suffer 
the same reduction in damage. 


Greater fire elementals have one other special ability which is 
perhaps their most deadly. A greater fire elemental may attempt 
to engulf its opponent, completely surrounding it within the Prime 
Material body of the elemental. The greater fire elemental cannot 
otherwise attack on a turn that it engulfs a victim; it must make a 
CMB roll to engulf. Once it has engulfed a victim, it can continue 
to attack normally. 

Any creature successfully engulfed must save versus paralysis 
each round or suffer 4dIO points of damage. Those who make their 
saving throw suffer 2dIO points of damage per round. Escaping from 
a greater fire elemental’s engulf attack requires a Strength check 
with a -IO penalty. While engulfed, a creature may not perform 
any actions except to try to escape. Attacks made against a greater 
fire elemental that has engulfed a creature do not in any way affect 
that creature. In fact, if a greater fire elemental is damaged for 25 or 
more hit points in a single round, it will release its victim in order 


to concentrate its attacks elsewhere. 
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Water Elemental 


Lesser Standard Greater 
CLIMATE/TERRAIN: Any water Large areas of water Large areas of water 
FREQUENCY: Rare Very Rare Very Rare 
ORGANISATION: Solitary Solitary Solitary 
ACTIVITY CYCLE: Any Any Any 
DIET: Any liquid Any liquid Any liquid 
INTELLIGENCE: Low (5-7) Low (5-7) Average (8-10) 
TREASURE: Nil Nil Nil 
ALIGNMENT: Neutral Neutral Neutral 
NO. APPEARING: I I I 
ARMOUR CLASS: 16 18 19 
MOVEMENT: 6, Sw I2 6, Sw I8 6, Sw I8 
HIT DICE: 2, 4, or G 8, 12, or 16 10, 14, or I8 


ATTACK (CMB/CMD: 


+2 (41/11), +4 (43/13), or 
+6 (+6/16) 


+8 (+9/19), +12 (+13/23), 
or +16 (+17/27) 


+10, +14, or +18 (412/22, 
+18/28, or +22/32) 


NO. OF ATTACKS: I I I 
DAMAGE/ATTACK: 2d6, 3d6, or 4d6 5d6 6d6 

SPECIAL ATTACKS: Ram See below Drown 

SPECIAL DEFENCES: +I or better weapon to hit +2 or better weapon to hit +3 or better weapon to hit 


MAGIC RESISTANCE: 


SIZE: 
MORALE: 


XP VALUE: 


PSIONICS: 


Lesser Water Elemental 


Nil 

S-M (2-4, height = HD) 
2 HD: Steady (11-12) 

4-6 HD: Elite (13-14) 


2 Hit Dice: 420 
4 Hit Dice: 650 
6 Hit Dice: 975 


Nil 


All water elementals, including lesser ones, are looked on with awe 
and respect on Athas because of their link with the life-giving fluid. 

Blue to transparent in colour, lesser water elementals are bulbous 
and amorphous in shape. Constantly changing, but generally the 
creature has a rounded bottom that gets thinner towards the top. 
The lesser water elemental looks like a moving tear-drop. For 
locomotion the elemental circulates its liquid, moving the water in 
the back of its body to the front. The motion is so smooth it gives 
the impression that the creature is flowing. 


Combat: The lesser elemental uses its flowing motion as one of its 
basic forms of attack. Gathering speed as it goes, it uses its entire 
body to ram, inflicting 4d8 damage. Otherwise, it creates a single 
pseudopod to use in a concussive attack, inflicting damage as listed 
above. The pseudopod flows back into the body cavity after one 
attack, only to be replaced by another if the creature wills it. 
Conjuring/summoning a lesser water elemental when in the 
Athasian desert is a risky proposition at best. If exposed to the heat 
of the desert and the direct rays of the hot desert sun, the lesser 


Nil 
L-H (8’-16’, height = HD 
Champion (15-16) 


50%/25% 

L to H (10’-18' tall) 

10-14 HD: Champion (15-16) 
18 HD: Fanatic (17-18) 


10 Hit Dice: 6,000 
14 Hit Dice: 10,000 
18 Hit Dice: 14,000 


Nil 


8 Hit Dice: 2,000 
12 Hit Dice: 6,000 
16 Hit Dice: 10,000 


Nil 


water elemental may not last the full length of its conjuration/ 
summoning. After 5 rounds in the desert heat, the creature must 
make a successful saving, throw versus death magic or return to the 


Elemental Plane of Water. 


Standard Water Elemental 


Water elementals can be conjured in any area containing a large 
amount of water or watery liquid. At least one thousand cubic feet 
of liquid is required to create a shell for the water elemental to 
inhabit. Usually a large pool serves this purpose, but several large 
kegs of wine or ale will do just as well. 

The water elemental appears on the Prime Material Plane as a 
high-crested wave. The elemental’s arms appear as smaller waves, 
one thrust out on each side of its main body. The arms ebb and 
flow, growing, longer or shorter as the elemental moves. Two orbs of 
deep green peer out of the front of the wave and serve the elemental 
as eyes. Like all other standard elementals, water elementals rarely 
speak on the Prime Material Plane, but their voices can be heard in 
the crashing of waves on rocky shores and the howl of an ocean gale. 
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Water Elemental 


Combat: In combat, the water elemental is a dangerous adversary. 
It prefers to fight in a large body of water where it can constantly 
disappear beneath the waves and suddenly swell up behind its 
opponent. When the elemental strikes, it lashes out with a huge 
wave-like arm, doing 5d6 points of damage. 

Water elementals are also a serious threat to waterborne vessels 
that cross their paths (rare as these are on Athas). A water elemental 
can easily overturn small craft (one ton of ship per hit die of the 
elemental) and stop or slow almost any vessel (one ton of ship per 
hit point of the elemental). Ships not completely stopped by an 
elemental will be slowed by a percentage equal to the ratio of ship's 
tons over the hit points of the attacking elemental. 

Though the water elemental is most effective in large areas of 
open water, it can be called upon to serve in a battle on dry land, 
close to the body of water from which it arose. The reservoirs and 
cisterns of the city-states qualify for such a purpose, as do most 
large desert oases. However, the movement of the water elemental on 
land is the most restricted of any elemental type: a water elemental 
cannot move more than 60 yards away from the water it was 
conjured from, and I point of damage is subtracted from each die 
of damage they inflict out of the water (to a minimum of I point 
of damage per die). 


Greater Water Elementals 


Greater water elementals can be conjured in any area containing a 
large body of water or watery liquid. The creation of a greater water 
elemental requires at least one hundred cubic feet of water, which 
serves as the Prime Material shell for the creature. 

On Athas a greater water elemental appears as a large, high- 
crested wave. The arms of a greater water elemental appear as smaller 
waves, flowing out from either side of the larger wave. Though the 
entire surface of the elemental resembles rough water, there are two 
completely smooth areas which serve it as eyes. 

Greater water elementals are unable to speak, though they are 
able to make sounds similar to the roaring and crashing waves. 


Combat: The movement of greater water elementals is severely 
limited on land. Though they are able to move in and across water, 
they can only to move onto dry land so long as they remain within 
30 feet of the body of water from which they arose. 

Athasian greater water elementals have a special ability which 
allows them to conceal their presence from observers. They are 
able to blend in completely with the body of water from which 
they spawned and are able to move through this body of water 
freely. When in this form, a greater water elemental is completely 
undetectable by any normal means, though a detect magic spell 
would indicate a magical presence in the body of water. 

Changing to or from this form takes one round and will often 
grant the elemental the advantage of surprise over its opponents. 
When an elemental changes form, its intended opponents suffer a 
-2 penalty to their surprise rolls. 

When in combat, greater water elementals prefer to attack 
opponents that are in or on the water. The elemental strikes with 
one of its large, wave-like arms for 6d6 damage per successful attack. 
When attacking on dry land or against land-based opponents, a 
greater water elemental’s attack does less damage. Subtract one point 
per die of damage rolled, to a minimum of one point per die. 


Greater water elementals are particularly effective against water 
vessels. They are easily capable of overturning small craft (I0 to 50 
feet in length) and stopping or slowing larger ships (50 or more feet 
in length). Attacks against ships inflict 3 structural points per attack. 

Athasian greater water elementals have one other special attack 
form usable against Medium or smaller targets. The elemental can 
grapple an opponent and drag it into itself, drowning it. This attack 
can be attempted against targets on the ground or on board a ship, 
provided the elemental can reach it. The elemental must make a 
successful CMB roll to grab the target. If successful, the target is 
caught by the elemental and dragged inside. The victim must save 
vs. paralysis each round or take 2dI0 points of damage. Those who 
make their saving throws still take IdIO points of damage per round. 
Breaking free requires a Strength check with a -6 penalty. Grappled 
characters cannot breathe and risk suffocation. The greater water 
elemental can attempt to grapple the victim again. 


Ecology: On Athas, greater water elementals are very rare, as there 
are very few bodies of water large enough to supply the required 
amount of water. 
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Elemental, Clerical 


CLIMATE/TERRAIN: Any 


FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Omnivore 
INTELLIGENCE: Varies 
TREASURE: Varies 
ALIGNMENT: Varies 


NO. APPEARING: I 


ARMOUR CLASS: Varies 
MOVEMENT: Varies 
HIT DICE: Varies 
ATTACK (CMB/CMD: Varies 
NO. OF ATTACKS: Varies 
DAMAGE/ATTACK: Varies 


SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


See below 
See below 


MAGIC RESISTANCE: Varies 
SIZE: Varies 
MORALE: Champion (15-16) 
XP VALUE: Varies 
PSIONICS: Varies 


A human dual-classed cleric/psionicist who attains 20th level can 
choose to pursue a strange and mysterious path that ultimately 
transforms him into an elemental being of tremendous power. Once 
the cleric begins this alteration, he can never stop it. Only his death 
prevents him from becoming an elemental being. 

The elemental form taken is that of the original cleric’s focus 
of worship. Thus, an earth cleric transforms to an earth elemental, 
an air cleric to an air elemental, etc. The disciplines necessary to 
specialise in one form of elemental magic prohibits crossover from 
one elemental form to another. During the transformation process, 
clerical elementals can switch between human and elemental forms. 
They do not age in elemental form, but they continue to age in 
human form. A character who reaches elemental form at 30th level 
can no longer switch and is permanently fixed in elemental form. 


Combat: A cleric of this power in human form retains the abilities 
that he had prior to his journey along the road to transformation. An 
elemental has the powers of a psionicist of equal level, continuing to 
gain PSPs and psionic powers as it advances. Any magical items or 
similar abilities that the cleric had are retained as well. 

In elemental form, an individual of this type has the abilities and 
statistics of either a standard elemental or a greater elemental. In 
elemental form, the cleric has access to the spells and psionic powers 
that he had prior to the transformation, but he gains no benefits 
from any form of magical object. All abilities are now based on the 
elemental entry appropriate to the characters level as presented on 
the table opposite. 


Each time the cleric assumes elemental form, its Hit Dice are 


rolled anew. As the creature attains greater levels of power, the cleric 
is entitled to Hit Die re-rolls for certain numbers. For example, an 
elemental cleric rolls 10 Hit Dice and has rerolls on I, 2, and 3. 
Assume that ten 8-sided dice give rolls of 1,2,2,3,4,5,5,6,8, and 8. 
The four dice that rolled 1,2,2, and 3 are re-rolled until they don’t 
read I, 2, or 3. If they finally came up 4, 5, 6, and 7, the elemental’s 
hit points would total 58. See the table at the end of this entry for 
details. 

Damage taken in either of the cleric’s forms is erased after 
transformation. A cleric who is wounded down to I hit point 
in human form rolls completely new hit points for the elemental 
form. When he returns to human form, he is completely healed 
of damage. If the cleric is ever reduced to 0 hp in either form, of 
course, he dies. 

Normally, an elemental cleric cannot be summoned, though 
he can be controlled, and that control can be stolen. When 
summoning spells are employed, other, less-wilful elementals from 
the appropriate plane answer the call. A special spell could be 
researched to summon a specific elemental, even an elemental cleric, 
but such magic does not presently exist - the spell would have to 
be created under the rules governing magical research. 

Devices that can control or govern the actions of elementals can 
affect clerics. Only magical items can control elemental clerics. 
Four of the most common means of gaining control over an 
elemental cleric are the bow! commanding water elementals, brazier 
commanding fire elementals, censer controlling air elementals, and 
stone of controlling earth elementals. When properly employed, 
these devices can control an elemental cleric of the appropriate type. 
The cleric gets a saving throw to ignore the effects. 
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Elemental, Clerical 


Clerical Elemental Ability Chart 


Level Hit Dice/Variety HD Re-rolls Time 
2I 8 HD Standard = I turn 
22 12 HD Standard z= 3 turns 
23 12 HD Standard [2 I hour 
24 16 HD Standard = 2 hours 
25 16 HD Standard I, 2 4 hours 
26 10 HD Greater L23 6 hours 
27 10 HD Greater 1,2, '3,.4 8 hours 
28 14 HD Greater I,,:2,.3 12 hours 
29 14 HD Greater I, 2, 3, 4 16 hours 
30 18 HD Greater I, 2, 3, 4 24 hours 


Otherwise, it is controlled, just as described in the Monstrous 
Manual. Once freed, the cleric can attack or ignore the controller 
as desired. 

A ring of elemental command attuned to the cleric’s elemental 
plane can be used to full effect against the cleric. The affected cleric 
can be held at a 5’ distance or even charmed. 

A scroll of protection - elementals works against elemental clerics 
just as noted in the Dungeon Master’s Guide. 

As an elemental cleric gains power, it learns the ability to 
summon lesser, standard, and greater elementals. These abilities are 
identical to the spells conjure elemental, conjure greater elemental, 
and conjure lesser elemental, presented in the Dark Sun Campaign 
Guide. The number of times that these powers can be used per day 
appears on the table at the end of this entry. 

These conjured elementals need not be controlled, nor can their 
control be stolen from the elemental cleric. They obey the cleric’s 
every thought while on the Prime Material Plane. 


Habitat/Society: The most potent of elemental clerics are powerful 
enough in their own right to be important personages on their 
elemental plane. Therefore, from time to time, their services are 
called for on those planes, and they must return there until their 
business is concluded. 


Ecology: An elemental cleric’s transformation is quite different from 
that of other advanced beings. The cleric can attain full elemental 
form even at the lowest levels, though only for a limited time. 
The time the cleric can spend as an elemental and his relative 
power increase as he becomes more solidly anchored to his chosen 
elemental plane. At any given time, the cleric will either be fully 
elemental or fully human. Since there is no gradual change between 
the two forms, it is not a metamorphosis, but rather a transformation. 

An elemental cleric must assume elemental form exactly once per 
day. Less-powerful elemental clerics retain human form for all but 
a short period during a day. More powerful elemental clerics only 
retain human form for half the day or less. The most powerful clerics 
abandon human form altogether. 

The cleric may decide when during the day to take on his 
elemental form. For this purpose, a game day begins and ends at 
midnight. If the cleric fails to decide, his body transforms at the last 
moment possible. 


Spells 
Summons I 2 3 5 © 7 8 9 T0 
= 9 9 9 9 8 6 2 Tf = = 
= 9° -O Q. Q Q 66> 33. D = = 
= 9 9 9 9 9 7., 3 2 TI = 
= J 9 Q Q Q e 3B -2 -2 = 
= 9 9 9 9 9 8 4 3 2 = 
Lesser (I) 9 9 9 9 9 9 4 3 2 I 
Lesser (2) 9 9 9 9 9 9 5 4 2 I 
Standard (I) 9 9 9 9 9 9 6 4 3 I 
Standard (2) 9 9 9 9 9 Q 7 & 3 2 
Greater (I) 9 9 9 9 9 9 B 4 3 3 


sh 


Hit Dice/Variety indicates the exact type of elemental form that the cleric 


will assume upon transformation. 

HD Re-rolls indicates Hit Dice roll results that may be re-rolled when 
generating the elemental form’s hit points. 

Time is the length of time that the cleric must remain in elemental form 
following transformation. 

Summons indicates the type of elementals that may be summoned while in 
elemental form. The number in parentheses indicates the times per day this 


ability can be used. 


For instance, an cleric who must assume elemental form for two 
hours a day but hasn’t transformed earlier changes two hours before 
midnight. The transformation takes one round, during which time 
the cleric’s body takes on an ethereal form. Only weapons that can 
affect ethereal bodies can harm him. Successful attacks at this time 
use his human characteristics (Armour Class, hit points, etc.) The 
elemental cannot act or defend while transforming. 

The cleric cannot control his transformation back into human 
form. It takes place after the cleric has spent the entire required 
duration in elemental form. The transformation takes one complete 
round, during which time the cleric cannot act. The cleric takes 
on ethereal form for the round, so attacks that don’t reach into 
the Ethereal Plane cannot harm him. Those attacks that can do 
so affect his elemental form (Hit Dice, Armour Class, magical 
resistance, etc.). As with the transformation into elemental form, the 
cleric cannot defend himself while in flux. Once the transformation 
is complete, the cleric reverts to his full human hit points. 
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Elemental Beast 


General Information 


The elemental beast is a creature of low intelligence that is native to 
one of the four elemental planes. The physical form of the elemental 
beast is composed of one of the four elements ood earth, air, fire, or 
water. The elemental beast is composed of only the purest elemental 
material and there is no substance within it other than its native 
element. 

The only proven way of transporting the elemental beast to the 
Prime Material Plane is by some magical means such as a rod, staff, 
wand, or spell. There are, however, myths of these beasts appearing 
near areas of intense “elemental activity” (an elemental beast of 
water would appear in the centre of a whirlpool). Magical researchers 
have developed a theory that as the energy from a natural elemental 
occurrence (hurricane, tornado, whirlpool, firestorm. earthquake) 
reaches an extreme intensity, a temporary rift can develop between 
the Prime Material Plane and the elemental planes that release 
elemental beasts. 

When summoned to the Prime Material Plane, only the 
“elemental essence” or life force of the elemental beast is brought 
forth. Therefore, the beast must adopt forms of its element that 
are available on that particular plane. The Prime Material Plane 
is made from the various mixes of the four basic elements, and 
therefore each element is available everywhere on the Prime 
Material Plane. However, because the elements are all combined, 
the elemental beast is less “pure” and therefore less powerful than 
if it were encountered on its home plane where the base element is 
of the purest nature. 

This impurity also causes the beast pain that varies by the 
degree to which its element is contaminated with other material. An 
elemental beast of water that is summoned near a bog or swamp 
would likely be in extreme agony while the same creature summoned 
near a spring-fed lake would experience a lesser degree of discomfort. 
Extreme pain causes the beast to enter a rage that, if unchecked, 
could cause it to turn on its summoner. 

As only the elemental essence is brought to the Prime Material 
Plane, a beast is impervious to certain attacks. An elemental beast 
is immune to all physical attacks that are non-magical. Magical 
attacks include such natural abilities as breath weapons, gaze 
attacks, poisons, paralysis, and other innate powers. No creature 
of less than 4 Hit Dice can harm the elemental beast without the 
benefit of magical assistance. 

The mind of the elemental beast is very different from beings 
of the Prime Material Plane. An attempt to control or contact 
these beasts psionically causes the psionicist to enter a trance-like 
state. During this time, the individual babbles, screams, and wails, 
but does not speak. This state lasts for 3d6 rounds and then the 
psionicist enters a comatose state for 3d10 hours. When he wakes 
he has no recollection of the events that transpired between the 
attempted contact and his waking, 

An elemental beast is susceptible to spells and magical items 
that affect such creatures. Protection from evil spells and devices 
that create such effects protect the target from the creature. While 
the beast cannot touch or enter areas protected, it can affect the 
surrounding areas and cause damage using methods that require 
no contact. For example, an elemental beast of air could create a 
whirlwind that surrounds the target, causing the victim to be pelted 
with debris and suffer the appropriate damage. 


On its home plane, an elemental beast is highly sought by 
the genie races as a pet, guardian, or hunting companion. The 
beast truly excels as a hunting companion. Its sensitivity to impure 
elements makes it an excellent tracker. This tracking ability only 
applies on its home plane since prime worlds are far too impure 
and create too much white noise for the creature to use this ability 
effectively. This sensitivity is so keen that the beast can even track 
natives of the plane if they have a physical form that contains any 
material not of the purest element. 


Summoning an Elemental Beast: Elemental beasts are summoned 
using a variant of most spells that are capable of contacting and 
summoning, an elemental. Devices that summon or affect elementals 
have the same effect on elemental beasts unless otherwise noted. For 
example, a censer controlling air elementals also controls elemental 
beasts of air, but a ring of air elemental control only effects creatures 
other than air elementals making their home in that plane. 

As with the standard elemental summoning, each individual 
casting a spell or using a device creates a unique signature that 
is answered only once per day by creatures residing in the Inner 
Planes. 

There are three basic methods used to summon the beasts, a 
spell, a staff, or a device. An individual can use multiple methods 
to summon elemental beasts from the same plane. For example, 
a conjure elemental spell can only call one elemental beast of 
air per day, but the same individual can use a staff or a device 
to summon another air beast. However, the same individual with 
multiple devices, even if they are different types of magical items, 
can only summon one of a given type of elemental beast per day 
using these devices. 


Controlling an Elemental Beast: Once the elemental beast has 
been brought to the Prime Material Plane, it must be controlled. 
With most spells and devices this is an aspect of the summoning 
that is incorporated into the casting. However, if something happens 
to the summoner to distract him, there is a 75% chance he loses 
control of the beast. The summoner must maintain concentration for 
the entire duration of the spell or until he has communicated with 
the creature and given it its mission. 

For every round the elemental beast is on the Prime Material 
Plane, there is a I% cumulative chance that it breaks free of control 
and becomes free-willed. At this point, there is a 50% chance that 
the free-willed beast attacks the summoner, his party, or the closest 
creature if the summoner is not at hand. A beast that doesn’t attack 
runs off to look for an environment suited to its nature. Such loss 
of control happens even if the creature has been sent on a mission 
and direct control has been removed. 

If an elemental beast becomes free-willed while on a mission. there 
is no way to regain control and it begins a rampage that ends only 
when it is sent back to its home plane, it is destroyed, or 24 hours 
has passed since entering the rage. 

If the elemental beast becomes free-willed at any time other 
than while fulfilling its quest, the summoner can regain control by 
successfully casting a charm monster spell ora speak with monster 
spell followed immediately by a charm spell. Other spells that work 
to temporarily stop the beast from rampaging are hold monster and 
imprisonment. A banishment spell can send a free-willed creature 
back to its home plane. 
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Elemental Beast 


There are precautions that can be taken when summoning a 
beast that ease control. The summoner can try to make the beast 
experience less pain in being summoned by acquiring the purest 
form of the correct element. Ten cubic feet of the element is required 
for this to have any affect on control as the beast assimilates the 
finest specimens to create its new body. An elemental so created 
has half (rounded up) the chance of becoming free-willed. Only five 
cubic feet of material is needed if the substance used is from the 
elemental plane from which the beast is summoned. In this case, the 
chance of breaking control is only 25%. 

It is possible for another individual to wrest control of an 
elemental beast from the summoner. A dispel magic spell cast at 
the individual who summoned the beast, if successful, breaks the 
bond between the two beings and transfers that control to the caster 
of the dispel magic. Rules for casting dispel magic are identical to 
those on page 148 of the Player’s Handbook except that on a roll 
of 20, the elemental beast becomes free-willed. 

If control of the elemental beast is transferred to a new individual, 
the beast obeys his commands as if he were the original summoner. 
If the transfer fails, the beast’s hit points are increased to the 
maximum 8 hit points per die. A failure also augments the bond 
between summoner and beast and no further attempts to seize 
control succeed. If the summoner loses control of the elemental 
beast, the creature remembers the person attempting to gain control 
of it and attacks him even before attacking the summoner. 


Missions: Elemental beasts summoned to the Prime Material Plane 
can be petitioned to provide one service for the summoner. Because 
of the low intelligence of these creatures, they can understand only 
simple commands of no more than a few words. While on this 
mission, there is no need to control the elemental. It is single- 
minded in its quest and does not stop until either the service is 
complete, it becomes free-willed, it is destroyed, it is sent to its home 
plane, or the spell lapses. 

For a spell caster to succeed in sending the beast on the quest, 
he must cast charm monster. The caster must also have some means 
of communicating with the creature, such as a speak with monster 
spell or a helm of telepathy. To bind the deal, the summoner must 
provide a gift of a gem worth at least 1,000 cp. If the caster achieves 
all of this criteria, he then rolls a Charisma check. A successful roll 
indicates that a deal has been struck and the beast provides one 
service. If the attempt fails, there is a 25% chance the elemental 
beast breaks control to become free-willed. Only one mission can be 
attempted per summoning. 


Returning to the Elemental Planes: Elemental beasts have no 
innate ability to return to their home planes. They look to the 
summoner to return them home. The ease of control and increased 
safety of the summoning might be explained by the creature’s 
inability to return home and a fear of being stranded on a strange 
and hostile world. 

Following a mission or when the original purpose of the summoning 
has been completed, elemental beasts return to the controller to be 
dismissed. If the controller is unable or unwilling to return the beast 
home, the beast immediately attacks the individual. All such attacks 
are made as if the beast were in a berserk fury and are made at +l, 
but the AC has a -I penalty. 

Stranded beasts seek out a less hostile region until some means 
of return presents itself. This might be the source of many of the 
“mythical” elemental beasts that have been seen inhabiting the 


Prime Material Plane. 


Elemental Beasts on Athas: Athasian priests often prefer to 
summon elemental beasts to their elemental counterparts. In this 
case, the beasts are slightly more controllable and can even be 
sent on a mission with little or no supervision. Also, the effect the 
elemental beasts have on any psionicist attempting to communicate 
with the creatures allows greater control. 

Some elemental beasts stranded on Athas are quite disadvantaged 
compared with most prime planes. The harsh climate and terrain 
make both water elemental beasts and air elemental beasts uneasy. 
There are few places on Athas where the water beasts can survive 
for long and the frequent sand and dust storms cause air elemental 
beasts extreme pain and fury. 

If an Athasian is an elemental priest or a wizard and has the 
ability to communicate with an elemental and the ability to return 
it to its home plane, the beast can frequently make a deal. As with 
all communication with an elemental beast, the concepts must be 
simple and clear or the beast becomes confused and possibly attacks 
the Athasian (25% chance). 

While all elemental beasts are rare on Athas, fire elemental 
beasts have been known to exist in areas of volcanic activity. Some 
earth elemental beasts have been reported in the rocky badlands 
and the mountains. 
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Air Elemental Beast 


CLIMATE/TERRAIN: Any air 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Air 
INTELLIGENCE: Semi (2-4) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: I 
ARMOUR CLASS: 18 
MOVEMENT: Fl 36 (A) 
HIT DICE: 8+3 


ATTACK (CMB/CMD: +9 (+10/25) 
NO. OF ATTACKS: I 


DAMAGE/ATTACK: 2d6 

SPECIAL ATTACKS: See below 

SPECIAL DEFENCES: +I weapon or better to hit 
MAGIC RESISTANCE: Nil 

SIZE: L (8 tall) 

MORALE: Elite (13 -14) 

XP VALUE: 3,000 

PSIONICS: Nil, MAC 12 


An air elemental beast is made of only the purest elemental material 
available. It is native to the Elemental Plane of Air where it is highly 
prized by djinni as a guardian beast and as a tracker and hunter. 

On its native plane, elemental beast is usually invisible. On 
Athas, however, foreign material such as sand or silt can get caught 
up in the whirling winds and air currents that formulate the beast, 
causing it great pain and revealing its true form. The elemental beast 
is an enormous 8-foot head with wings attached at the back. Its wide 
mouth is filled with rows of pointed razor-sharp teeth. Its eyes shine 
with pain and malicious The turbulent winds that give the beast its 
form create a howling and whistling sound. 


Combat: The intense winds that twist about within the elemental air 
beast give the creature its ability to attack. This creature is a master 
of its environment and gains a +I attack bonus and a +4 damage 
bonus in aerial combat. This bonus is only effective against beings 
that are not native to the Elemental Plane of Air. 

The air elemental beast attacks with its any fangs, causing 2d6 
damage. If unseen and invisible, it makes its first attack at +4. If the 
beast’s attack roll is a natural 20, and its opponent is Medium or 
smaller, it seizes its opponent in its large mouth. If the creature is 
land-based, the air beast lifts the being from the ground to a height 
of 50 feet and drops the victim, causing 5d6 damage. If the victim 
flies, the air beast flies at maximum speed at a solid object, releasing 
its victim at the last moment. Its class A manoeuvrability allows it 
to instantly change direction; the victim takes 3d6 damage and must 
roll a successful System Shock roll or be stunned for Id6 rounds. 


If the air elemental beast absorbs a large amount of foreign matter 
such as dust, sand, or dirt, it goes into a berserk fury. In this state, 
all the beast’s attacks are made at +2, but its AC suffers a -2 
penalty from the reckless nature of the attacks. For every round the 
elemental air beast is within IO feet of a source of loose foreign 
matter, there is a 5% cumulative chance the beast absorbs enough 
material to send it into this berserk rage. This lasts for Id8 rounds, 
after which the material has been ejected from its body. 

Certain spells have unusual effects on the elemental beast. A 
control weather spell cast at an elemental beast of air causes it 
8d8 points of damage, but the creature gets a saving throw for half 
damage. A gust of wind spell cast at the air beast adds a +2 HD 
to the beast for Id4 rounds and has a 50% chance of sending the 
creature into a berserk fury. Damage suffered during this period is 
first subtracted from the added HD, and all attacks made during 
this time are made as if the beast were of 10+3 HD (attack bonus 
+11). 


Habitat/Society: The elemental beast of air finds comfort only in 
the Elemental Plane of Air, though some have been rumoured to 
be spotted in the areas near a sandstorm or tornado. It is a solitary 
beast and is not known to socialise with other creatures or even 
other air beasts. 


Ecology: This beast has no place in the natural order on Athas. 
On its home plane, it is fairly common and is sought as a pet or 
guardian. 
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Earth Elemental Beast 


CLIMATE/TERRAIN: — Any land 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Earth 
INTELLIGENCE: Semi (2-4) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: I 
ARMOUR CLASS: 18 
MOVEMENT: 12 

HIT DICE: 8+3 


ATTACK (CMB/CMD: +9 (+10/20) 
NO. OF ATTACKS: 2 


DAMAGE/ATTACK: 3d6/2d6 

SPECIAL ATTACKS: See below 

SPECIAL DEFENCES: +I or better weapon to hit 
MAGIC RESISTANCE: Nil 

SIZE: L (8) 

MORALE: Elite (13-14) 

XP VALUE: 3,000 

PSIONICS: Nil, MAC II 


The elemental beast of earth is native to the Elemental Plane of 
Earth. An earth elemental beast is made solely of rock, minerals, 
clay, and dirt, all in their purest forms. 

An earth beast stands 8 feet tall at the shoulders. It is quadrupedal 
and vaguely resembles a reptile with an elongated tail. It has a 
large mouth with rows of sharp teeth made from various rocks and 
minerals. A single ridge of spikes runs down the centre of its back. 
The spikes cluster at end of the tail like a morningstar. It emits a 
growl that resembles the sound of an avalanche or an earthquake. 


Combat: The elemental beast of earth can move as swiftly and as 
easily through earth and rock as it does above ground. On Athas its 
favoured attack method is erupt from under the surface and surprise 
its victims. A target of such an attack has only a I in 6 chance 
of detecting the ground movement and preparing for any conflict. 

An earth elemental beast attacks using a powerful bite that causes 
3d6 damage. If the attack roll for the earth beast is a natural 20 
and its opponent is Medium or smaller, the target is caught in the 
beast’s jaws. Each round, the victim must make a successful CMB 
check to escape the beast’s jaws. If the victim fails, he automatically 
receives 3d6 damage. Attacks by the victim are possible if a CMB 
check is made, but this is instead of an escape attempt. 

The beast can also whip its tail at an 360 degree arc at any 
opponent within I5 feet. Such an attack, if successful, causes 2d6 
damage and the victim must make a successful save vs. paralysation 
or be stunned for Id6 rounds. A stunned victim can make no 
attacks for the duration of the effect. 


In siege warfare, the earth elemental beast deals 2 points of 


structural damage per round. It can dig a tunnel through as much 
as 20 feet of stone per round. 

While an earth beast enjoys an immunity to non-magical weapons, 
it does have vulnerabilities. If the creature is levitating or flying, it 
panics. It will attempt to reach the ground by any means. An earth 
elemental beast cannot travel through water. All attacks made by 
the earth elemental beast against airborne or waterborne creatures 
are made at -2 and all damage is reduced by I hp per die (to a 
minimum of I point of damage per die). 

The priest spell earthquake causes 8d8 damage to the elemental, 
but only if the creature is touched by the priest at the time of 
casting. À rock to mud spell slows the earth beast to half movement 
both above and below ground. Attacks by the beast can only be 
made every other round because of this sluggishness. 


Habitat/Society: The earth elemental beast uses its razor-sharp 
teeth to crush rocks, stones, minerals, and earth, from which it gains 
its sustenance. On Athas, a stranded earth beast usually makes its 
home in the mountains and rocky badlands. It finds no value in 
treasure, but has great fondness for the taste of gems and precious 
metals and can sense them within a 30-foot radius. Because of the 
metal-poor nature of Athas, it rarely gets to enjoy these delicacies. 


Ecology: This beast is frequently caught and trained by the evil 
race of djinni known as dao. Frequently the beast is ill-treated by its 
malicious masters and seeks a means of escape. An elemental beast 
in such a state may not be upset at having its routine interrupted 
by being summoned. 
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Fire Elemental Beast 


CLIMATE/TERRAIN: Any dry land 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 

DIET: Fire or combustible material 
INTELLIGENCE: Semi (2-4) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: I 
ARMOUR CLASS: 18 
MOVEMENT: 18 

HIT DICE: 8+3 


ATTACK (CMB/CMD: +9 (+10/20) 
NO. OF ATTACKS: 3 


DAMAGE/ATTACK: 1d8/2d8/2d6 

SPECIAL ATTACKS: See below 

SPECIAL DEFENCES: +I weapon or better to hit 
MAGIC RESISTANCE: Nil 

SIZE: L (8 tall) 

MORALE: Elite (13-14) 

XP VALUE: 3,000 

PSIONICS: Nil, MAC 13 


A fire elemental beast is large four-legged creature made from pure 
fire. It can be summoned to any dry area, but requires a small flame 
to give the beast a starting point from which it can collect the heat 
from the surrounding area to generate its flaming body. 

The fire beast resembles a panther-like beast with broad shoulders. 
The elemental fire that dances and flickers throughout its body gives 
the illusion of rippling muscles beneath a fiery orange coat. A mane 
of pure fire surrounds its head and its eyes are black voids Flames 
lick from its formless, ever-changing face, but there is the consistent 
appearance of large fiery teeth. The fire beast emits a fierce bellow 
that sounds like the roar of a hundred fires. 


Combat: The movement of the fire elemental beast is smooth, 
graceful, and silent. When moving at full speed, it resembles a 
fireball and has frequently been mistaken for one when summoned 
in combat. Only when it stops can its true nature be realised. 
The beast attacks using its two flaming paws (Id8 damage) and a 


Mundane fire does no damage, but can pollute the purity of the 
element within the creature. A successful save vs. poison must be 
made by the fire beast or it enters a fury for Id6 rounds. In this 
berserk frenzy, all attacks by the beast are made at +2, but it suffers 
a -2 penalty to its AC. Magical fires such as those caused by a 
spell, staff, or other magical item, cause only I point of damage per 
hit die of damage caused by the incantation. 

While it is a powerful foe, the elemental fire beast does have 
weaknesses. It cannot travel over surfaces made of non-flammable 
liquids. Also, water based spells such as create water cause Id8 
damage per level of the caster to the beast. Any saving, throws 
against such attacks are made at -2. 


Habitat/Society: The fire elemental beast has no true place in the 
natural order of Athas. The beast normally hunts, runs, and plays 
in the fire fields of the elemental planes. 

If stranded on Athas, it suffers the pain of feeding on mundane 
fire. It can eat combustible materials such as wood, cloth, or coal, 
but detests them. This diet causes the fire beast to weaken and its 
fire becomes dimmer until it blinks out. Each month, the fire beast 
must make a successful save vs. poison at a -2 cumulative penalty. 
If the save is failed, the beast deteriorates by I HD. If it runs out of 
Hit Dice, it vanishes. The process can be reversed if it manages to 
procure a diet of pure elemental fire for at least two weeks. 


Ecology: The elemental beast of fire is resentful of being summoned 
away from the fire fields of it home plane. The nature of the 
elements on Athas causes the fire beast extreme discomfort and 
outright pain. As a result, the elemental fire beast is one of the most 
difficult of the elemental beasts to control. When first summoned, 
the beast can make a successful save vs. spell at -4 to break free 
of the casters control. In such an instance, the beast immediately 
attacks its summoner. 


searing bite (2d6). These attacks can be directed at two different HK , 


opponents simultaneously. Any target successfully attacked 
risks additional damage from ignited clothing, equipment, 
or debris about the victim. The item must successfully F 
save vs. magical fire at -2 or the victim receives an FAS 
additional Id6 points of damage. + 

The elemental fire beast can also breathe a cone p 
of fire 30’ long and IO’ wide at the base once 
every 3 rounds. Its fiery breath causes 2d8 points 
of damage. All creatures within its radius are allowed 
a save vs. breath weapon for half damage. 
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Water Elemental Beast 


CLIMATE/TERRAIN: Any water 
FREQUENCY: Very Rare 
ORGANISATION: School 
ACTIVITY CYCLE: Any 

DIET: Water 
INTELLIGENCE: Semi (2-4) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: 5-10 
ARMOUR CLASS: 18 
MOVEMENT: 6, Sw 18, Fl 18 
HIT DICE: IFI 
ATTACK (CMB/CMD: Special 

NO. OF ATTACKS: Id6+4 (one for each) 
DAMAGE/ATTACK: Id8 each 
SPECIAL ATTACKS: See below 
SPECIAL DEFENCES: +I or better weapon to hit 
MAGIC RESISTANCE: Nil 

SIZE: S (T? long) 
MORALE: Elite (13-14) 
XP VALUE: 300 
PSIONICS: Nil, MAC 12 


Water elemental beasts can be summoned to any area near a large 
volume of water. The water must be relatively pure. The summoner 
can use no other tainted liquid such as ale or wine. A summoner 
needs at least 700 cubic feet of water to 
spell summoning this creature. They 


support a 
are always 
summoned as a school, one beast for 
each Hit Die of elemental summoned. 

Water elemental beasts resemble flying 
piranhas. They range in size from 9 to I2 inches and 
have fan-like wings that fold from the back. They are 
always encountered in schools, but move and attack as if 
there was a single intelligence controlling them. 

The most telling feature of the beasts is their long, 
sharp teeth that seem over-large for the small creatures. 
The only noise they make is caused by their movement 
through the water that they call home. 


Combat: In combat, a school of water elemental 
beasts attacks as if it were a creature of as — 
many Hit Dice as there are individuals in the 
school (school of 8 equals 8 HD). When an 
individual is destroyed, the effective Hit Dice of 
the school is also lowered by one. A school of water 
elemental beasts saves as if it were a creature of as many Hit Dice 
as individuals within the school. 

When attacking, each beast can dart in and cause Id8 points of 
damage with its shark-like teeth. It can also fly up to 18 feet before 
landing. 


Attacks made while flying are made as if the beast were charging, 
with a +2 attack bonus, but the beast suffers a -I penalty to its 
Armour Class. When attacking in water, the beast is invisible and 
it gains automatic surprise against beings not native to their water 
environment. Attacks against a submerged elemental water beast are 
made with a -4 penalty, in addition to any other penalty received 
for underwater combat. 

When attacking while flying, the school has an instinct to fly 
directly into the face of air-breathing creatures. If the attack roll is 
a natural 20, one of the water elemental beasts separates from the 
school and lodges in the throat of the victim. The victim must make 
a successful save vs. paralysation or suffer Id6 suffocation damage 
per round. Each round after the first, the victim must also make 
another saving throw or pass out from lack of air. If the saving throw 
is ever successful, the victim spits out the water beast. Otherwise, the 
elemental water beast emerges when the victim dies. 

A water beast is immune to non-magical weapons but cannot 
travel more than 20 feet beyond the shores of the water it was 
summoned to and must return every 2 rounds or it suffers Id8 
damage. Fire-based attacks cause double damage. For all area effect 
attacks, damage is divided evenly among them. 


Habitat/Society: Schools of water elemental beasts swim in the 
pure waters of their home elemental plane and are not indigenous 
to any other plane. 


Ecology: Marids have been known to use water elemental beasts as 
guardians and for hunting and tracking. On Athas, these elemental 
the least often 
few bodies of water large enough to 


beasts are summoned since 


there are $ 


accommodate the creatures. Also, 
the dryness of Athas 
can cause water beasts 
great pain. 

month the 
makes saving throw 
vs. death. If it fails, the 


school loses one beast. 


Every 
school 
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Elemental Incarnation 


General Information 


Elemental (and paraelemental) incarnations are elemental versions of 
Prime Material Plane creatures that dwell on the Elemental Planes. 
They are normally resident on these planes but can slip through 
portals to Athas or be summoned by spellcasters using the monster 
summoning spells or similar magics. 

Elemental incarnations exhibit a wide range of intelligence. An 
elemental incarnation’s intelligence determines where it stands in their 
hierarchy. The weakest of elemental incarnations, the animentals, are 
almost mindless creatures. Other elemental incarnations resemble 
Prime Material Plane monsters, and are called elemental monsters. 

Elemental incarnations have dissimilar forms in their native plane; 
their various forms duplicate those of Prime Material creatures, so 
it is possible to discover an earth animental with the basic statistics 
and behaviour of a crodlu, or the Elemental Plane of Water's 
version of the squark. 

Elemental incarnations are made of the same material as the 
planes that they are native to, so an elemental incarnation in its 
home plane or the adjacent paraelemental planes can move through 
that terrain much in the same way as an ethereal traveller moves 
through the Ethereal Plane. Creatures who are not from that Inner 
Plane or adjacent paraelemental plane cannot move in that fashion 
and require elemental guides. 

Elemental incarnations on their own planes can see creatures 
in the Border Ethereal adjacent to their plane as ghost-like figures. 
They can enter the Ethereal Plane to pursue a target or evade a 
foe but cannot enter the Prime Material Plane without a portal or 
magical aid and generally must breach the Gray in order to do so. 


Animentals 


An animental is an elemental incarnation that corresponds to an 
animal of the Prime Material Plane. ponds to an animal of the 
Prime Material plane. The creature's stats and general appearance 
conform with those of the Prime Material animal. The animental 
also gains the abilities common to that type of elemental in its home 
plane. For example, a fire serpent (constrictor snake) has stats similar 
to the constrictor on page 320 of the Monstrous Compendium, the 
ability to see into the Border Ethereal from its native plane, and 
immunity to fire. In appearance, the creature looks serpentine, but 


has distinctive markings (a blazing crimson head, a body that looks 
like a ribbon of fire etc.). 


Elemental Monsters 


Elemental monsters are elemental incarnations that duplicate the 
stats of creatures of the Prime Material Plane, yet are elemental 
in nature. Like animentals, they have the abilities of the form they 
mimic, plus the abilities particular to their elemental types and 
home plane, but tend to be stronger than the Prime Material Plane 
version of the creature. 

Appearance varies from plane to plane. A beholder from the 
Plane of Elemental Earth may look like a rock-like triceratops with 
its eyes along the frill, or a boulder-like creature with human masks 
performing the functions of eyes. The DM is encouraged to let the 
appearances of elemental monsters vary so that players are unsure 
what they are encountering, 


Combat: Elemental incarnations cannot be harmed by attacks of 
their elemental types. A fireball used against a fire scorpion deals 
no damage. Similarly, air elemental incarnations pay no attention 
to air-based attacks, including stinking cloud and cloudkill, while 
earth elemental incarnations cannot be harmed by move earth or 
rock to mud. 

Animentals otherwise have the same statistics as Prime Material 
Plane creatures of the appropriate type. 

Elemental monsters are similar to their Athasian counterparts, but 
have +2 HD, +2 Armour Class, and inflict an extra die of damage 
with each attack. 

Elemental incarnations gain an additional special abilities based 
on their specific element: 

Air: Air elemental incarnations can create a windstorm that 
imposes a -4 penalty on all attack rolls. The windstorm lasts for 
one round per Hit Die and has a radius of five feet per Hit Die. 

Earth: Earth elemental incarnations gain a +4 bonus to Armour 
Class and deal +2 damage on all melee attacks 

Fire: Fire elemental incarnations add Id6 points of burn damage 
to every melee attack. 

Magma: Magma elemental incarnations gain a +2 bonus to 
Armour Class and add 2d4 points of burn damage to every melee 
attack. 

Rain: Rain elemental incarnations add 2d6 points of cold damage 
to every melee attack. 

Silt: Silt elemental incarnations can fill the air around them with 
a choking haze that grants the creature a +2 bonus to Armour 
Class and imposes a -2 penalty on enemy saving throws for one 
round per Hit Die. The haze has a radius of five feet per Hit Die. 

Sun: Sun elemental incarnations can emit a blast of blinding 
light once per day. Anyone seeing it must save vs. breath weapon or 
be blinded for one round per Hit Dice. 

Water: Water elemental incarnations can target an opponent 
with a blast of water once every three rounds. The opponent must 
save vs. paralysation or be knocked prone. The opponent suffers a -I 
penalty to their save for every Hit Dice of the elemental incarnation. 


Habitat/Society: Elemental incarnations are content, so long as they 
are on their home planes. When one is brought to Athas, either 
via a spell or through portal, the creature experiences a considerable 
amount of distress, but is unable to return to its home plane without 
aid. Because most are not intelligent or eloquent enough to ask for 
that aid, most elemental incarnations are doomed to short, unhappy 
lives. 


Ecology: It is believed that animentals and elemental monsters are 
temporary containers for elemental force that has attained sentience. 
They are not as permanent a feature of the plane as true elementals 
or monsters original to the plane. 


Opposite are two sample elemental incarnations - an earth serpent 
and a fire scorpion. The former is an animental, while the latter is 
an elemental monster. 
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Elemental Incarnation 


Earth Serpent 


Fire Scorpion 


CLIMATE/TERRAIN: Any land Any 
FREQUENCY: Very Rare Very Rare 
ORGANISATION: Solitary Solitary 
ACTIVITY CYCLE: Any Any 

DIET: Earth, metal, gems Any combustible 
INTELLIGENCE: Animal (I) Non (0) 
TREASURE: Nil Nil 
ALIGNMENT: Neutral Neutral 

NO. APPEARING: I I 

ARMOUR CLASS: 19 19 
MOVEMENT: 9 15 

HIT DICE: 6+I 7+5 
ATTACK (CMB/CMD: +6 (+12/22) +8 (+10/20) 
NO. OF ATTACKS: 2 3 
DAMAGE/ATTACK: 1d4+2/2d4+2 2d10/2d10/1d4 
SPECIAL ATTACKS: Constrict Burn, poison sting 
SPECIAL DEFENCES: Nil Nil 

MAGIC RESISTANCE: Nil Nil 

SIZE: G (30+ long) M (5-6 long) 
MORALE: Average (9) Steady (I1) 
XP VALUE: 975 1,400 
PSIONICS: Nil Nil 


Earth Serpent 


An earth serpent appears as an immense constrictor fashioned from 
glittering minerals. Its hide is a multi-faceted array of semi-precious 
stones and its eyes appear as shining diamonds. Although the hide 
appears incredibly valuable, it is less so than it would seem - the 
hide of a slain earth serpent fetches no more than 20 cp. 


Combat: An earth serpent attacks with its powerful bite (Id4+2) 
and squeezes with its coils (2d4+2). If it makes a successful CMB 
check with its coils, it has snared its target thoroughly. It requires 
the combined efforts of 60 Strength points (the coiled victim plus 
outside help) to extricate someone from the earth serpent's grasp. 
While constricted, the target suffers 2d4+2 points of damage every 
round and cannot breathe, risking suffocation. 

Anyone who attempts to free a captive by hacking at the serpent 
has a 20% chance of striking the victim instead (roll normal damage 
and apply it to the victim). Area spells like fireball will likewise 
affect both combatants, but target-specific spells like charm monster 
and magic missile are more precise. 


Fire Scorpion 


Fire scorpions are vicious creatures that respond to their isolation 
on Athas by seeking the destruction of all they encounter. Mindless 
and voracious, they burn and slay until put down. 

The fire scorpion has a scarlet carapace and ash-grey legs and 
pincers. The segmented tail is black, with a vicious stinger on the 
end. There is a bitter smell associated with the scorpion, which 
probably comes from the venom. 


Combat: The fire scorpion is 95% likely to attack any creature that 
approaches by grabbing prey with its two huge pincers, inflicting 
2d10 points of damage plus an additional Id6 burn damage each, 
while it lashes forward with its tail to sting. Thus, it can fight three 
opponents at once. If a giant scorpion manages to grab a victim in a 
pincer, it will automatically inflict 2d10 plus Id6 burn damage each 
round until it releases the victim. The victim cane escape by making 
a CMB check. A trapped character is automatically struck by any 
sting attack directed at him with no attack roll required. 

The sting inflicts 2d4 damage plus Id6 burn damage, and the 
victim must save versus poison or die the next round (type F). 
Fire scorpions are not immune to their own poison. If a scorpion 
is reduced to I or 2 hit points, it will go into a stinging frenzy, 
stinging everything in sight, gaining two attempts to hit per round 
with only the tail. 
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Elf 


CLIMATE/TERRAIN: Any land Combat: Elves have lightning reflexes, making them dangerous 
FREQUENCY: Comin opponents in battle. Their agility makes them more difficult to attack 
: i and gives them fantastic accuracy with thrown and missile weapons. 
ORGANISATION: Tribe Athasian elves are filled with a ferocious savagery that makes them 
ACTIVITY CYCLE: Any brutal combatants. Unarmed and outnumbered, cornered elves can 
DIET: Onn still be fearsome enemies. Their wild, chaotic natures make them 
i one unpredictable in battle - few can say with any certainty how an 
INTELLIGENCE: Average (8-10) elven opponent will behave. 
TREASURE: Varies 
ALIGNMENT: Chaotic Neutral 
NO. APPEARING: 3-30 
ARMOUR CLASS: 14 (10) 
MOVEMENT: 12 
HIT DICE: I+I 
ATTACK (CMB/CMD: +I (+1/13) 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: Id2 or by weapon 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENCES: Surprise 
MAGIC RESISTANCE: Nil 
SIZE: M (7’ tall) 
MORALE: Steady (II-12) 
XP VALUE: 35 
Hunting leaders: 65 
Raiding leaders: 420 
Psionicists: 650 
Clerics: 650 
Psionic leaders 975 
Chieftains: 2,000 
PSIONICS: Varies, MAC 12 


The elves of Athas are perhaps the most prolific non-city-dwelling 
race of demihumans east of the Ringing Mountains. Though many 
of the tribes follow different customs, all elves hare one thing in 
common - a propensity for raiding and warfare. 

The elves of Athas are lithe and tall, averaging 6 I/2 to 7 1/2 
feet tall, and muscular despite their lean stature. Years of exposure 
have taken a toll on their frames, leading to a weaker Constitution. 
Sun-baked, wind-carved features dominate chiselled elven faces. To 
survive the harsh elements of the deserts, elves clad themselves in 
dark, protective clothing, Often, they stitch clan symbols throughout 
their clothes, though never on outerwear, such as cloaks. These 
articles are painted or weaved to better camouflage the elf in desert 
terrain. The elves consider such distinctive garb part of their culture, 
and continue wearing such attire even within shelter. 

Many elves speak common, especially those who frequently deal 
with humans, but the elves have their own language. This collection 
of short, usually monosyllabic words is fired off rapidly, making 
the language difficult for non-native speakers to grasp. As a result, 
elves find themselves forced to decrease their pace, which they find 
distasteful, when talking to outsiders. Because of this, elves speak far 
less often to outsiders, which leads many to call them aloof. 
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Elf 


Elves are also exceptionally fleet of foot. They possess a natural 
swiftness that enables them to cross great distances in as little as 
half the time required for other demihumans near their size. This 
speed, referred to as the elf run, also appears in the short sprints of 
combat. The increase is based upon the elves. Dexterity, as follows 
(the bonus refers to the addition applied to the elves’ movement 
rate each round): 


Dex: 12-13 14-15 I6 I7 18 19 20 21 22 
Move: +I +2 +3 +4 +5 +6 +7 +8 +9 


When hunting and fighting, elves prefer long, slender weapons 
such as long swords and pole weapons. There is an old elven legend 
that tells of a warrior who was able to strike his much stronger 
opponent three times before the other was even aware of his presence. 
The larger fighter was felled before he could successfully land a 
blow. Although more fiction than fact, the message is clear - quick 
and sharp wins the battle. This philosophy pervades all that makes 
up elven battle tactics, and no elf will select a cumbersome weapon 
with which to fight. Elves prefer bare hands over war hammers. 
Most elven weapons inflict Id6 points of damage, though the type 
of materials used in construction have some effect on the damage. 

Another elven philosophy maintains that elves can only gain 
mastery with specific weapons, not just general weapon types. Elves 
take great pride in the weapons they wield, spending hours becoming 
familiar with them and practicing with them. In fact, when using a 
long sword or long bow crafted by a member of their native tribe, 
elves receive a +I bonus to their attack roll. Other long swords and 
long bows, regardless if they are forged by elves in other tribes or by 
the finest smiths in Tyr, do not receive the bonus. 

When in their natural terrain, the deserts and steppes of Athas, 
elves are especially hard to detect. Quite comfortable in their normal 
surrounding, elves are able to use their colouring, terrain knowledge, 
and physique to blend with the environment. Such abilities give the 
targets of an elven ambush a -4 to their surprise roll (except when 
ambushing other elves). Elves often take advantage of this knowledge, 
observing travellers for hours before springing an ambush. But these 
abilities do not work in reverse. Elves are surprised, even in their 
home territories, as easily as any other group. 

When a war or hunting party is encountered (for example, groups 
of more than six), there is one hunting leader with 3 HD, attack 
bonus +3, and AC I5 for every IO elves. For every I5 elves, there 
is a raiding leader and a psionicist, both with 5 HD, attack bonus 
+5, and AC I5. In their homeland, tribes of elves number from 
50-200 elves. They also have psionicists and hunting and raiding 
leaders, as well as two clerics per 50 elves, each having 5 HD, attack 
bonus +5, and AC I5. These is also a psionic leader with 7 HD, 
attack bonus +7, and AC I6. In addition, the tribe has a chieftain, 
who has 10 HD, attack bonus +10, AC I6, and clerical or psionic 
powers (50% chance for either). 

Athasian elves do not have an innate resistance to sleep or 
charm-related spells and are forced to rely solely upon their saving, 
throws against such attack forms. Athasian elves get their Armour 
Class from their shaped leather armour and their high Dexterity. 


Habitat/Society: Elves share an intensely strong tribal unity that 
does not extend beyond tribal borders. Outlander elves are as much 
potential enemies as any other creature. With considerable effort, 
outsiders can gain acceptance by an individual or an entire tribe, 
but only through extensive service, sacrifice, and bravery. In much 
rarer instances, even such noble actions are not enough. Stories 
abound in taverns that tell of tribal leaders who mandate self- 
inflicted wounds, such as dagger-drawn tattoos or hot-iron brands. 
The chance for this earned confidence does not increase because 
the newcomer is an elf. 

Years of conditioning have instilled within the elves the ability 
to run quickly over sandy and rocky terrain. Elves have a higher 
resistance to heat and cold, never taking damage from heat 
stroke of exposure to cold. (This applies only to naturally caused 
temperatures; magical changes still affect elves as they do other 
races.) Additionally, something in their metabolism permits elves to 
overcome weak Constitutions and inhibit the effects of fatigue. In 
fact, elves are able to add their Constitution scores directly to their 
normal and forced march rates of 24 and 30, respectively. Alone 
or with a war party, elves can traverse the landscape at a rate of 
36 movement points per day (42 for a forced march). This speed, 
coupled with natural manoeuvrability, leads elves to disdain the use 
of beasts as transportation. Such clumsy animals would inhibit the 
elves’ skill in moving across the land unseen. The elves’ cross-country 
movement and 60-foot infravision make them a continual threat to 
those traveling in the wild between city-states. 

Since they have spent most of their lives outdoors, Athasian elves 
do not receive a bonus to locate secret, concealed, or otherwise 


hidden doors. 


Ecology: Most elves make a respectable living as herders, but a few 
choose the lucrative profession of merchant or the more dangerous 
raiding and thieving. The elf is well-equipped for either job because 
he is versatile at communication, is well-versed in a variety of 
landscapes, and is able to move much cargo across vast territories 
in a short time. 

The elfs natural enemy is a thri-kreen, who is likely to view the elf 
as a potential meal. An elf rarely lives past the age of 140. 


Half Elves 


Treading many of the same pathways, elves and humans cross 
company with each quite frequently. As such, it is natural to expect 
children born from a union between both races now and then. 
Called half-elves, they are a cross between both parents in build, but 
can usually pass for members of either race should the need arise. 

It is difficult for half-elves to find acceptance within either parent’s 
culture. Humans are far more tolerant of half-elves, though the few 
who are born within elven tribes are permitted to stay. Unlike half- 
giants and muls, half-elves do not consider themselves a separate 
race, and therefore do not try to form half-elven communities. Most 
half-elves believe themselves to be outsiders, though. They tend to 
wander throughout their entire lives. 
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Erdland 


CLIMATE/TERRAIN: Am 

FREQUENCY: Conlon 

ORGANISATION: Herd 

ACTIVITY CYCLE: Day 

DIET: Omnivore 

INTELLIGENCE: Animal (1) 

TREASURE: Nil 

ALIGNMENT: Neutral 

NO. APPEARING: 10-30 

ARMOUR CLASS: 13 (I1) 

MOVEMENT: 12 

HIT DICE: 3 

ATTACK (CMB/CMD: +3 (+4/15) 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: Id8/Id8 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: L (15 tall) 

MORALE: Steady (II-12) 

XP VALUE: Average erdland: 120 
Psionic erdland: 175 

PSIONICS?: +3, PSPs 50, MAC 12 


Powers: conceal thoughts, detect life, domination, mind blank, 
psychic crush 
*Only 5% of erdland possess psionic powers. 


Erdlands are a large variant of the erdlus and are commonly 
encountered in herds in the Athasian plains. Used as mounts or to 
pull caravans, erdland are a common sight along the trader routes 
through the deserts of Athas. 

Erdlands, like their smaller cousins, are flightless, featherless birds 
which are covered with red to grey scales. Erdlands can weigh up 
to 2,000 pounds and often stand nearly I5 feet tall. The legs of 
an erdland are powerful and strong, sporting large four-clawed feet. 
Unlike erdlus, erdlands are not capable of fast speeds and are used 
more for their endurance than their speed. Aside from the difference 
in size and speed, erdlands very closely resemble the smaller and 
quicker erdlus. 


Combat: Erdlands do not initiate combat often, but when attacked 
are capable of defending themselves. When erdlands do engage in 
combat, they make two attacks per round with their large wedge 
shaped beak, which inflicts Id8 points of damage per successful 
attack. The scaly hide of the erdland provides it with adequate 
protection (AC 13), though the underside of an erdland is softer 
and more susceptible to attack (AC ID). Getting close enough to 
strike at the underbelly, however, leaves an attacker open to the 
creature's beak. 
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Habitat/Society: Erdlands live in the low-lying vegetation areas 
found in the Tablelands of Athas. They often shelter under some of 
the larger bushes and trees that grow near the edge of the Ringing 
Mountains, where the Tablelands reach the mountains’ base. 
Erdlands gather in smaller groups than erdlus, varying from 10 
to 30 in number. Erdlands are omnivorous, eating animals and 
vegetables, whichever is more readily available. Erdlands rarely hunt 
for food and so most often eat vegetation for survival, enjoying 
meat when another animal or creature is found dead. On occasion, 
erdlands will hunt; they are fairly competent when doing so. 
Erdland enjoy eating esperweed, a flowering plant that causes an 
increase in psionic powers. Though they normally possess no psionic 
ability, when they eat esperweed, erdlands gain the psionic abilities 
described above. This ability lasts for just one turn, and thus, it is 
very rare that adventurers will encounter a psionic erdland. 
Erdlands, like erdlus, produce young by laying eggs which can 
often be 3 feet in diameter. Erdland eggs are less tasty than erdlu 
eggs, but provide food for as many as three adult human or demi- 
humans. Erdland eggs are incubated underground, in small wells 
dug by the egg bearer. During the day, the walls of these wells grow 
very moist and hot, due to the searing heat of the Athasian sun. 
Egg-bearing erdlands often dig three or four of these wells, all 
within an area approximately 30 feet across. Whenever an egg well 
is threatened, the egg bearer attacks viciously to protect its young. 


Ecology: Erdlands do not provide much in terms of usable material 
for such things as weapons or magical components. The one resource 
they do provide is food for some of the savage halfling tribes that 
inhabit the jungles of Athas. An average erdland can provide up to 
700 pounds of meat. 
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Esperweed 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANISATION: 


Forest, Jungle, Mudflats 


Rare 
Nil 


ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 


Any 
Photosynthesis 
Non (0) 


TREASURE: 
ALIGNMENT: 
NO. APPEARING: 
ARMOUR CLASS: 
MOVEMENT: 


Nil 
Neutral 
I-4 or I 
I0 

0 


HIT DICE: 


ATTACK (CMB/CMD: 


NO. OF ATTACKS: 


I-2 hit points 
N/A 
Nil 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


Nil 
Nil 
Nil 


MAGIC RESISTANCE: 


SIZE: 
MORALE: 
XP VALUE: 
PSIONICS: 


Nil 

S (3 tall) 
N/A 
N/A 

Nil 


Esperweed is a plant that grows in the few remaining tropical areas 
of Athas, as well as on some of the mudflats surrounding the Sea 
of Silt. A fairly rare plant by nature, esperweed is sought after by 
many for its psionic-boosting powers. 

Esperweed is a flowering plant that grows up to three feet in 
height. The stalk is brownish-green in colour near the ground, but 
becomes bright green as it nears its leaves and flowers. The leaves 
are oval and anywhere from three to four inches in length. The 
esperweed flowers are perhaps the most unusual characteristic of the 
plant. They are large and sport six petals, each nearly six inches in 
length. In the centre of the petals is a small circular stamen coloured 
bright red. The petals are of this same colour at their base, but fade 
to a reddish-orange at the petal’s outer edge. 


Combat: Being a plant, esperweed is completely defenceless against 
any attacks or attempts to uproot it and can very easily be cut down. 


Habitat/Society: As stated above, esperweed grows in two distinct 
areas on Athas. It is most commonly found in the tropical jungles 
of the Forest Ridge in the Ringing Mountains. It is found in small 
areas where one to four plants will grow in the immediate vicinity. 
The other spot where esperweed can be found is on the mudflats 
near the Sea of Silt. The moist soil and desert heat provide the 
correct climate for growth. When found there, an esperweed plant 
is most often the only one of its kind for a great distance because 
the soil on the mudflats offers just enough moisture for one of these 
plants to survive. When a sandstorm blows across the Sea, seeds are 
carried by the wind, creating the great distances between specimens. 


Ecology: Natives of Athas have discovered that, when eaten, the 
roots of esperweed can boost psionic powers to very high levels. This 
boost is fairly short-lived, lasting for only I turn. 


When the esperweed root is eaten, psionicists (single and multi-/ 
dual-classed) have their psionic powers boosted the equivalent of 
2 experience levels. The player should calculate the number of 
additional PSPs the character gains and determine which new powers 
are gained (roll on the Wild Talent Tables on pages 394-396 of 
the Dark Sun Campaign Guide). The character does not gain 
any additional disciplines. Eating esperweed also gives a psionicist 
character more control of his powers. All power checks are increased 
by +3 for the same duration as the psionic power boost (I turn). 

Wild talents who eat esperweed also gain a boost in their psionic 
power. Their power checks are increased by +2, and the character 
receives an additional 20 PSPs. 


Repeated Use of Esperweed 


Repeated use of esperweed can be detrimental. Creatures can eat 
esperweed and enjoy its psionic boosting capabilities a number of 
times equal to their Hit Dice (or current experience level) without 
any ill effects. For each use beyond that, however, the creature's 
psionic ability fades. Each excess use reduces their psionic ability by 
the equivalent of two experience levels. This reduction is permanent, 
but each reduction can be reversed by a restoration spell. Once 
a creatures psionic ability is reduced to O level, the creature 
permanently loses its psionics. 

Esperweed retains its psionic boosting properties for a limited 
time. A root will retain its effectiveness for one week after being 
picked, after which time its potency fades quickly into nothingness. 
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Fael 


CLIMATE/TERRAIN: Anywhere there is food 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 

ACTIVITY CYCLE: Any 

DIET: Omnivore 
INTELLIGENCE: Very (II-12) 
TREASURE: R 

ALIGNMENT: Chaotic Evil 

NO. APPEARING: I 

ARMOUR CLASS: As in life or 14 
MOVEMENT: 9 

HIT DICE: As in life, minimum 6+3 


ATTACK (CMB/CMD: 


NO. OF ATTACKS: 


As in life, or +7 (47/17) 
As in life, or 3 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 


1d3/1d3/2d6 
See below 


SPECIAL DEFENCES: +I or better weapon to hit 
MAGIC RESISTANCE: Nil 


SIZE: M (6 tall) 

MORALE: Champion (15-16) 

XP VALUE: 975 + 200 per HD over 7 
PSIONICS: Nil, MAC 10 


Faels are ravenous undead beings who never quenched their need 
for material consumption during life. They are animated in undeath 
to continue their feeding. They seek out parties, feasts, and other 
social gatherings so they can quietly sneak in and begin feeding on 
the food present. They never get full, and eventually people notice, 
either by watching a fael eat endlessly or when the fael demands 
more food after consuming all food present. 

Faels appear much as they did in life. In fact, the only way to tell 
they are undead is by their insatiable appetites, or by attempting to 
turn one. Occasionally, faels’ clothing is stained from food that has 
fallen as they eat. Rich humans and demihumans are often subject 
to this form of undeath. Most human faels are extremely obese, but 
all are recognisable by their never-ending appetites and the hungry 
look in their eyes. They are crude creatures with few manners. 

While they can speak whatever languages they knew in life, they 
are usually too busy eating or demanding food for someone to have 
a conversation with them. 


Combat: A fael can attack with its fists for Id3 points of damage 
each. It can extend its incredibly strong jaw as much as I foot, 
allowing it to bite for IdI2 points of damage. If the fael causes 6 
or more points of damage, there is a 25% chance it has bitten off a 
portion of its victim the size of a hand. If the fael causes 9 or more 
points of damage, there is a 25% chance it has bitten off a portion 
of the victim the size of an arm or leg. If the fael causes I2 points 
of damage, there is a 25% chance it has bitten off the head of its 


victim, automatically killing him. 


The DM might choose to use the charts provided in the Undead 
section to create faels. The following collection of modifiers will 
influence the creation of the undead. 

Number of special undead powers: -3 to roll 

Type of undead powers: -20% to roll 

Number of special undead weaknesses: -5 to roll 

Type of undead weaknesses: No modifier 


Habitat/Society: Faels eat whatever they can find, but love well- 
cooked meals and especially desire their favourite meals from life. 
As they eat they get even more and more hungry, so feeding them 
produces an endless cycle. 

Eventually faels must be destroyed or forced to leave. Faels never 
leave willingly and become angry when living beings refuse to feed 
them. 


Ecology: Faels have no place in the natural world. They exist only 
to consume food meant for the living. They can sometimes be 
bartered with large quantities of food in exchange for their services 
or valuable information. 
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CLIMATE/TERRAIN: Forests 
FREQUENCY: Rare 
ORGANISATION: Clan 
ACTIVITY CYCLE: Day 

DIET: Omnivore 
INTELLIGENCE: Very (II-12) 
TREASURE: Nil 
ALIGNMENT: Neutral Evil 
NO. APPEARING: 1-4 
ARMOUR CLASS: 16 
MOVEMENT: 9 

HIT DICE: TFI 
ATTACK (CMB/CMD: +7 (+10/20) 
NO. OF ATTACKS: 5 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


Id6+I (x4)/2d4+1 
Grab and pummel 
Nil 


MAGIC RESISTANCE: 


SIZE: 
MORALE: 
XP VALUE: 


Nil 

L (8 tall) 
Champion (15-16) 
2,000 


PSIONICS: +7, PSPs 50, MAC 18 


Powers: adrenaline blink, control, cell adjustment, chameleon 
power, death field, displacement, domination, ego whip, id 
insinuation, inflict pain, intellect fortress, invisibility, mental barrier, 
mind blank, mind thrust, mindlink, phase, plant mind, shadowform, 
tower of iron will 


Feylaars are lumbering ape-like creatures known for their physical 
strength. Once hunted for slave labour, feylaars quickly demonstrated 
that their psionic powers made them too dangerous to domesticate. 
Feylaars stand nearly a foot taller than most elves and possess the 
breadth to match. Their four powerful arms can act independently. 
Though they can stand fully erect, feylaars usually move about on 
their legs and lower arms. They have two sets of fangs many sharp 
teeth that enable them to quickly grind and swallow flesh. When 
surprised, feylaars’ thick, course hair is a dull gray or black. 


Combat: The feylaar’s first tactic in battle is to conceal itself, hoping 
to initiate a surprise attack. Its psionic powers and natural affinity 
for hiding give a +2 to the feylaar’s surprise roll. 

Once upon its foe, the feylaar begins a relentless battery of blows 
from its mighty fists, and bites from its massive jaws. Each punch 
from a fist inflicts Id6+I damage, followed by a bite for Id8+1. 

If two or more fists successfully hit in a round, the feylaar grabs 
the target. This grabs allows the feylaar to deliver a two-handed 
crush to both sides of the head, inflicting 2dI0 points of damage. 

A held individual can take no action requiring free arms or 
hands. However, each subsequent round the victim can attempt 


to break free by making a successful CMB roll with a -4 penalty. 
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Habitat/Society: Though feylaars assemble into clans, their strongest 
tie comes from mating. À male and female bond for life, sharing a 
tenuous clan loyalty. Every two to three years, the female gives birth, 
following a nine-month gestation period. Both parents help rear the 
infant until it reaches its adult stage, eight years later. A typical 
feylaar lives as long as 45 years, though females tend to have slightly 
shorter life spans because of the stress of childbearing. 


Ecology: The origin of the feylaar is shrouded in mystery. Though 
their discovery is recent, their population density, especially in the 
Forest Ridge west of the Ringing Mountains, indicates they have 
existed on Athas for some time. Rumours say that a long-dead 
sorcerer-king created the feylaar to swell the ranks of his army with 
soldiers that could fight without weapons. Another story suggests that 
the feylaars themselves wrought their second pair of arms via their 
psychometabolism. Such legends are ill-founded at best, but offer as 
much insight as any hidden truth. 

Feylaars loathe captivity. They are impossible to hold for long. 
They can generate a death field that often takes many handlers and 
feeders to the grave with them. 
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Flailer 


CLIMATE/TERRAIN: 


Stony Barrens 


FREQUENCY: Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Carnivore 


INTELLIGENCE: 


Average (8-10) 


TREASURE: 
ALIGNMENT: 


Nil 
Neutral 
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NO. APPEARING: I 
ARMOUR CLASS: 19 
MOVEMENT: 9 

HIT DICE: 9+9 
ATTACK (CMB/CMD: +10 (+10/20) 
NO. OF ATTACKS: 5 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


1d4 (x2)/Id6 (x2)/1d8 
Surprise, back attack 
Nil 


MAGIC RESISTANCE: 


SIZE: 
MORALE: 
XP VALUE: 
PSIONICS: 


Nil 

S @ long) 

Elite (13-14) 

2,000 

+10, PSPs 120, MAC 13 


Powers: all-round vision, aura sight, body equilibrium, chameleon 
power, combat mind, danger sense, double pain, ego whip, inflict 
pain, mental barrier, mind blank, mind thrust, probe, psionic blast, 
shadowform, thought shield, tower of iron will 


Flailers are solitary creatures that live and hunt in the rocky terrain 
of the Tablelands of Athas. To frequent travellers of these areas, 
flailers serve as a constant reminder of the harsh dangers of life on 
Athas. 

Flailers are similar in shape and appearance to giant tortoises, 
but sport six legs instead of four. These limbs are often concealed 
beneath their large, hardened torsos. The shell of a flailer is similar 
in colour and texture to that of most rocky terrains, allowing them 
to appear as stones or rocks until they strike. Typical flailers grow 
up to four feet in length. 


Combat: Flailers generally wait until suitable prey approaches 
close enough to be attacked. Because of their natural camouflage, 
flailers often surprise their victims, resulting in a -3 penalty to an 
opponent’s surprise roll. A flailer will usually wait for its victim to 
pass by a selected ambush site, so that it may attack from behind, 
gaining a +2 to its attack roll. 

When they attack, flailers do so with their two frontal limbs (1d4 
damage), followed by their bite (Id8 damage), and then by their two 
middle limbs (Id6 damage). Their shell provides excellent defence 
(AC 19), but the underside is softer and more vulnerable (AC 16). 
Hitting the underside of a flailer requires a called shot, unless it has 
been turned over onto its back. 


In addition to its limb and bite attacks, flailers also boast powerful 
psionic abilities. Instead of using its normal attacks, a flailer can 
choose to attack using its psionic powers, one at a time, just the 
same as any other psionic creature. Even when making a physical 
attack, a flailer’s cab use its telepathic defence powers, so long as it 


has sufficient PSPs. 


Habitat/Society: When not waiting for a victim, flailers live in 
small caves and crevices characteristic of the rocky terrains of Athas. 
Flailers feed on nearly any animal, ranging from small rodents to 
large mammals, such as humans and demihumans. After a victim 
has been killed, a flailer will often bring the carcass to its lair where 
it can enjoy its meal. 

Born in litters of four to six young, flailers remain with their sire 
for a period of up to one year. Their solitary existence begins after 
this first year and ends only when the creatures are near death. At 
this time, adult flailers seek out mates and bear offspring, Adult 
male flailers die naturally soon after their yearlong sojourn with the 
offspring; the females are devoured by the young immediately after 
giving birth. 


Ecology: The hard shell of flailers is unsuitable for purposes of 
making armour due to its unusual shape and texture. However, 
Athasian weaponsmiths have been able to use it to form small- 
bladed weapons such as dirks, daggers, and arrowheads, as well as 


small, buckler-sized shields. 
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Floater 


CLIMATE/TERRAIN: Sea of Silt 
FREQUENCY: Common 
ORGANISATION: Flock 
ACTIVITY CYCLE: Night 
DIET: Herbivore 
INTELLIGENCE: Low (5-7) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: 2-8 
ARMOUR CLASS: 12 
MOVEMENT: Fl. 12 (B) 
HIT DICE: 3 
ATTACK (CMB/CMD: +3 (+2/12) 
NO. OF ATTACKS: 6 
DAMAGE/ATTACK: 1d4 x6 
SPECIAL ATTACKS: Poison 
SPECIAL DEFENCES: Nil 
MAGIC RESISTANCE: Nil 

SIZE: S (3° long) 
MORALE: Steady (11-12) 
XP VALUE: 420 


PSIONICS: +3, PSPs 90, MAC 12 


Powers: aversion, chameleon power, detect life, displacement, 
double pain, flesh armour, intellect fortress, life draining, mind 
blank, mind over body, psionic blast, psychic crush 


Floaters are small, aerial, jelly fish that drift above the Sea of Silt. 
They are often found at the edges of the silt sea, near the mudflats 
that form its perimeter. Their bodies are bulbous and translucent, 
and have a diameter of about 2 feet. They also sport a large number 
of poisoned tentacles, up to 3 feet in length. Males have a reddish 
tint to them, while females are more often tan or yellowish in tint. 


Combat: Floaters fly via hydrogen-filled gas bladders located on their 
underside. By expelling bursts of gas, they propel themselves, using 
their bodies and tentacles for navigation. Being herbivores, floaters 
do not usually engage in combat unless startled or threatened. 

When they do engage in combat, floaters are capable opponents. 
A floater can attack up to six times per round using its tentacles, 
each doing Id4 damage. Each tentacle attack injects a paralytic 
poison. Those struck by a floater’s tentacles must save vs. paralysation 
or be paralysed for 2d6 turns. 

Because of their gas bladders, floaters are susceptible to flame 
attacks. Any successful flame attack does quadruple damage and 
has a 75% chance of causing the creature to explode, dealing 1d8 
damage to anyone within five feet (save vs. breath weapon for half). 

Floaters also have psionic abilities that can be used instead of 
physical attacks. A floater can use telepathic defence powers at the 
same time as making physical attacks, provided it has enough PSPs. 


Habitat/Society: Floaters make their homes on the mudflats located 
at the edges of the Sea of Silt. They make nests from dead bushes 


and trees, but occasionally form nests within live trees as well. A 


nest commonly contains from three to five floaters, with some larger 
nests having up to eight members. These creatures group in nests for 
protective purposes, as they are often attacked by razorwings. 
Floaters bear their young one at a time. For a period of six months 
after a birth, the mother leaves the nest for only brief periods, and 
then only to find food. By the time a young, floater reaches six 
months of age it will be on its own, seeking others to nest with. 
Floaters survive on the ferns and roots that grow in the wetter 
areas of mudflats. When a mother gathers food, it will often take 
leaves and roots of nearby plants, but will occasionally gather berries 
and seeds from the few fruit-bearing plants that grow on the mudflats. 
Floaters occasionally eat esperweed, boosting their existing psionic 
powers as described in the esperweed entry. Since the effects of 
esperweed have a short duration, it is rare to encounter a floater 
while its psionic abilities are boosted (2% chance per floater). 


Ecology: Floaters are the favourite prey of razorwings. Floaters boast 
no usable by-products, though researchers have tried to make use of 
their glands as a source of flammable gas. None have had success. 
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Fordorran 


SSS SSS S| 
CLIMATE/TERRAIN: Tablelands ` 
FREQUENCY: Uncommon 
ORGANISATION: Solitary 

ACTIVITY CYCLE: Day 

DIET: Omnivore 
INTELLIGENCE: Low (5-7) 
TREASURE: Nil (Q) 
ALIGNMENT: Chaotic Neutral 

NO. APPEARING: I 

ARMOUR CLASS: 16/20 

MOVEMENT: 6 

HIT DICE: 5 

ATTACK (CMB/CMD: +5 (+6/16) 

NO. OF ATTACKS: 3 
DAMAGE/ATTACK: 1d6/1d6/2d4 
SPECIAL ATTACKS: Stench 

SPECIAL DEFENCES: See below 

MAGIC RESISTANCE: 20% 

SIZE: L (8° long) 

MORALE: Unsteady (5-7) 

XP VALUE: 1,400 

PSIONICS: +5, PSPs 40, MAC 14 


Powers: attraction, ballistic attack, detonate, domination, ego 
whip, false sensory input, inflict pain, levitation, mental barrier, 
mind blank, mind thrust, repugnance, psionic inflation, psychic 


crush, soften, thought shield 


The fordorran is a foul, disgusting creature that inhabits the 
Tablelands surrounding the Silt Sea. It is extremely unpredictable, 
wanders aimlessly, and may attack for no reason. It is believed to be 
a distant cousin of the so-ut. 

The fordorran is a large, lumbering quadruped with an armoured 
shell. It resembles an enormous armadillo with three horns on its 
head. Its armoured plates are divided into sections that allow the 
beast to curl into a ball for protection. The fordorran can blend in 
with its surroundings by changing its colouration. This would make 
the beast nearly undetectable if it weren't for its foul stench. The 
fordorran’s armoured plates are hairless, but there is a light coat 
of fur on the underside of its body, on its legs, and between its 
armoured plates. 


Combat: The fordorran, while slow and stupid, is a dangerous 
opponent. It is completely random and changes the target of its 
attacks to a different individual with no predictability. Each round 
there is a 25% chance it changes opponents, without suffering any 
penalty. It switches opponents even if the second target is out of 
range. If there is no other target when a change of opponent is 
indicated, the fordorran wanders off absent-mindedly. If attacked, it 
defends itself. 


In melee, the fordorran attacks with its three-toed front claws for 
Id6 damage each, and gores with its horned head for 2d4 damage. 
Any creature within 10 feet of the beast must save vs. poison or gag 
and retch for Id6 rounds. The victim can do nothing but move at 
one third its normal speed while gagging and retching. 

If the fordorran detects its opponents before being detected itself, 
it uses its psionic abilities. The creature uses domination to seize 


control of an opponent. If successful, the controlled individual 
attacks its comrades. If there is only one opponent, the fordorran 
uses false sensory input to cover its stench. The creature then uses 
ballistic attack and detonate before rushing in to attack. Fordorrans 
are immune to all sleep, charm, and hold spells. 


Habitat/Society: Fordorrans are known to inhabit the Tablelands, 
making their lairs in caves and crevasses. They have never been 
known to congregate in groups. Perhaps even they can't stand the 
stench of their own kind. Therefore, it remains unknown how the 
creatures reproduce. They are just as likely to ignore other creatures 
as they are to attack them or even befriend them temporarily. They 
will eat gems or coloured glass, despite the fact that they can’t digest 
either material. 


Ecology: Fordorrans flesh is edible, but tastes as bad as it smells. 
It is rumoured that certain elf tribes know how to prepare fordorran 
meat to make it palatable. The gland that is responsible for the 
creature's horrible aroma is highly sought by preservers and defilers 
to create potions. 
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CLIMATE/TERRAIN: Sandy Wastes, Stony Barrens, 
Rocky Badlands, and Islands 

FREQUENCY: Very Rare 

ORGANISATION: Solitary 

ACTIVITY CYCLE: Any 

DIET: Carnivore 

INTELLIGENCE: Very (II-12) 

TREASURE: Z; 

ALIGNMENT: Neutral Evil 

NO. APPEARING: 1-2 

ARMOUR CLASS: 18 

MOVEMENT: 12 

HIT DICE: 7 

ATTACK (CMB/CMD: +7 (+8/20) 


NO. OF ATTACKS: I 


DAMAGE/ATTACK: Id6 
SPECIAL ATTACKS: See below 
SPECIAL DEFENCES: See below 
MAGIC RESISTANCE: Nil 


SIZE: L (6 diameter) 
MORALE: Champion (15) 

XP VALUE: 2,000 

PSIONICS: +8, PSPs 120, MAC 15 


Powers: aversion, detect life, domination, ego whip, ESP, false 
sensory input, id insinuation, inflict pain, intellect fortress, mass 
domination, mental barrier, mind blank, probe, psionic blast, send 
thoughts, tower of iron will 


The gaj is a psionic horror. Physically, it appears as a large reptile 
resembling a beetle in appearance. Its body is covered by a scaly, 
rust-orange shell about six feet in diameter. From beneath this shell 
protrude six four-jointed legs which end in webbed feet with long, 
sharp claws. 

Its head is a spongy white globe about two feet in diameter. 
Spaced at even intervals around the head are six compound eyes. A 
pair of barbed mandibles as long as a man’s arms flank six finger- 
like appendages that hang over its mouth, and three feathery stalks 
rise from the top of the head. 


Combat: The gaj strikes with its psionic attack modes first, trying 
to disable its opponents before moving in for the kill. If this fails, or 
once the opponents are disabled, the gal tries to kill its prey with 
its two huge mandibles. 

The gaj always attempts to grapple with its mandible, using a 
CMB check. Once grappled, an opponent must make a CMB 
check in order to break free. While held, the victim suffers five 
points of damage per round. More importantly, the gaj wraps its 
feathery antenna around the victim’s head and psionically probes 
his innermost thoughts. 


a + o 
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Unlike the standard psionic probe, however, this is a painful, 
destructive process. The victim loses Id4 points of Intelligence or 
Wisdom (distributed randomly on a point by point basis) each 
round he is held. This loss is permanent, and once the victim's 
Intelligence or Wisdom drops to 0, he becomes a mindless husk and 
will soon die of starvation and thirst. 

The hard shell covering the gaj’s body reduces the damage that 
all non-metallic weapons cause it. Thus, all non-metal weapons 
inflict half their normal damage to these monsters. In melee, it can 
also protect its vulnerable head by pulling it beneath its shell. This 
leaves the dangerous mandibles exposed, and does not reduce its 
combat effectiveness at all. 


Habitat/Society: The gaj are solitary hunters that prey on other 
intelligent life forms. They prefer to live in rocky areas where their 
shells serve as camouflage, or in sandy areas where they can hide 
themselves from predators in a shallow burrow. Most often, they are 
found alone, but occasionally mated pairs are encountered. 


Ecology: Like all carnivores, the gaj eat flesh to provide their bodies 
with physical energy. Unlike most other animals, however, the gaj 
derive their mental energy from the thoughts of other beings, through 
the effects of their probe powers. No matter where they live, the gaj 
are constantly using their feathery antennas to search the horizon 
with detect life for signs of their favourite prey - other intelligent 
races. After a week without consuming the thoughts of an intelligent 
creature, the gaj loses IdIO PSPs per day. The lost PSPs are fully 
recovered once the gaj feeds, but if his total number of PSPs ever 
drops to 0, the gaj loses its psionic powers and its will to live. 
Within a week, the creature will die. 
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Geran 


CLIMATE/TERRAIN: Any desert 
FREQUENCY: Very Rare 
ORGANISATION: Tribal 
ACTIVITY CYCLE: Day 

DIET: Omnivore 
INTELLIGENCE: Exceptional (15-16) 
TREASURE: A 
ALIGNMENT: Lawful Neutral 
NO. APPEARING: 40-160 
ARMOUR CLASS: 15 
MOVEMENT: 9 

HIT DICE: 4+1 
ATTACK (CMB/CMD: +4 (+4/15) 
NO. OF ATTACKS: I or 3 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


By weapon or Id8/Id8 
+3 to hit with sickle 
Invisibility, +2 on all saves 


MAGIC RESISTANCE: 10% 
SIZE: M (6 tall) 
MORALE: Elite (13-14) 
XP VALUE: 420 
Precept: 420 
Thane: 650 
Jarl: 975 
Chieftain: 1,400 
PSIONICS: +5, PSPs 95, MAC 14 


Powers: ballistic attack, control temperature, detonate, ego whip, 
inertial barrier, intellect fortress, mental barrier, mind bar, mind 
blank, mindlink, molecular manipulation, telekinesis, tower of iron 


will 


Geran are a reclusive humanoid race found primarily in the rocky 
badlands of Athas. Most are hard-working, peaceful beings, their 
communities orderly and law-abiding. Outsiders are viewed with 
suspicion. 

Geran wear little clothing, usually just a loin cloth, and upon rare 
occasions, ornamental jewellery. When preparing for battle, a geran 
also adorns himself with a belt decorated with the skulls of those he 
has killed. The skulls are intended to warn away opponents. 

Geran speak their own tongue in addition to the language of the 
gith and belgoi. There is a 10% chance a geran will be able to 
speak the local common dialect. 


Combat: Geran prefer to use psionics to frighten intruders from 
their domain. However, if the enemy cannot be scared, the geran 
resort to a harmful exhibition of their psionic powers. 

When forced into melee, geran typically attack with a sickle or 
scythe with a +3 bonus to hit, using the blade to sever victims’ 
heads to be added to the geran’s collection. 


If a geran is disarmed, he can attack twice a round with clawed 
hands for Id8 damage each. The geran view such battle tactics as 
barbaric, resorting to them only in extreme situations. 


While in their home terrain, geran blend in with their surroundings 
so that they are effectively invisible. They make all saves at +2. 


Habitat/Society: Geran live in hillside abodes carved out of the 
badlands rock. The homes are simple and usually house one family 
consisting of I-2 adult males, I-3 adult females, and 2-8 young. 

For every 20 geran encountered, there will be a thane of 5+2 HD 
and 100 PSPs. The thane acts as the leader of the geran war units. 

If 50 or more geran are encountered, they will be led by a jarl of 
6+3 HD, 120 PSPs, and a power check of +7, plus one additional 
psionic discipline. The jarl is held in high esteem in geran society 
and is always guarded by a force of five geran and one thane. 

When 120 or more geran are encountered, they will be led by a 
high chieftain. The high chieftain has 8+2 HD, has 150 PSPs, and 
has a power check of +9. In addition to the normal psionic powers 
held by the gerans, the high chieftain also has disintegrate, project 
force, animate object, and soften. The high chieftain is guarded by 
a jarl, three thanes, and 15 other gerans. The high chieftain is also 
assisted by a precept that is treated as a normal geran with the 
additional psionic power of cell adjustment. The precept serves as 
the tribal healer and advisor to the chieftain. 


Ecology: Geran are miners and hunters relying on themselves for 
survival. Geran mines usually are well-guarded operations that seldom 
delve below 50’ into the ground. Geran are especially successful in 
mining various forms of gems. Gerans are frequently sought by 
traders and treasure hunters. 
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Giant 


Desert Plains Beasthead Crag 
CLIMATE/TERRAIN: Sea of Silt/Tablelands Sea of Silt/Tablelands Sea of Silt Islands Lonely Butte 
FREQUENCY: Uncommon Uncommon Rare Uncommon 
ORGANISATION: Clans Clans Clans Clans 
ACTIVITY CYCLE: Day Day Day Day 
DIET: Omnivore Omnivore Omnivore Omnivore 
INTELLIGENCE: Low (5-7) Low (5-7) Low (5-7) Low (5-7) 
TREASURE: JD K (H) O (©) K (H) 
ALIGNMENT: Neutral Evil Chaotic Good Neutral Evil Chaotic Good 
NO. APPEARING: 5-10 5-10 3-6 5-10 
ARMOUR CLASS: 16 15 17 15 
MOVEMENT: I5 I5 I5 15 
HIT DICE: 14 16 15 I6 
ATTACK (CMB/CMD): +14 (+22/32) +16 (+24/34) +15 (+23/33) +16 (+23/33) 
NO. OF ATTACKS: I I 2 I 
DAMAGE/ATTACK: 2d8+14 2d6+14 2d8+14/2d10+14 2d6+12 
SPECIAL ATTACKS: Hurl rock or spears Hurl rocks Psionics, hurl rocks or Hurl rocks 

spears 

SPECIAL DEFENCES: Resistant to psionics Resistant to psionics Resistant to psionics Nil 
MAGIC RESISTANCE: Nil Nil Nil Nil 
SIZE: H (25 tall) H (25 tall) H (20° tall) H (25° tall) 
MORALE: Champion (15-16) Champion (15-16) Champion (15-16) Elite (13) 
XP VALUE: 6,000 8,000 7,000 7,000 
PSIONICS: Nil, MAC 12 Nil, MAC 12 See below Nil, MAC 10 


The giants of Athas are huge, lumbering creatures who commonly 
inhabit the islands of the Sea of Silt. The most common varieties 
are the desert giants, the plains giants, and the psionics-wielding 
beasthead giants. Crag giants are far less common, and found only 
on the Lonely Butte in the Lands of the Last Sea. 

All the giants of Athas share one characteristic, and that is 
savagery. Though humanoid giants can be congenial and friendly 
when properly approached, they have short tempers and are very 
easily agitated. 


Desert Giants 


Desert giants are humanoid is appearance. They stand anywhere 
from 20 to 25 feet tall and weigh from six to eight tons each. Desert 
giants have exaggerated facial features: huge noses, mouths, or ears. 
Their skin is most often dark red, but some specimens have jet-black 
skin. The hair of desert giants is usually a light brown colour and 
is very coarse and sturdy. Desert giants have a Strength score of 25; 


Combat: When defending their island homes, desert giants hurl 
rocks at the uninvited guests in order to deter their enemy’s advance. 
These rocks do 2d10+14 damage. Desert giants will often also throw 
huge spears carved from dead tree trunks. When they hit, these 
spears do 3dI0+14 damage. Desert giants can throw either of these 
weapons up to 250 yards. 


When desert giants are on the offensive, they will close to melee 
range quickly. Desert giants fight using huge, spiked clubs. These 
clubs do 2d8+14 (due to exceptional strength) points of damage 
per successful attack. 

Desert giants are naturally resistant to all types of psionics. When 
attacked psionically, a desert giant may save versus spells to totally 
negate the effect. 


Habitat/Society: Desert giants live on desert islands. This climate 
is nearly identical to the deserts of Athas, save that these islands 
are surrounded by the Sea of Silt. Desert giants live in clans, each 
having from 5 to 10 members. Both males and females are present 
in desert giant clans. Desert giants live in huge caves located in the 
rock formations found on most of the islands of the Sea of Silt. Each 
cave can house two or three giants, and each clan will be spread out 
between four or five caves. 

Desert giants eat almost anything, preferring meat to plants and 
vegetables. Many clans domesticate herds of erdlus, kanks, and other 
creatures. Because their islands have limited vegetation, desert giants 
eat little in terms of plant life. 

Desert giants are able to cross the Sea of Silt by wading along the 
edges of the sea, where the silt is not too deep. Desert giants travel 
infrequently to the main lands of Athas. 


Ecology: Desert giants often sell their hair to rope makers. 
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Giant 


Plains Giants 


Plains giants are usually from 20 to 25 feet tall and weigh from six 
to eight tons. The skin colour of plains giants is usually a deep rust 
colour, with some having dark brown skin. Also, plains giants have 
facial features more akin to an elf than a human. They have slender 
faces and slightly pointed ears. The hair of plains giants is light 
coloured, very often blond to light brown. Like all Athasian giants, 
plains giants have Strength equivalent to a score of 25. 


Combat: When defending their islands, plains giants hurl rocks 
at their opponents, and these rocks do 2dIO+I4 points of damage 
to any target they hit When attacking, plains giants usually use 
huge stone daggers that inflict 2d6+14 (due to exceptional strength) 
points of damage, though some use clubs similar in type to those 
used by desert giants. 

Plains giants are not able to employ any type of psionic powers. 
They are resistant to all types of psionic attacks, including attack 
modes used in psionic combat, just like desert giants. 


Habitat/Society: Plains giants live on islands that have terrain 
similar to the scrub plains of Athas. Plains giants live in the most 
heavily vegetated areas, making their homes in the midst of these 
brush areas. Plains giants live in clans of 5 to 10 members. A clan 
will usually claim an entire patch of brush as its home area, and 
many times skirmishes will result when more than one clan desires 
the same brush patch. 

Plains giants eat mostly natural vegetation, but enjoy meat also. 
Plains giants feed on herd animals, including kanks, erdlus, and 
occasionally even erdlands. 

Plains giants are a more common sight on the main lands of 
Athas, as their neutral disposition makes them more compatible 
with members of the other Athasian races. Though it is considered 
dishonourable, a few plains giants hire themselves out as mercenaries. 
Some find work as city or castle builders or as salvage workers and 
wrecking crews. 


Ecology: The hair of plains giants is also used in rope making; it is 
actually more valuable than that of desert giants. Its longer length 
and thinner texture make ropes made from plains giants’ hair lighter 
and easier to handle. 


Beasthead Giants 
Psionics: +15, PSPs 75, MAC 12 


Powers: aura sight, combat mind, conceal thoughts, danger sense, 
detect life, ego whip, id insinuation, intellect fortress, know course, 
mind blank, psionic blast, scrying, tower of iron will 


Beasthead giants are a rarer form of Athasian giant who also make 
their homes on the islands of the Sea of Silt. Though smaller than 
humanoid giants, beasthead giants are actually more dangerous. 
Beasthead giants average I5 to 20 feet tall, weighing from three 
to six tons. Beasthead giants, as their name implies, have a human- 
looking body and the head of a beast. There are many different 
types of beasthead giants, some bearing the head of a goat, or an 
eagle’s head, or the head of a wolf. Many bear the heads of creatures 
unique to Athas, such as the id fiend or the kirre. Beasthead giants 
are very pale in complexion, usually having pink or alabaster skin. 


Combat: Beasthead giants behave in most situations like humanoid 
giants, though their combat tactics differ slightly. Beasthead giants 
rarely initiate battles anywhere aside from on their islands. Their 
shorter height makes wading through the Sea of Silt very hazardous, 
and so they infrequently leave their home islands. 


Among their favourite weapons are clubs, staves, and spears. 
Some beasthead giants have developed a type of sling, fashioned 
from vines and capable of projecting large (15-20 pound) rocks. 
Clubs and staves inflict 2d8+14 points of damage on a successful 
attack, while spears do 2d10+14 points. Being hit by a sling rock 
does 2d8+14 points of damage to the target. 

Beasthead giants are also capable of making a bite attack instead 
of normal melee. This attack does an average of 2d10+14 points of 
damage, but the precise damage varies depending upon the type of 
beasthead the creature sports. Some beastheads are capable of other 
attack forms, also depending on the type of beasthead. See the table 
below for examples. 


Type of Beasthead # of Attacks Damage 

Eagle, goat I 2d8 +14 

Wolf I 2dI0 +14 

Id fiend I 2dI0 +14 

Kirre 2 2d8 + 14/2d10 +14 
Braxat I 2d10 (breath weapon) 


Beasthead giants are also powerful psionic-using creatures. Though 
they possess the same resistance to psionic powers that desert giants 
do, they can develop very powerful defence modes, making the use 
of psionic combat against them very difficult. 


138 


Beasthead giants can use one psionic power per round, instead 
of their normal attacks, just as any other creature. Like many 
creatures of Athas, a beasthead giants telepathic defence powers are 
considered to be always “on”. This means that as long as the giant 
has enough PSPs to manifest its telepathic defence powers, they can 
employ them even in rounds in which they engage in melee combat. 


Habitat/ Society: Beasthead giants gather in smaller clans than other 
giant kin do, with usually three to six members in each. Clans of 
beasthead giants will usually all have the same type of head, though 
some clans have members of more than one type. Beasthead giants 
feed mostly on animals, preferring herd animals like their humanoid 
giant counterparts. 


Ecology: Being magical mutations of normal Athasian giants, 
beasthead giants are a good source of spell components for both 
wizards and priests. The blood of a beasthead can be used in many 
different types of spells, but only those of preservers or druids. Also, 
beasthead giants provide unique spell components depending upon 
the type of beast head. For example, the feathers of an eagle head 
can be used in feather fall and other flight-oriented spells. 


Mountain Stalkers 


A mountain stalker is a weird variant of the beasthead giant. Stalkers 
have a group of tentacles instead of forearms. Skilled climbers, they 
populate the mountains west of Draj. 

Mountain stalkers are slightly smaller than regular beasthead 
giants, and have the following statistics: 


AC 16; MV 15, Cl 6; HD 10; Attack (CMB/CMD) +10 
(+15/25); #AT 4; Dmg 3d6+7 (tentacles); SZ L (10-15 tall); ML 
16; AL NE, MAC 12; XP 5,000 

Mountain stalkers live in small clans of Id6+4 members and shy 
away from any organized settlement. However, they are not above 
attacking a much weaker force if stumbled upon. Mountain stalkers 
have no regard for any form of life, except others of their type, not 
even other beasthead giants. 

Mountain stalkers can survive on almost any type of animal or 
plant diet, but prefer meat to vegetation. They hunt by day and 
return to their clan dwellings when night falls, knowing that much 
more fearsome predators are at large. The lives of mountain stalkers 
are very hazardous, thus they have a short life expectancy. They have 
treasure type J, or type I when found in their clan dwellings high in 
the Athasian mountains. 


Crag Giants 


Crag giants are 25-foot-tall humanoids with thick black hair, rugged 
human features, and skin colour ranging from dusky gray to stony 
brown. Also sometimes called the Lonely Giants, these sad creatures 
are the only remnants of a once proud race, forced to flee their 
homelands and dwell in an environment that is assuredly leading 
to their ultimate extinction. Like other Athasian giants, the crag 
giants are savage in nature, though not as much so as the beasthead 
variety. The majority of crag giants are of chaotic good alignment, 
though other chaotic alignments are not unusual among them. 

Crag giants speak their own language among themselves, but 
virtually all of them also use an archaic version of the common 
tongue. 


Combat: Crag giants have a Strength score of 24. In melee combat, 
they use jagged stone daggers, which inflict 2d6+12 points of damage. 
At range, they can hurl rocks at their opponents, with a range of 
up to 250 yards, inflicting 2dIO+I2 points of damage. A significant 
proportion of these giants are clerics aligned to the element of air, 


which explains their legendary status as tossers of lightning. 


Habitat/Society: In millennia past, the ancestors of the modern crag 
giants originally inhabited the Thunder Mountains. According to 
ancient legend, when storms would rock those ranges, the crag giants 
would come out to dance in the thunder and play catch with the 
flashes of lightning. They lived with a savage joy for life. 

But when Saragar’s Mind Lords began reshaping the region to cut 
it off from the rest of Athas, in order to protect the Last Sea from 
the ravages of rampant magic, they presented the crag giants with a 
difficult choice: relocate their people to a reservation on the Lonely 
Butte, or be utterly destroyed. 

Faced with the raw power of the Mind Lords, the crag giants 
chose to move, but their race has not taken well to their new 
home. Slowly but steadily, their numbers are declining, and they are 
headed for certain extinction. The one motivation for survival that 
remains to them is to gain vengeance on the Mind Lords. 
Ecology: The jungle atop the Lonely Butte serves as an excellent 
source of food - both plant and animal - for the crag, giants, and 
these creatures supplement that diet with some sea food. Despite 
this plenty, however, the race is dying out, still feeling displaced 
from their native mountains even after millennia of dwelling on the 
Lonely Butte. 
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Giant, Shadow 


Lesser Greater 
CLIMATE/TERRAIN: Any Any 
FREQUENCY: Very Rare Very Rare 
ORGANISATION: Pack Solitary 
ACTIVITY CYCLE: Any Any 
DIET: Nil Nil 
INTELLIGENCE: High (13-14) Genius (17-18) 
TREASURE: U (F) U (F) 
ALIGNMENT: Chaotic Neutral Lawful Evil 
NO. APPEARING: 1-4 I 
ARMOUR CLASS: 16 16 
MOVEMENT: 6 15 
HIT DICE: 7 14 


ATTACK (CMB/CMD): 
NO. OF ATTACKS: 


+7 (+10/20) 
2 or I 


+14 (416/26) 
2 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 


SPECIAL DEFENCES: 


2d6 + special 
Strength drain 


+2 or better 
weapon to hit 


2d8 + special 
Strength drain, 
fog 

+3 or better 
weapon to hit 


MAGIC RESISTANCE: 


Nil 


Nil 


SIZE: L-H (10-25 H (20 tall) 
tall) 

MORALE: Champion (16) Champion (16) 

XP VALUE: 9,000 17,000 

PSIONICS: Nil, MAC II See below 


Shadow giants, or shadow people as they prefer to call themselves, 
are the descendants of the halflings who served Rajaat the War- 
bringer during the Cleansing Wars. They appear either as shadowy, 
two-dimensional, vaguely humanoid-shaped silhouettes with ropey 
limbs, serpentine torsos, and blue embers in place of eyes, or as 
solid, three-dimensional shadows as tall as half-giants. 

The shadow people speak the ancient languages of Ur Draxa and 
the civilised halfling nations, and the common tongue of the Tyr 
region. When a shadow giant speaks, black fumes rise from a blue 
gash that opens where its mouth would normally be. 


Lesser Shadow Giant 


There is little “lesser”? about these creatures - they are called as 
such simply in comparison to the mightier examples of their species. 
As the shadow giants grow in age and power, so they grow in 
stature. Lesser shadow giants are the younger, less experienced of 
their people. They are nevertheless beings of considerable power and 
are the most commonly encountered shadow giant - not that these 
creatures are ever commonly seen. 

Bright light adds size and depth to a lesser shadow giant. The 
brighter the light source, the larger the shadow giant appears. In full 
sunlight a lesser shadow giant can grow to 25 feet. 


Combat: A lesser shadow giant can strike with both fists, causing 
2d6 points of damage. The very touch of the creature is deadly; its 
connection to the Black allows it to draw strength out of its victims. 
A single hit from a lesser shadow giant’s fist drains I point of 
Strength from the victim. A creature reduced to zero Strength points 
collapses from fatigue and falls unconscious for 2d4 turns. Upon 
awaking, the victim’s Strength returns at the rate of I point per turn. 

Most lesser shadow giants favour their more potent Strength 
drain. To initiate contact, a lesser shadow giant must announce 
its intention to touch a victim and then successfully attack with a 
+2 bonus. It can make one attack per round this way. The giant’s 
grip is bitter cold, sapping strength and warmth from those who are 
touched. Each round that the lesser shadow giant maintains contact 
with a victim, the victim loses Id4 points of Strength. 
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Giant, Shadow 


When a lesser shadow giant grips a target, blackness spreads 
slowly from the contact point to engulf the target. The growing black 
stain of the giants touch is accompanied by a cold, numbing pain 
that draws heat from the body. A lesser shadow giant can also pull a 
target into the Black, the nether dimension where it normally dwells. 
If the giant releases a target in the Black, the victim loses its way 
and can't return to the normal world. 

Normal weapons and magical weapons of less than +2 
enchantment harmlessly pass through a lesser shadow giant and 
emerge brittle and covered in darkness. For the next 2d4 rounds, 
every time the weapon hits something it must make a successful save 
ys. crushing blows. A failed roll indicates that the weapon shatters 
on impact. 

Bright light and light-producing spells make a lesser shadow 
giant larger and more substantial, even healing previously inflicted 
damage. This healing ranges from I point for torch light to 2d4 
points for continual light spells and full daylight. The absence of 
light, on the other hand, weakens a lesser shadow giant, for without 
a light source there can be no shadows. 

Finally, while a lesser shadow giant is immune to sleep, charm, 
hold, and cold-based spells, it is very susceptible to pure magic. The 
very touch of a defiler or preserver who has just gathered the life 
force necessary to cast magic inflicts Id6 points of damage per the 
level of spell used. The mage uses a prepared spell, but no spell 
effect takes place. Instead, the pure magic is used to attack the 
shadow giant. 


Habitat/Society: Shadow giants reside both in the Pristine Tower 
in the Athasian an wastes and in the nether dimension known as 
the Black. Shadow giants are the descendants of the loyal servants 
of Rajaat who the Champions sacrificed to complete the betrayal of 
their master. These halflings merged with the Black and can only 
interact with the real world in the form of shadows. 

The shadow people can emerge only partially from the Black 
until Rajaat’s prison is destroyed. Following the Dragon's death, they 
can take the form of half-shadows, appearing as varying portions of 
shadow and halfling. In this form, the halfling portion is vulnerable 
to normal attacks. 


Ecology: No one knows how much time the shadow people spend 
in the Black or on Athas. It is not known what they eat. The 
shadow people desire obsidian. For a long time one of the noble 
families of Urik gave them 100 unblemished balls of obsidian each 
year. These balls of varying sizes were used as eggs to incubate the 
shadow giants’ young. 


Greater Shadow Giant 
Psionics: +16, PSPs N/A, MAC 17 


Powers: shadowform 


Greater shadow giants are more powerful relatives of the lesser shadow 
giant. Fully mature versions of the species, they are seldom seen away 
from the Pristine Tower. There, they watch over the incubation of 
their young in obsidian eggs and guard against intruders who might 
seek to defile the mysteries of that sacred place. 

Greater shadow giants normally stand around 20 feet in height 
but bright light lends them size, and depth and in full sunlight a 
shadow giant can grow to be 30 feet tall. 


Combat: A greater shadow giant can strike with both fists, causing 
2d8 points of cold damage and draining I point of Strength from 
the victim with each hit A creature reduced to zero Strength 
collapses from fatigue and falls unconscious for 2d4 turns. Upon 
awaking, the victim’s Strength returns at the rate of I point per turn. 

If the greater shadow giants attack succeeds by four or greater, it 
has grasped its victim, and can lift him from the ground with effects 
identical to its black fog attack (see below). The victim may make 
one bend bars/lift gates to free himself. If the character is reduced 
to zero hit points he will appear to be absorbed into the shadow 
giants body. 

The black fog attack can be used once per day (the shadow giant 
grasping a target does not count as its daily use of its black fog 
attack). When using its black fog power, the shadow giant transforms 
into an ebony fog bank for a duration of I5 rounds. Black wisps 
of fog issue from its mouth as it diminishes in size. The fog will 
eventually cover a 20 cubic foot area. 

Creatures of less than 5 Hit Dice caught in this haze are 
immediately slain. Creatures of greater than 5 Hit Dice must save vs. 
death magic or die. Creatures making their saving throws suffer 3d10 
cold damage and an additional 3d10 for each round they remain in 
the fog. When the fog passes, everything that was reduced to zero hit 
points by its effects disappears. These beings are irrecoverably lost. 

A greater shadow giant can also pull a grasped target into the 
Black. If the shadow giant releases a target in the Black, the victim 
loses their way and can’t return to the normal world without magical 
aid. 

The greater shadow giant can employ the psychometabolic power 
shadowform as an innate ability. 

Normal weapons and magical weapons of less than +3 
enchantment harmlessly pass through a greater shadow giant and 
emerge brittle and covered in darkness. For the next 2d4 rounds, 
every time the weapon hits something it must make a successful save 
vs. crushing blows. A failed roll indicates that the weapon shatters 
on impact. 

Bright light and light-producing spells make a shadow giant 
larger and more substantial, healing previously inflicted damage. 
This healing ranges from I point for torchlight to 2d4 points for 
continual light spells and full daylight. The absence of light, on the 
other hand, weakens a shadow giant, for without a light source there 
can be no shadows. 

Finally, while a shadow giant is immune to sleep, charm, hold, 
and cold-based spells, it is very susceptible to pure magic. A wizard 
who has a spell memorised can lose the spell and instead make a 
touch attack on the shadow giant, dealing Id6 points of damage per 
spell level with a successful attack. 


Habitat/Society: As with their lesser kin, greater shadow giants 
dwell not only in the nether dimension of the Black, but also in 
the mysterious ruin known only as the Pristine Tower. The shadow 
people can emerge only partially from the Black, being trapped there 
until Rajaat’s prison is destroyed. 


Ecology: Greater shadow giants have an even greater lust for 
obsidian, which they use to incubate their young. Noble houses, 
defilers and other potentates have learned that obsidian can be 
traded to greater shadow giants in return for their service. 
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Gith 


CLIMATE/TERRAIN: Tablelands, Mountains 
FREQUENCY: Uncommon 
ORGANISATION: Tribal 

ACTIVITY CYCLE: Any 

DIET: Carnivore 
INTELLIGENCE: Average (I0) 
TREASURE: M () 
ALIGNMENT: Chaotic Evil 

NO. APPEARING: 10-100 

ARMOUR CLASS: 12 

MOVEMENT: 9, Jp 2 

HIT DICE: 3 

ATTACK (CMB/CMD: +3 (+3/13) 

NO. OF ATTACKS: Ior2 
DAMAGE/ATTACK: By weapon or Id4/Id4 
SPECIAL ATTACKS: Springing 

SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: M (5-7 tall) 
MORALE: Steady (12) 

XP VALUE: 175 

PSIONICS: +5, PSPs 80, MAC 12 


Powers: animate object, animate shadow, ballistic attack, control 
body, control flame, id insinuation, mental barrier, mind blank, 
mind thrust, project force, telekinesis, tower of iron will 

Note: Only leaders commanding 25 or more gith have psionic 
powers. The psionics listed above are representative of these leaders, 
but their powers do vary greatly. Gith with more Hit Dice have 
correspondingly greater powers. 


The gith are a race of grotesque humanoids that appear to be a 
mixture of elf and reptile. They are gaunt and lanky, with gangling 
arms and spindly legs. Their hands have three fingers with no 
opposable thumbs, yet they can use tools and weapons. Their fingers 
and toes end in sharp claws. If one could get a gith to stand up 
straight, he would measure close to 7 feet tall, but most appear to 
be no more than 5 feet tall, for they always stand hunched over, 
concealing their true height. 


Combat: If possible, the gith attack en masse, starting with a psionic 
attack by one of their leaders. Then the entire party charges into 
melee. Their charge is often accomplished by springing up to 20 feet 
in one giant leap to close with their enemies. When they employ this 
spring, it gives them a +2 attack bonus on the first round of combat. 

Gith are usually armed with spears that have giant, razor-sharp 
heads of polished obsidian (Id6 damage). Although these spears 
look like thrusting weapons, they are used primarily to slash or chop. 
The gith often armour themselves with inix-shell armour of their own 
manufacture, granting them AC 18. 


Habitat/Society: The gith live in tribal organisations. The individual 
with the most powerful psionics generally acts as the leader. All 
other social positions are distributed at his pleasure. 

For every twenty five gith, there will be a 5 HD leader, for 
every fifty, a 6 HD leader, and for every tribe of 100 or more a 7 
HD leader. In addition to having hit points and attack bonuses 
appropriate to their HD, these leaders will have psionic powers 
approximately equal to a psionicist of an equivalent level. 

Some of these leaders are priests. While little is known of the 
gith religion, shamans up to 4th level are known to accompany and 
sometimes lead gith tribes. There have also been reports of gith 
wizards (defilers) ranked at 6th level. 

Not much is known about the reproductive cycle of the gith. It is 
known that they are egg layers; females lay approximately 1d6 eggs in 
a clutch. It is rumoured that the gith operate hatcheries containing 
hundreds (some say thousands) of nests. 


Ecology: Mountain gith live in underground lairs, claiming a 
particular canyon or valley as their territory. Gith inhabiting the 
Tablelands tend to organise their society more along the lines of a 
nomadic hunting clan, going wherever the game takes them. They 
do not hesitate to attack human or demihuman groups, for they 
view humans and demihumans as a choice food supply, preferring it 
over other flesh. They will even attack thri-kreen, if they are hungry 
enough, but the insectoids taste bad, and usually escape gith raiders. 
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Golem 


General Information 


Golems are automatons of great strength created through the 
combination of powerful magics and specific materials. Athasian 
golems are different in nature and type than those golems that are 
found on other worlds, reflecting the unique culture and mythos of 
this desert world. There are eight different types of Athasian golems 
that are usually encountered: ash, chitin, magma, obsidian, rock, salt, 
sand, and wood. 


Background 


The true origin of golems on the world of Athas has been long-since 
lost in the annals of history. Regardless of their origin, the process by 
which one creates such a being is still undertaken by sorcerer-kings, 
powerful templars, and high-level wizards who jealously guard the 
secrets of the process, just as a dragon protects its hoard. 


Theory 


The creation of a golem requires not only powerful magics, but 
specific elements, as well. The need for whatever specified elemental 
material stems from a link to the quasielemental and paraelemental 
planes of existence. The elemental form of the golem on Athas acts 
as a conduit for the awesome energy possessed by the spirits on 
those planes. Each spirit, attuned to a specific element, imbues life 
within the concoction of material and arcane magic. Only through 
exacting craftsmanship can the creator establish this link between 
spirit and golem, forging a union that stays with the creation until 
it is broken by equally tremendous forces. 

Even most sages do not fully grasp the process of trapping an 
elemental spirit within the body of a golem, though many have 
tried. Perhaps more terrifying is that the sorcerer-kings and templars 
who create golems at whim, and with considerable effort, do not 
completely understand the risks they are taking. An elemental 
spirit, bound to Athas via the corporeal link of the golem, is not 
necessarily appreciative of its captivity. In fact, such spirits not only 
despise the one who forges the golem, but all life found upon the 
material plane of existence. 

Consult the specific listings of each golem type for how the bound 
spirits react to commands from beings on Athas. 

The actual creation of the golem’s physical body is extremely 
complicated. The ability is far from common and the creation of 
golems often requires multiple makers, some for the body and others 
for the process of enchantment. 


Common Characteristics 


All Athasian golems possess several traits that distinguish them 
from other types of golems, but all share multiple characteristics that 
define them as golems. Because of their magical nature, golems can 
be damaged only by magical weapons of +l or greater. 

Golems have a variety of immunities, including all mind-affecting 
spells (such as charm, feeblemind, sleep, suggestion), poisons, disease, 
and suffocation. Similarly, they cannot be affected by the psionic 
powers of most disciplines, except for telekinesis and psychoportation, 
that affect their physical being as opposed to their psyche. Golems 
exhibit no psionic tendencies themselves. 


A particularly useful spell when combating golems is dispel magic. 
The spell does not destroy the magical bonds that hold the golem 
together, but makes the golem fall to the ground, seemingly lifeless, 
for a number of rounds equal to the caster’s level. 

To avoid this, golems must successfully save vs. spells. The 
elemental spirit is still bound within the golems if the spell succeeds; 
it is simply free from the creator’s bidding during the duration of 
the dispel magics effect, though it cannot force the golem’s body to 
react during that time. 


Golem Creation 


Below are the basic requirements for the creation of all the types 
of golems found on Athas. In addition to the requirements listed, 
those creating Athasian golems need to be knowledgeable in the 
arcane magics which allow the link between elemental spirit and 
golem body to be formed. These secret magics are known only to 
the sorcerer-kings and their most trusted templars. 


Ash Golem Creation 


Only a wizard of at least 16th level can create an ash golem. The 
body is composed of a mixture of ash and the blood of an Athasian 
fire drake; it is cast in a mould carved into the form of the golem. 
Other materials and components needed cost 2,000 ceramic pieces 
and are consumed in the casting. The spells required are wish, 
burning hands, polymorph any object, and geas. 


Chitin Golem Creation 


Only a defiler of at least 17th level can create a chitin golem. The 
body is formed of pieces of insect carcasses laid in the shape of the 
golem. The body is coated with an ointment created from the blood 
of an earth drake. Most spellcasters use the bodies of dead kanks, 
though any insect carapace will suffice. Other materials and spell 
components cost 2,500 ceramic pieces and are consumed in the 
casting. Among these materials are an elixir made from the juices of 
fruit potions of animal control and vitality. The spells required are 
wish, animate dead, polymorph other, and geas. 


Jade Golem Creation 


Only a defiler of at least 18th level can create a jade golem. The 
body is crafted from a chunk of jade weighing at least 3,000 pounds 
and takes three months to complete. The materials and components 
cost 3,000 ceramic pieces and are consumed in the casting. The 
spells needed are wish, flesh to stone, polymorph any object, move 
earth, and geas. 


Magma Golem Creation 


The creation of a magma golem requires a defiler of at least 18th 
level. The creator must collect enough raw material from the Ring of 
Fire and shape it within a mould of diamond. Though most of the 
other materials - flint, sulphur, and volcanic ash - are comparatively 
inexpensive (100 cp total), the diamond mould costs 10,000 ceramic 
pieces. All the components but the mould are consumed during 
the enchanting process. After six months of extensive shaping and 
casting, the golem is ready. The spells required for the construction 
of a magma golem are geas, meteor swarm, stone shape, and wish. 
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Only a defiler of at least I6th level can create a rock golem. The 
body is carved from a solid piece of rock weighing at least 2,000 
pounds. The entire process takes two months to complete. The 
required materials and spell components cost 2,000 ceramic pieces 
and all of these are consumed in the casting. In addition to the 
materials and components, the spells needed are wish, polymorph 
any object, move earth, and geas. 


Any wizard of at least 18th level can forge a salt golem. The body 
is carved from a single 2,000-pound chunk of rock salt. This process 
takes two months. The required material and spell components for 
creating the golem, which are destroyed during creation, cost 2,000 
ceramic pieces. In addition to the components and materials, the 
spells necessary for the creation of a salt golem are geas, move earth, 
polymorph any object, and wish. 


The creation of a sand golem requires a wizard of at least 15th level. 
The body is formed by placing damp sand within a clay mould, 
shaped in the form of the golem to be animated. The process 
requires other materials and components that cost 1,500 ceramic 
pieces and are consumed in the casting. These materials include 
among them one cubic foot of silt taken from the Sea of Silt. The 
spells required are the same as those needed for a stone golem, 
namely wish, polymorph any object, geas, and slow. 


o reatio 
n \reatio 


Only a druid of at least I5th level can create a wood golem. The 
golem’s body is made up of pieces from five different wood types, 
one for each limb and one for the torso and head, lashed together 
with vines. The golem can only be created from wood that has 
been dead for at least one month. The other materials and spell 
components needed cost 1,000 ceramic pieces and are consumed in 
the casting. The spells required are entangle, plant growth, animate 
object, commune, imbue with spell ability, prayer, and bless. 
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Ash & Chitin Golems 


Ash Chitin 
CLIMATE/TERRAIN: Any Any 
FREQUENCY: Very Rare Very Rare 
ORGANISATION: Solitary Solitary 
ACTIVITY CYCLE: Any Any 
DIET: Nil Nil 
INTELLIGENCE: Semi (2-4) Semi (2-4) 
TREASURE: Nil Nil 
ALIGNMENT: Neutral Neutral 
NO. APPEARING: I I 
ARMOUR CLASS: 13 14 
MOVEMENT: 9 9 
HIT DICE: 8 9 
ATTACK (CMB/CMD): +8 (+9/19) +9 (+10/20) 
NO. OF ATTACKS: I I 
DAMAGE/ATTACK: 3d6 2d10 
SPECIAL ATTACKS: See below See below 
SPECIAL DEFENCES: See below See below 
MAGIC RESISTANCE: Nil Nil 
SIZE: L (8 tall) L (10’ tall) 
MORALE: Fearless (19-20) Fearless (19-20) 
XP VALUE: 3,000 3,000 
PSIONICS: Nil Nil 
Ash Golem 


Ash golems are grey in colour, stand eight feet tall, and weigh only 
150 pounds. As they move, ash golems leave a fine dusting of ash 
behind them, which makes tracking these creatures easy. 


Combat: All fire-based attacks do half damage to ash golems. An 
ash golem can damage melee weapons used against it. If an attack 
misses by more than 4, the weapon is caught within the golem and 
a saving throw vs. magical fire must be made for the weapon. If fails 
its save, the weapon is ruined. 

Ash golems attack with their large arms, and a successful blow 
does 3d6 damage. In addition, ash golems have two special attack 
forms. The first is a burning grasp, usable up to three times a 
day, when a golem grapples its opponent. Each round the target is 
grappled, they suffer IdIO fire damage until freed. 

The second special attack is a fireball spell. An ash golem can 
use this attack only once per day and does so as though it were an 
8th-level spellcaster. 

The dust an ash golem leaves behind it is corrosive. One to two 
hours after it contacts bare skin, the affected creature suffers Id4 
damage per turn until the dust is washed off (which takes an hour 
of scrubbing) or subjected to a heal spell. Any creature hit by an 
ash golem suffer from its corrosive dust. 


Habitat/Society: Ash golems are found in the settled areas near the 
rocky barrens of the Athasian plains. 


Chitin Golem 


Chitin golems are humanoid in shape, but up to IO feet tall. They 
generally weigh from 200-250 pounds. They have no facial features 
to speak of, though they are able to make growling sounds when 
provoked. The limbs of a chitin golem are somewhat long, hanging 
easily below its knees. A chitin golem bears a slight odour of decay 
or death, noticeable only at close range. When a chitin golem walks, 
it appears to be very unstable. 


Combat: Chitin golems are very nasty opponents. They are immune 
to all spells cast by beings of less than 5 Hit Dice or experience 
levels; they are totally immune to all necromantic spells, regardless 
of the caster’s level. This resistance is due to the use of necromantic 
magic in the creation of chitin golems. 

When chitin golems attack, they do so with their clawed hands. 
A successful blow does 2dI0 points of damage. Also, the blow of 
a chitin golem is poisonous. Any being struck must save vs. poison 
or suffer 2d6 points of additional damage and have his Strength 
reduced by Id4 points. This effect lasts for 2 turns. Those who save 
still take Id6 points of damage, but suffer no Strength loss. 


Habitat/Society: Chitin golems are most often found in the forest 
areas of Athas, but are not widely encountered. The sorcerer-kings 
seldom make use of chitin golems in their strongholds. Chitin golems 
are most commonly created by necromantic defilers, who use them 
to protect their homes from enemies. 


146 


Obsidian & Rock Golems 


Obsidian Rock 
CLIMATE/TERRAIN: Am Any 
FREQUENCY: Very Rare Very Rare 
ORGANISATION: Solitary Solitary 
ACTIVITY CYCLE: Any Any 
DIET: Nil Nil 
INTELLIGENCE: Semi (2-4) Semi (2-4) 
TREASURE: Nil Nil 
ALIGNMENT: Neutral Neutral 
NO. APPEARING: I I 
ARMOUR CLASS: I6 16 
MOVEMENT: 6 6 
HIT DICE: 12 10 
ATTACK (CMB/CMD): +12 (+13/23) +10 (+11/21) 
NO. OF ATTACKS: 1I I 
DAMAGE/ATTACK:  4d10 2d10 
SPECIAL ATTACKS: See below See below 
SPECIAL DEFENCES: See below See below 
MAGIC RESISTANCE: Nil Nil 
SIZE: L (12’ tall) L (9 tall) 
MORALE: Fearless (19-20) Fearless (19-20) 
XP VALUE: 9,000 3,000 
PSIONICS: Nil Nil 


Obsidian Golem 


Obsidian golems are massive humanoid statues, measuring I2 feet 
tall, and weighing up to 900 pounds. Like the rock golem, obsidian 
golems are not capable of speech. They move in a strong, slow, 
determined manner. The hands of an obsidian golem are formed 
into huge fists, but they are incapable of opening doors. 


Combat: Obsidian golems are immune to spells cast by beings of 
less than 7 Hit Dice or experience levels and are totally immune to 
spells cast by preservers, regardless of the casters level. 

When obsidian golems attack, they do so with their huge fists. 
They can make only one attack per round, but each does 4d10 
damage when it strikes. Obsidian golems can also smash their fists 
together, creating a loud noise. All who hear suffer a -4 penalty 
to initiative and attack rolls for the next round unless they save vs. 
paralysis. All creatures within 20 feet of the golem also take 2d6 
damage from flying shards of obsidian and must save vs. poison. 
Those who fail take 2dIO points of additional damage, while those 
who succeed take only 2d4 additional damage points. 


Habitat/Society: Obsidian golems guard valuable possessions and 
property. The magics required to create an obsidian golem are so 
difficult that not many exist. There are tales of sorcerer-kings who 
have let these golems loose in their cities as a manner of frightening 
the populace into submission, but none have been substantiated. 


Rock Golem 


Rock golems are nine feet tall and usually resemble huge men in 
full armour. Weighing up to 600 pounds, rock golems are fairly 
slow and are incapable of movement faster than walking. They have 
features carved into their faces, but those features are immobile, and 
useless. The golem cannot speak. 


Combat: Rock golems are very dangerous in combat, capable of 
doing great harm to their opponents. Like all Athasian golems, rock 
golems can only be harmed by magical weapons. Additionally, rock 
golems are immune to spells cast at them by wizards or priests of 
less than 5th level and, like sand golems, are totally immune to all 
transmutation spells. Because they are created through defiler magic, 
spells cast by a preserver mage do additional damage to a rock 
golem. For each level of experience of the caster beyond 5th level, 
damage from spells is increased by I point (a G6th-level caster adds 
+ I, a 7th-level caster +2, etc.). 

Rock golems use melee attacks when in combat. A blow from 
one of its hand does 2dI0 points of damage. So powerful is a blow 
from a rock golem that those struck must make a save vs. paralysis 
or be knocked off their feet. A character that is knocked down in 


this manner takes an additional Id6 points of damage. 


Habitat/Society: Rock golems are used as guards. They stand 
motionless, like statues, until given orders to attack or prevent 
offenders from entering the area they protect. 
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Sand & Wood Golems 


Sand Wood 
CLIMATE/TERRAIN: Any Any 
FREQUENCY: Very Rare Very Rare 
ORGANISATION: Solitary Solitary 
ACTIVITY CYCLE: Any Any 
DIET: Nil Nil 
INTELLIGENCE: Semi (2-4) Semi (2-4) 
TREASURE: Nil Nil 
ALIGNMENT: Neutral Neutral 
NO. APPEARING: I I 
ARMOUR CLASS: I7 14 
MOVEMENT: 6 6 
HIT DICE: 8 8 
ATTACK (CMB/CMD): +8 (+9/19) +8 (+9/19) 
NO. OF ATTACKS: I 2 
DAMAGE/ATTACK: 2d6 2d8/2d8 
SPECIAL ATTACKS: Suffocation Spells 
SPECIAL DEFENCES: See below See below 
MAGIC RESISTANCE: Nil Nil 
SIZE: L (8 tall) L (10’ tall) 
MORALE: Fearless (19-20) Fearless (19-20) 
XP VALUE: 2,000 3,000 
PSIONICS: Nil Nil 
Sand Golem 


Sand golems are humanoid and stand roughly eight feet tall. They 
have indentations where their eye sockets should be, but no actual 
eyes. Likewise, they have a mouth, but are incapable of speech, 
managing only to roar and growl. When a sand golem moves, it 
leaves a fine trail of sand behind it, making tracking it fairly easy. 


Combat: The unusual nature of the sand golem’s body allows many 
blows to simply pass right through its body without doing harm, thus 
its relatively high Armour Class. 

Sand golems are immune to any spells cast by creatures of 
less than 3 Hit Dice or 3rd level and are totally immune to all 
transmutation spells. Spells cast by defilers of 3rd level or higher do 
one extra point of damage to a sand golem for each experience level 
of the caster beyond 3rd. 

When they attack, sand golems do so with their large arms. A 
successful blow does 2d6 damage to the victim. Sand golems can 
also suffocate their victims. On any attack roll that hits a foe, a save 
versus paralysis must be made. Failure indicates that the target has 
been drawn into the body of the golem, taking an additional IdI0 
points each subsequent round until it dies. Breaking free requires 
a Strength check at a -5 penalty. No other characters can aid a 
victim of a sand golem’s suffocation, unless they are able to destroy 
the golem before the victim is killed. Attacks against the golem while 
it is suffocating a victim require a called shot to avoid splitting all 
damage between the golem and its victim. 


Wood Golem 


Wood golems are IO feet tall and weigh up to 500 pounds. It 
is often difficult to spot a wood golem when in the forest, as its 
appearance closely matches natural foliage. 


Combat: Wood golems are most often encountered within the 
forests and jungles of Athas. Characters encountering a wood golem 
in the forest or jungle suffer a -2 penalty to their surprise rolls. 

Wood golems are immune to spells cast by beings of less than 4 
Hit Dice or experience levels and completely immune to all priest 
spells listed as belonging to the Plant Sphere. Wood golems are 
vulnerable to spells cast by defilers, which deal 2 extra points of 
damage per level of the caster beyond 4th. A wood golem within a 
defiler’s radius of destruction must save vs. spells or be destroyed. 

When wood golems attack, they can do so in a number of ways. 
The first, and most common, is with their strong arms. Wood golems 
can make two attacks per round, each doing 2d8 points of damage. 
Wood golems also have spell-casting ability. They are able to cast 
any and all spells from the Sphere of the Cosmos. These spells 
function like any druidic spells except that no components of any 
kind are required in order for the wood golem to cast them. 


Habitat/Society: Wood golems are most often found in the forests 
and jungles of Athas. They are used by the druids of the woodlands 


to protect their guarded lands from those who threaten them. 
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Jade Golem 


CLIMATE/TERRAIN: Any 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Nil 
INTELLIGENCE: Semi (2-4) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: I 
ARMOUR CLASS: 16 
MOVEMENT: 6 

HIT DICE: 12 


ATTACK (CMB/CMD: +12 (+12/22) 
NO. OF ATTACKS: I 


DAMAGE/ATTACK: 4dIO 
SPECIAL ATTACKS: Petrification 
SPECIAL DEFENCES: See below 
MAGIC RESISTANCE: Nil 

SIZE: M (6 tall) 
MORALE: Steady (11-12) 
XP VALUE: 420 
PSIONICS: Nil 


The jade golem is created by powerful defilers and often set as 
guard over their strongholds or inner sanctums. It is 6’ tall, weighing 
500 pounds, and appears as a powerful figure crafted from jade, 
inscribed with glowing runes. The golem can be crafted to look like 
a member of any race, but humans, dwarves, and elves are the most 
common choices. 

The jade golem moves with surprising fluidity for a construct. Its 
motions are life-like, its gait human; only its slow speed shows that 
this is a creation and not some strange elemental being. 

Despite its life-like appearance, the jade golem cannot speak or 
communicate, but understands simple instructions and follows these 
with a single-minded dedication that makes the golem a useful 
guardian. 


Combat: In combat, the jade golem strikes with its mighty fists for 
4d10 damage. It can be hit only by +I or better magical weapons. 
It is also immune to all mind- and life-affecting spells, defiler spells 
of less than 7th level, all spells cast by preservers, and all psionic 
powers from the telepathy, psychometabolism, and clairsentience 
disciplines. 

A dispel magic cast at the golem forces it to save vs. spells or 
be stunned for number of turns equal to the level of the caster. If 
the jade golem meets the gaze of another individual, it unleashes a 
bolt of green light that links the two beings for a split second. The 
target of such an attack must make a save vs. petrification or be 
transformed into solid jade. A stone to flesh spell can be used to 
reverse the effects of this terrible metamorphosis. 


Habitat/Society: Jade golems are usually found deep with the lairs 
of powerful defilers, watching over their prized possessions. Only the 
most wealthy spellcasters craft these creatures, as only they have the 
resources to afford the amount of jade required to craft one. The 
sorcerer-king of Nibenay is said to posses many of these golems. 


Ecology: As magical creations, jade golems contribute nothing to the 
ecology. When destroyed, the amount of jade that can be retrieved 
from its remains totals 2dIO x 100 cp. 
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Magma Golem 


CLIMATE/TERRAIN: Ring of Fire, Ur Draxa 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Nil 
INTELLIGENCE: Semi (2-4) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: I 
ARMOUR CLASS: 15 
MOVEMENT: 9 

HIT DICE: 12 


ATTACK (CMB/CMD: +12 (413/23) 
NO. OF ATTACKS: I 


DAMAGE/ATTACK: 4d6 

SPECIAL ATTACKS: Heat, crush 
SPECIAL DEFENCES: See below 
MAGIC RESISTANCE: Nil 

SIZE: L (8 tall) 
MORALE: Fearless (19-20) 
XP VALUE: 7,000 
PSIONICS: Nil 


Magma golems are forged by powerful wizards from the raw materials 
found in the Ring of Fire. They are comprised entirely of molten 
rock, weigh around 1,600 pounds, and stand about 8 feet tall. They 
are roughly man-shaped but seem to ooze and flow as they move. 
The surface of the magma golem is black, and covered with a 
latticework of cracks through which glows the inner radiance of the 
lava. Its eyes glow with the intensity of the Athasian sun. 

Magma golems are incapable of any speech or communication 
other than with the wizards that created them. The only sound made 
by the creatures is the noise of their heavy footsteps. 


Combat: Magma golems attack using powerful arm-like appendages, 
dealing 4d6 damage with each blow. Any target hit by a golem 
must make a successful save vs. death magic or catch fire, receiving 
2d4 points of damage per round until the fire is put out. The target 
catches fire regardless of the attire worn. Even skin and flesh will 
burn. Any creature within IO feet of the magma golem receives 
Id6 points of damage from the intense heat it radiates. Likewise, 
any opponent attacking the golem barehanded takes IdIO points 
of damage. 

Once every 5 rounds, a magma golem can collect itself into a 
fiery mass of lava and hurl itself ata single opponent. Such attacks 
cause 10d6 points of damage (successful save vs. death magic for 
half damage). If the victim survives the attack, it must make another 
successful save vs. death magic or catch fire. Creatures who are at 
least Large, or are immune to fire-based attacks suffer only 3d6 
points of damage (successful save for half). 
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This attack form is made instead of its normal attack and throws 
the golems to the ground when complete. During the round after this 
attack, the golems must regain their feet, thus sacrificing a second 
round of combat. 

Magma golems are immune to both fire-based and cold-based 
attacks. Golems suffer half damage from electrical attacks. Weapons 
that hit cause their normal damage, but they must make a successful 
save vs. magical fire or be destroyed. Clerical magic that is based in 
either the earth or fire Spheres has no effect on the creatures. If the 
magma golems are encountered in a volcanic environment, they are 
90% likely to be mistaken for part of a lava flow. 


Habitat/Society: Magma golems were originally created by the 
Dragon and its kaisharga to act as guards. They have been known to 
go rogue on their masters when near other magma golems. Perhaps 
there is some form of communication between the individuals that 
has not been identified. Rogue golems attempt to make their way 
back to the area of volcanic activity from which they were created. 


Ecology: Because it is a magical being, the magma golem has no 
true place in the food chain on Athas. 
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Salt Golem 


CLIMATE/TERRAIN: Any 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Nil 
INTELLIGENCE: Semi (2-4) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: I 
ARMOUR CLASS: 16 
MOVEMENT: 6 

HIT DICE: 9 


ATTACK (CMB/CMD: +9 (+10/20) 
NO. OF ATTACKS: I 


DAMAGE/ATTACK: 2d8 

SPECIAL ATTACKS: Pain, dehydrate 
SPECIAL DEFENCES: See below 
MAGIC RESISTANCE: Nil 

SIZE: L (8° tall) 
MORALE: Fearless (19-20) 
XP VALUE: 4,000 
PSIONICS: Nil 


The salt golem is created by powerful defilers and sorcerer-kings 
and is favoured by those near the salt flats. The golem is 8 feet tall 
and weighs roughly 600 pounds. It resembles small rock golems and 
has an opaque colour and texture. A most horrifying feature of this 
golem is its movement. It moves slowly and deliberately, seemingly 
unaware or uncaring that most other creatures can move faster. 

The salt golem has the very low intelligence common to all 
golems, but its slow pace belles a confidence that it knows its 
quarry will eventually tire while it is inexhaustible. It possesses 
almost-recognisable facial features. The salt golem’s eyes are white 
and opaque. It has a mouth, but the salt golem cannot speak and 
is silent unless in motion. 


Combat: Salt golems are lumbering, methodical creatures in combat. 
They strike using their rock-like fists to deliver 2d8 points of damage 
upon a successful hit. Any target hit must make a successful save vs. 
poison or the golems break the skin of their prey and minute flakes 
of salt residue are left behind. This causes the victim pain so severe 
that he can do nothing but writhe on the ground in agony for Id4 
rounds. While on the ground the victim is susceptible to attacks as 
if he were prone (+4 to attack roll). 

Salt golems can dehydrate one opponent once every 5 rounds by 
wrapping their powerful arms around the target for I round. The 
attack requires a CMB check. If the golem makes the check, they 
have the target in their arms. The salt of the golem burns any skin it 
touches for 6d6 damage. Such attacks are fairly rare though, because 
they cause the golem 2d8 damage from the moisture absorbed. 


Salt golems are immune to all electrical, cold-based, and fire- 
based attack forms. Fire-based attacks further fuse the individual salt 
granules and dry moisture absorbed by the golems. So when struck 


by fire, magical or other, salt golems heal I point of damage for each 
die of damage the fire should have caused. Water and water-based 
attacks dissolve the creatures, however, and cause double damage. 
Even if the golems are just walking through water or a create water 
spell is cast around them, they suffer IdIO points of damage per 
round of exposure. A rock to mud spell causes the golems damage 
as if they were another form of rock suffering 3dIO points of damage. 
To attack golems, the caster must make a successful bare-handed 
attack to touch the creatures. 


Habitat/Society: Salt golems remain motionless, protecting the area 
designated to them by their creator, until they are needed. They 
are more vulnerable than most golems, so there are fewer of them. 


Ecology: Salt golems have no effect on Athasian ecology as they are 
magical, created beings. 
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Gorak 


CLIMATE/TERRAIN: Any desert 
FREQUENCY: Common 
ORGANISATION: Herd 
ACTIVITY CYCLE: Day 

DIET: Carnivore (insects) 
INTELLIGENCE: Animal (1) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: 5-30 
ARMOUR CLASS: 15 
MOVEMENT: 15 

HIT DICE: I+I 
ATTACK (CMB/CMD: +I (+0/10) 


NO. OF ATTACKS: 3 


DAMAGE/ATTACK: 1d3/1d3/2d4 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENCES: Hypnotism 
MAGIC RESISTANCE: Nil 

SIZE: S (3° long) 
MORALE: Average (8-10) 
XP VALUE: 120 
PSIONICS: Nil, MAC 13 


Goraks are herd beasts that are valued by most of the intelligent, 
meat-eating races of Athas for their flesh, their colourful hide, and 
their keen sense of smell. They are fairly common and can be found 
in any desert area. 

Goraks are reptilian beasts that are 3 feet long and weigh 
approximately 150 pounds. Their skin ranges in colour from red- 
brown to sandy-beige and they have a colourful fanlike dorsal fin 
that they extend to cool their bodies in the hot Athasian sun. 
Another less colourful fin surrounds the heads of the goraks. Their 
legs are short and end in small feet with extremely large claws for 
their size. The gorak’s claws can be as long as 3 inches. Their eyes 
are slightly oversized for their relatively small heads. They are known 
for their good eyesight as well as their sense of smell. When 
excited they emit a loud hissing noise as a warning. 


Combat: These creatures are relatively passive y 
and prefer to avoid conflict if possible They 
can, however, pose a significant threat to 
the unwary and antagonistic. If threatened, 

goraks fan out their dorsal fin and the 
fin that surrounds their head. These are 
natural reactions intended to make 
the beast look bigger and more 
formidable in combat. Goraks attack 
with their two claws and a bite, 
causing Id3 and 2d4 points of damage respectively Goraks 
are deceptively fast, which contributes to their impressive AC. 


When in combat, the herd attacks with an almost single-minded 
sense of purpose. Their tactics resemble that of a swarm of bees, 
gathering about the target and darting in and out to attack. 

As many as eight goraks can attack a Medium target per round. 
Targets of such attacks must make a successful save vs. paralysation 
or become hypnotised by the chaotic and dazzling colours of the 
dorsal fins. This hypnotic state lasts for Id4 rounds. During this 
attack, the alpha male of the herd stands back from the melee as if 
he were directing the attack. 


Habitat/Society: Goraks are found both in the wild and in 
domesticated herds. Domesticated herds have been known to be as 
large as 50 beasts. However, in the wild they rarely have more than 
20 individuals because of the scarcity of food throughout most of 
Athas. 

Each herd of goraks is led by an alpha male who is identical to 
all other male goraks except for its unusual size. The alpha can 
grow to 4 feet and weigh as much as 300 pounds. Challenges for 
dominance are fairly common in wild herds and less common in the 
domesticated herds. These contests are savage and are always fought 
to the death. Usually the alpha wins such contests because of its 
larger size, unless the dominant male is sick or infirm. 

Wild herds have no permanent homes, but roam over areas as 
large as 100 square miles. They travel by day, turning over rocks and 
digging into the sand in search of insects that make up their diet. 
Their keen sense of smell makes their foraging fairly fruitful and, as 
long as the herd is small enough, there is rarely starvation among its 
members. If food becomes scarce for some reason, the alpha male 
culls the herd of other males. Herds do not accept goraks from 
outside the herd and attack and kill outsiders on first contact. 


Ecology: Goraks are an integral part of the food chain on Athas 
and are hunted by most flesh eaters. Animal handlers have been 
known to train goraks to track using their uncanny sense of smell 
and their ability to hypnotise. Therefore, gorak eggs are treasured as 
both a food source and as a source of tracking beasts. 
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Guardian 


CLIMATE/TERRAIN: Last Sea Region 
FREQUENCY: Coates 
ORGANISATION: Solitary/Network 
ACTIVITY CYCLE: Any 

DIET: Nil 
INTELLIGENCE: Genius (18) 
TREASURE: Nil 
ALIGNMENT: Chaotic Neutral 
NO. APPEARING: I 

ARMOUR CLASS: N/A 
MOVEMENT: 0 

HIT DICE: 10 

ATTACK (CMB/CMD: N/A 

NO. OF ATTACKS: N/A 
DAMAGE/ATTACK: N/A 

SPECIAL ATTACKS: Psionics 
SPECIAL DEFENCES: Psionics 
MAGIC RESISTANCE: Nil 


SIZE: S (4 diameter) 
MORALE: Fearless (19-20) 

XP VALUE: 2,000 

PSIONICS: +13, PSPs 133, MAC 15 


Powers (vary but can include): amnesia, animate object, control 
light, control temperature, control wind, create sound, death field, 
disintegrate, double pain, ESP, hallucination, inflict pain, mass 
domination, megakinesis, phobia amplification, psionic vampirism, 
psychic impersonation, return flight, teleport object, teleport other, 
truthear plus all telepathic attack and defence powers 


The guardians of the Last Sea are obsidian orbs containing the 
psyches of psionicists. They are the working cogs in the societal 
machine that the Mind Lords have designed for themselves and 
their people. Once human, these disembodied minds are the source 
of nearly all working energy in the area, particularly in the city of 
Saragar. 

The guardians perform all sorts of tasks, from lighting the city 
streets at night, to motivating the driver-less carriages that move 
people about in the city, to powering the day-to-day operations of 
the vital desalination plant that supplies the 30,000 residents of the 
Saragar with precious drinking water. 

All guardians were originally gifted psionicists in the Green Age. 
During their mortal lives, they each, for one reason or another, 
were imprisoned in an obsidian orb and charged with specific tasks 
by the Mind Lords of the Last Sea. Many were outlaws who had 
committed some horrible crime against their fellow humanoids. But 
some were good people, innocents arbitrarily recruited by the Mind 
Lords to fill needed positions in the city of Saragar or the legendary 
Border of the Guardians. 


Combat: When threatened, or when required to by its orders, 
a guardian will attack with its psionic powers. If there are many 
opponents, the guardian will usually use mass effect powers or 
powers like death field or awe. Otherwise, the guardian will use its 
psionic attacks more directly. Most guardians are aware that they are 
limited by their inability to move (and thus have real problems with 
foes retreating out of attack range), so they will strike as savagely as 
they can, intending to incapacitate foes before they have any chance 
to react. 


Habitat/Society: Guardians have little or no personality remaining 
to speak of — except for those who have gone mad from their long, 
incorporeal incarceration. There is a 10% chance that any given 
guardian encountered has gone insane. Those who have are usually 
paranoid maniacs, incapable of performing their set duties and 
only randomly confronting anyone that crosses their path, but then 
usually with deadly psionic force. 


Ecology: None. Guardians play no ecological function. Their role 
in Saragan life is important in other ways. 
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Half-Drake 


On Athas, the elemental and paraelemental drakes are at the very 
top of the food chain. Few are those creatures that can withstand the 
onslaught of such a beast, and so it comes as a surprise to many to 
learn that drakes can and do breed with other species. Half-drakes 
are nevertheless extremely rare, not least because of the drakes’ 
bestial natures, and humanoid half-drakes are rarer still. 

However, young drakes have been captured and used in vile 
breeding experiments by more than one deranged mage, and there 
also exist devout elemental clerics who seek union with these beings 
under the aegis of mighty magics. Their half-drake offspring are often 
revered as seers amongst the element's worshippers on Athas. 

Half-drake creatures are always more formidable than others of 
their kind, and their appearance betrays their nature: scales or sleek 
hide, elongated features, exaggerated teeth and claws, and eyes like 
burning embers, glittering gems, shifting waters, or the sun itself. 
Some breeds possess diaphanous wings, vestigial tails or even spines 
and fluted crests atop the head. 


Creating a Half-Drake 


To create a half-drake, the DM applies modification to the statistics 
of any living, corporeal creature (referred to as the base creature). 

A half-drake uses all the base creature’s statistics and special 
abilities except as noted here. 

Climate/Terrain: Same as the base creature or drake variety. 

Frequency: Change to Very Rare 

Alignment: Same as the drake variety. 

Armour Class: The creature's Armour Class increases by +2. 

Movement: A half-air or half-sun drake that is Large or larger has 
wings and can fly at twice its base land speed (maximum 48) with 
Manoeuvrability Class C. A half-earth or half-magma drake that is 
Large or larger has claws of such resilience that it receives a burrow 
speed of 3. A half-fire drake that is Large or larger develops powerful 
hind legs that add 3 to its base land speed. A half-silt, half-rain or 
half-water drake that is Large or larger develops fin-like growths along 
its body, allowing it to swim at its base land speed. A half-drake 
that is Medium or smaller does not develop these characteristics. 

Attack: A half-drake has two claw attacks and a bite attack. If 
the base creature can use weapons, the half-drake retains this ability. 
A half-drake fighting without weapons uses a claw when making an 
attack action. When it has a weapon, it usually uses that instead. 

Damage: If the base creature does not have claw and bite attacks, 
use the damage values in the table below. Otherwise, use the values 
below or the base creature's damage values, whichever are greater. 


Size Bite Damage Claw Damage 
Tiny Id3 Id2 
Small Id4 Id3 
Medium Id6 Id4 
Large Id8 Id6 
Huge 2d6 2d8 
Gargantuan 3d6 2d6 


Special Attacks: A half-drake retains all the special attacks of the 
base creature and gains a breath weapon based on the drake variety 
(see the table below), usable once per day. A half-drake’s breath 
weapon deals Id6 damage per two Hit Dice (save vs. breath weapon 
for half. The breath weapon does not always match the parent 
drake’s attack form, instead developing through the combination of 
mortal and elemental draconic forces melded within the half-drake. 


Drake Variety Breath Weapon 
Air 60-foot line of electricity 
Earth 30-foot cone of scouring sand (deals half 
fire and half piercing and slashing damage 
Fire 30-foot cone of fire 
Magma 30-foot cone of lava (deals half fire and 
half bludgeoning damage) 
Rain 30-foot cone of cold 
Silt 30-foot cone of acid 
Sun 30-foot cone of heat (deals fire damage) 
Water 30-foot cone of water (deals half cold and 


half bludgeoning damage) 


Special Abbilities/ Defences: A half-drake has all the special 
abilities of the base creature, plus 60’ infravision. A half-drake has 
immunity to sleep and paralysis effects, and an additional immunity 
based on its drake variety. 


Drake Variety Immunity 
Air Electricity 
Earth Acid 
Fire Fire 
Magma Fire 
Rain Cold 
Silt Acid 
Sun Fire 
Water Cold 


Abilities: If the base creature has ability scores, increase these 
from the base creature as follows: 

Str +2, Con +I, Int +I, Cha +I. 

Experience Points: Increase by six effective Hit Dice. 
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Half-Fire Drake/Inix 


CLIMATE/TERRAIN: Tablelands 
or Hinterlands 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Day 
DIET: Omnivore 
INTELLIGENCE: Semi (2-4) 
TREASURE: Nil 
ALIGNMENT: Neutral Evil 
NO. APPEARING: I 
ARMOUR CLASS: I6 
MOVEMENT: 18 
HIT DICE: 6 


ATTACK (CMB/CMD: +6 (+10/20) 

NO. OF ATTACKS: 4 
DAMAGE/ATTACK: 1d6/1d6/1d6/1d8 
SPECIAL ATTACKS: Breath weapon, crush 
SPECIAL DEFENCES: 


Immune to fire 


MAGIC RESISTANCE: Nil 

SIZE: H (16+ long) 
MORALE: Steady (12) 
XP VALUE: 5,000 
PSIONICS: Nil, MAC 14 


This creature is the offspring of a fire drake and an inix. It combines 
the ancestry of both, sporting the hide and shell of the inix, with the 
spines, frills, and fiery elemental core of the fire drake. Often, small 
flames ripple along its body and tail. 

The half-fire drake/inix possesses a malign intelligence beyond 
that of normal inixes. It has inherited its drake parent's love of 
destruction and uses its great size, power, and cunning to wreak 
havoc wherever it can. Thankfully rare, this creature is a terrible 
opponent to most who encounter it in the wastes. 


Combat: A half-fire drake inix retains the tail attack (Id6 damage) 
and bite (Id8 damage) of its inix parent, and gains two additional 
claw attacks (Id6 damage). On a natural bite attack roll of 20, the 
creature grasps Medium or smaller opponents for an additional 
1d20 crushing damage. It also possesses a breath weapon - a 30-foot 
cone of fire that deals 3d6 damage to any caught within its blast 
(save vs. breath weapon for half). 

Half-fire drake inixes are immune to all fire damage and possess 
infravision out to a distance of 60 feet. 


Habitat/Society: Half-fire drakes favour the same regions that their 
drake parents to — near natural volcanic action or areas where they 
can bask in the hot Athasian sun. They are, however, comfortable 
roaming anywhere they can indulge in their passion for setting things 
on fire. Solitary creatures, they live lives of lonely destruction, their 
consuming passions dying with them. 


Ecology: The hide of a half-fire does not share the special properties 
of that of a full drake, but remains a valuable component in fire- 
based magic. The shell of a half-fire drake/inix can still be used to 
make excellent shell armour (AC 18), and their underbellies can 
be used to make exceptional leather armour (AC 16). For this, if 
nothing else, these extremely rare beasts are much sought after. 
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Half-Magma Drake/Giant 


CLIMATE/TERRAIN: Volcanic Sea of Silt islands 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Day 
DIET: Omnivore 
INTELLIGENCE: Low (5-7) 
TREASURE: O (©) 
ALIGNMENT: Neutral 
NO. APPEARING: I 
ARMOUR CLASS: 19 
MOVEMENT: 15, Br 3 
HIT DICE: 15 


ATTACK (CMB/CMD: +15 (424/34) 
NO. OF ATTACKS: 3 


DAMAGE/ATTACK: 2d8+15 (x2)/2dIO+15 or by 
weapon +15 


SPECIAL ATTACKS: 


Breath weapon, psionics, hurl 
rocks or spears 


SPECIAL DEFENCES: 


Resistant to psionics 


MAGIC RESISTANCE: Nil 

SIZE: H (20’ tall) 

MORALE: Champion (15-16) 

XP VALUE: 13,000 

PSIONICS: +15, PSPs 75, MAC 12 


Powers: aura sight, combat mind, conceal thoughts, danger sense, 
detect life, ego whip, id insinuation, intellect fortress, know course, 
mind blank, psionic blast, scrying, tower of iron will 


This creature is the child of a magma drake and a beasthead giant 
who was a cleric of paraelemental magma and took on drake form in 
order to bear blessed offspring, under the auspices of mighty elemental 
magics. A titanic horned form, it still superficially resembles a 
beasthead giant, but its hide has taken on the appearance of glowing 
magma and black volcanic rock. 


Combat: The half-magma drake beasthead giant wields an immense 
obsidian spear that deals 2d8+15 damage. It also hurls rocks 
weighing 15-20 pounds, which deal 2d8+15 points of damage to 
their target. 

The half-drake retains its bite from its giantish ancestry (2d10+15 
points of damage) and can also strike with two massive claws 
(2d8+15 damage). Furthermore, the half-drake has a breath weapon 
- a 30° cone of lava that deals 8d6 damage, half of which is fire 
and half of which is bludgeoning damage. A save vs. breath weapon 
reduces damage from this by half. 

The half-drake retains the psionics of its giantish forebears. It has 
the same resistance to psionic powers that desert giants do, and can 
develop very powerful defence modes, making the use of psionic 
combat against them very difficult. 


The half-drake can use one psionic power per round, instead of 


its normal attacks, just as any other creature. Its telepathic defence 
powers are considered to be always “on”. This means that as long 
as the half-drake has enough PSPs to manifest its telepathic defence 
powers, they can employ them even in rounds in which they engage 
in melee combat. 


Habitat/Society: The half-magma drake beasthead giant is seen as 
a terrifying paragon of paraelemental magma and will doubtless be 
able to rule over an entire clan of beasthead giants, should it wish. 
It is equally likely, however, that the half-drake might seek solitude 
to commune with its elemental ancestors in some remote, volcanic 


island deep in the Sea of Silt. 


Ecology: The half-drake is hunted as a source of spell components 
for both wizards and priests. In addition to its blood seeing use in 
the same way asa beasthead giant's, its paraelemental ancestry make 
it an attractive option for spellcasters seeking components tied to the 


Elemental Plane of Magma. 
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Half-Giant 


CLIMATE/TERRAIN: Aw land 
FREQUENCY: Uncommon 
ORGANISATION: Solitary or community 
ACTIVITY CYCLE: Any 

DIET: Omnivore 
INTELLIGENCE: Average to high (8-14) 
TREASURE: Varies 
ALIGNMENT: Varies; see below 
NO. APPEARING: 2-5 or 4-40 
ARMOUR CLASS: 13 (10) 
MOVEMENT: 15 

HIT DICE: 3+12 

ATTACK (CMB/CMD: +4 (+9/19) 


NO. OF ATTACKS: I 
DAMAGE/ATTACK: Id6 or by weapon +4 


SPECIAL ATTACKS: Nil 
SPECIAL DEFENCES: Nil 
MAGIC RESISTANCE: Nil 
SIZE: L (10-12’ tall) 
MORALE: Elite (13-14) 
XP VALUE: 175 
Leader: 420 
Chieftain: 975 
Psionicist: 2,000 
PSIONICS: Varies, MAC 12 


No one knows when or why the unlikely union between human and 
giant first occurred, giving birth to this unique species. The species 
has multiplied throughout the reaches of Athas, mostly near the 
shores of the Silt Sea. 

Despite an impressive average weight of 1,600 pounds, the half- 
giant has managed to maintain much of its human agility. The half- 
giants dour face appears human, with long, thick hair kept either in 
a tail down the back or braided (especially among, females). 

Half-giants have no native language, but most can speak common. 
Most translations make their speech sound dull and redundant. 
Many humans joke that this is because half-giants have trouble 
understanding any concept, whether giant, human, or otherwise. 


Combat: Half-giants can strike bare-handed for Id6 damage, or wield 
a weapon, adding +4 to any damage. They have a 25% chance to 
possess psionic wild talents, as per the Dark Sun Campaign Guide. 
One half-giant in every 10 possesses outstanding attributes. These 
half-giants. who usually assume a role of leadership, have 5+20 HD, 
attack bonus +6, AC 14 (10), and strike twice per round with fists 
or weapons. In communities of 30 or more half-giants, one of the 
leaders is powerful enough to become the chieftain and another is 
skillful enough to be classified a psionicist. Both have 7+28 HD, 
attack bonus +8, and AC 14 (10). They attack twice per round. 
The level of the psionicist can be determined by rolling 1d4+2. 


Habitat/Society: Valued as guards and mercenaries, half giants can 
be found from one end to Athas to the other. Such geographical 
diversity has led them to congregate into their own communities, 
especially near other centres of population. A relatively young race, 
half-giants possess very little cultural identity of their own and so 
are known for adopting the customs and beliefs of other cultures. 

Half-giants routinely change their alignments to match whatever 
situation has most influenced them lately. When first encountered, 
the half-giants’ fixed aspect of their alignment must be determined. 
Roll Id6: I-3 means the law/chaos aspect is invariable; 4-6 means 
the good/evil aspect is invariable. Next, roll Id6 again: I-2 = 
lawful or good; 3-5 = neutral; 6 = chaotic or evil. Determine the 
current placement of the temporary aspect using the same Id6 for 
law, chaos, neutrality, good, or evil. If the party encounters the same 
half-giants again, reroll the temporary alignment aspect to determine 
any changes. Any unusual situation can cause a shift in the half- 
giants’ temporary alignment. 


Ecology: Half-giants are tremendous consumers. They require twice 
the materials for any possession they wish to acquire, including 
weapons and armour, leading to a commensurate cost increase. They 
destroy more objects through accident of size alone. Considerate half- 
giants camp outside city walls to avoid damaging anything inside. 

Unlike muls, half-giants can reproduce, but were originally 
intentionally crossbred. Half-giants give birth to single offspring 
(twins and triplets are rare) no more than once per year. The longest 
living half-giants rarely pass age 220. 
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Halfling 


CLIMATE/TERRAIN: Forest Ridge 
FREQUENCY: Common 
ORGANISATION: Tribe 
ACTIVITY CYCLE: Any 

DIET: Carnivore 
INTELLIGENCE: Very (II-12) 
TREASURE: Varies 
ALIGNMENT: Lawful Neutral 
NO. APPEARING: 4-32 
ARMOUR CLASS: 13 (10) 
MOVEMENT: 6 

HIT DICE: I 
ATTACK (CMB/CMD: +I (+0/12) 


NO. OF ATTACKS: I 
DAMAGE/ATTACK: 


Id3 or by weapon 


SPECIAL ATTACKS: Nil 

SPECIAL DEFENCES: Special resistances 

MAGIC RESISTANCE: Nil 

SIZE: S (3-4 tall) 

MORALE: Steady (II-12) 

XP VALUE: Normal: 65 
Hunter-chief; 120 
Forest-chief: 270 
Tribe-chief: 2,000 

PSIONICS: Varies, MAC 13 


Throughout the Forest Ridge reside the halflings. Though small, they 
are numerous enough to support their claim to this territory. 

Halflings average of 3 I/2’ feet tall, rarely straying from their 
50 to 60 pounds. Proportioned like humans, they are quick and 
muscular, possessing a strength that belies their size. The hair, eyes, 
and skin colour of halflings is as varied as their human counterparts. 
Regardless of a halfling’s maturity, their faces look like those of 
human children. 

Halfling language is comprised of a collection of animal sounds, 
whistles, cawing, and chatter. Halflings also speak common. 


Combat: Strict carnivores, halflings view all living things as food. 
Combat honour is a valueless concept; in battle, halflings resort to 
what others might call dirty tricks. Having strong ties to the land, 
halflings often create weapons from organic sources. A popular 
tenet among halfling warriors is that a weapon built from the same 
material as an opponent offers advantages to the wielder. A halfling 
jalath’gak slayer might construct a dagger from a bloodwing talon. 

Halfling weapons inflict Id4 or Id6 damage. All but the renegade 
halflings prefer small daggers, slings, and spears over forged swords. 
Halflings receive a +I attack bonus with any thrown or sling-type 
weapon. They often use live agony beetles as sling bullets. Halflings 
occasionally coat their weapons with a paralytic poison. 

Halflings receive a +4 to all saving throws against magical attacks, 


ee ae 


poisons, and diseases. 

When tribes (from 20-200) are encountered, one halfling in ten 
is a hunter-chief, with 3 HD, attack bonus +3, and psionic powers 
as a Ist-level psionicist). One in 50 is a forest-chief with 5 HD, 
attack bonus +5, and psionic or clerical abilities (50% chance of 
either) at two levels below his HD. Every tribe has a 10 HD tribe- 
chief with attack bonus +10, 5th-level clerical abilities, 1-3 magical 
items, and the possibility of psionics (30%) as a Gth-level psionicist. 


Habitat/Society: Most halflings share a common outlook on life, 
with considerable racial unity. It is rare that one halfling will shed 
the blood of another, even in extreme ideological confrontations. 

Other races find halfling culture difficult to understand. Ages of 
social and spiritual change from a plethora of inspirations have led 
to only one consistent conclusion - halflings value most the abilities 
of the inner self as it harmonises with the environment and the 
halfling race. Conquest and plunder are unknown. 


Ecology: Halflings are extremely conscious of their environment. 
They see ruined landscapes and are sickened. They desperately try 
to avoid having similar circumstances devastate their homelands. 
The countryside is not unalterable, but care must be taken to 
understand and respect what nature means to the life on Athas. 

The halfling’s diet means that halflings see all living creatures 
more as food than as equals, and expect other races to feel similarly. 
As a result, at no time is a halfling likely to trust any other member 
of any other species. 

Halflings tend to live as long as 140 years. 
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Halfling, Renegade 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANISATION: 


Jungle/Forest Ridge 
Rare 
Tribe 


ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 


Any 
Omnivore 


High (13-14) 


TREASURE: 
ALIGNMENT: 


P (D) 
Chaotic Neutral 


NO. APPEARING: 2-12 
ARMOUR CLASS: 12 
MOVEMENT: 9 

HIT DICE: 5 
ATTACK (CMB/CMD: +5 (+4/16) 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: Id6 (weapon) 
SPECIAL ATTACKS: Psionics 


SPECIAL DEFENCES: 


Nil 


MAGIC RESISTANCE: 


Nil 


SIZE: 
MORALE: 
XP VALUE: 


S (3-4 tall) 

Average (8-10) 
Non-psionicist: 270 
Psionicist: 420 
PSIONICS: +6, PSPs 130, MAC I6 


Powers: animate shadow, body weaponry, control flames, control 
temperature, detonate, double pain, ego whip, heightened senses, 
flesh armour, levitation, mental barrier, mind blank, mind thrust, 
mindlink, shadowform, telekinesis, tower of iron will 


While most halflings found on Athas belong to the more or 
less civilised clans located in the Forest Ridge near the Ringing 
Mountains, there exist tribes of so-called “renegade” halflings. These 
renegades have turned their backs on the racial unity that typifies 
other halflings and live their lives caring only for themselves and 
their immediate kin. 


Combat: When tribes of renegade halflings are encountered, they 
will often be in groups ranging in size from IO to 60 members. 
Most of these halflings carry short swords, daggers, or other small-to 
medium-sized weapons. These weapons are most often made of the 
bones of animals, but even humanoid bones are used as weapons 
occasionally. Renegade halflings usually wear leather armour and carry 
small shields as well. Being naturally gifted in the use of psionics, 
most of the halflings encountered (75%) will be the equivalent of at 
least 5th- or 6th-level psionicists. As such, many renegade halflings 
encountered will use their psionic powers more often than melee 
or missile weapons. Their natural talents in psionics grant them a 
+I bonus when using telepathic defence powers against non-halfling 
psionic users. Also, many renegade halflings encountered will be 
equipped with esperweed roots, allowing them to boost their already 
powerful psionic abilities to even higher levels. 


Habitat/Society: The tribes of renegade halflings usually make their 
home in remote areas of the forests and jungles near the Ringing 


Mountains. Renegade halflings are omnivorous but prefer meat. 

Though renegade halflings share many characteristics with their 
more normal Athasian cousins, they are far more brutal. Whereas 
most halflings of Athas share a sense of racial unity, renegade 
halflings do not. The only loyalty renegades display is towards their 
own tribe and its members. Even the presence of a fellow halfling 
will not deter a renegade tribe from hunting an adventuring party. 

A typical tribe will contain from two to twelve families, with 
each family having from three to five members. The family units of 
a renegade halfling tribe live in large huts made from small trees 
and bamboo shoots, covered with ferns and fronds from the tropical 
plants which grow in the jungles near the Forest Ridge. All the 
members of a tribe must work towards the goals of the tribe, which 
are usually as simple as survival, but can also include raids on 
nearby villages and other halfling tribes. Those members who act 
against the tribe’s interests are outcast; some are even sent into the 
jungle with only their own survival skills to support them. 

Some renegade halfling tribes have developed a method of growing 
esperweed plants in large gardens, supplying an usually large amount 
of this rare plant for the tribe. This gives these tribes valuable 
trading commodities and also provides them with a powerful tool for 
dealing with encounters with enemies. 


Ecology: All Athasian halflings, especially renegades, consider all 
other animal life a source of food. Most halfling tribes also assume 
that all other races view them the same way. Because of this attitude, 
any relationship with renegade halflings should be approached with 
a great deal of caution. 
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Hegbo 


CLIMATE/TERRAIN: Forest Habitat/Society: Hegbos travel in family units, lead by the oldest 
FREQUENCY: Rare female. Males ale slightly smaller than females, but defend the young 

i . just as aggressively. Hegbos mate throughout the year, especially 
ORGANISATION: Pair or family when different family units meet, so it is unknown when a family 
ACTIVITY CYCLE: Day unit might have young present. 

: : After mating, the female hegbo will lay one or two eggs in a 
DIET: Herbivore ground nest. Until the eggs hatch, the eggs will not be left alone at 
INTELLIGENCE: Animal (1) any time. There will be at least two hegbos guarding the nest at any 
TREASURE: Nil given time. Once the eggs hatch, the young have 2 hit points, but 

gain I Hit Die per year, until mature at their full Hit Dice. Once 
ALIGNMENT: Neutral fully mature, they normally become members of the family unit they 
NO. APPEARING: 2-8 were born into. 
ARMOUR CLASS: 20 

Ecology: Hegbos eat plants and are in return eaten by larger 
MOVEMENT: 15 carnivores. If killed, they do provide up to two hundred pounds of 
HIT DICE: 7+2 tough, dry, and unpalatable meat. The meat may be sold in the 
ATTACK (CMB/CMD: +7 (+7/17) city-states for I bit for every wo pounds. They are unable to be 
NO OF ATT ACKS 9 trained as mounts, as their family unit tendencies do not extend 

$ : beyond their own species. 

DAMAGE/ATTACK: Id8/Id6 
SPECIAL ATTACKS: Charge 


SPECIAL DEFENCES: 


Resistant to bludgeoning 


MAGIC RESISTANCE: 
SIZE: 


Nil 
M (6 long) 


MORALE: Elite (13-14) 
XP VALUE: 1,400 
PSIONICS: Nil, MAC 12 


Hegbo are large brown lizards native to the Crescent Forest. They 
wander the forest eating plants and shrubs. They have bony spikes 
protruding from their spine, which protects them from predators. 
They are cautious around humanoids, but not generally hostile. 
Their behaviour becomes extremely aggressive, however, if their young 
are approached or threatened. 


Combat: Generally, the 
hegbo does not bother with 
Medium or smaller, humanoids, not 
seeing them as a threat. If attacked, 
they flee unless cornered. In melee, 
they bite for Id8 damage and 
slap with their tail for Id6 
damage. Their tough hide 
from 
bludgeoning weapons by 
half. 

However, if the hegbo 
feels that their young 
are in danger, they 


reduces damage 


become enraged and 
fight ferociously. They 
almost always charge the offender, the charge negates 
the hegbo’s normal attacks, but inflicts 2d8 damage with a successful 
strike. In addition, the hegbo ignores all morale checks, ignores all 
fear effects, and will fight until death. 
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CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANISATION: 


Subterranean 
Rare 
Clan 


ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 


Night 
Omnivore 


Average (8-10) 


TREASURE: 
ALIGNMENT: 
NO. APPEARING: 
ARMOUR CLASS: 
MOVEMENT: 


O (C) 
Neutral Evil 
4-16 

10 

6 


HIT DICE: 


ATTACK (CMB/CMD: 


NO. OF ATTACKS: 


2 
+2 (I/II) 
2 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


1d4/1d4 


Psionics 


Psionics 


MAGIC RESISTANCE: 


Nil 


SIZE: 
MORALE: 
XP VALUE: 


S @ tall) 
Average (8-10) 


Warrior: 65 
Priest or mage: 175 


+3, PSPs 80, MAC II 


equilibrium, heightened senses, 


PSIONICS: 
biofeedback, body 


intellect fortress, life draining, mindlink, post-hypnotic suggestion, 
psychic crush, send thoughts, thought shield, tower of iron will 


Powers: 


Hej-kin are a race of vilelooking humanoids who inhabit the natural 
subterranean caverns and tunnels of Athas. 

Hej-kin have round chubby faces accented by large noses and 
small, slanted eyes. Their ears pointed, short, and covered with a 
thick fur. The skin colour of hej-kin varies greatly, from deep red to 
a dark mossy green. Most clans will usually be all of the same colour 
skin, usually reddish and orange. The skin of a hej-kin is thick and 
very tough, similar in texture to softened leather hide. 

The language of the hej-kin is a combination of sign and verbal 
communication. Hej-kin speak in a low-pitched voice that resembles 
human mumbling; very few above-ground dwellers are familiar with 
their language. Characters attempting to interpret or speak hej-kin 
suffer a -3 penalty to their language non-weapon proficiency, due 
to its nature. 


Combat: Hej-kin travel underground by means of a unique psionic 
ability which allows them to phase through rock. Use of this ability 
slows their movement to only 3 while phasing. 

Hej-kin are able to use this ability to surprise any opponents 
or travellers who threaten their homes. When hej-kin attempt to 
surprise their enemies, apply a -2 penalty to all surprise rolls. 

In melee, hej-kin rake with their sharp claws for Id4 damage. 


Hej-kin are also able to attack with psionic powers. Like many 


of the creatures of Athas, hej-kin have naturally developed psionic 
defences. These defence modes are considered always “on”, meaning 
that even when making physical attacks, hej-kin are able to use their 
telepathic defence powers (providing they have enough PSPs). 


Habitat/Society: Most clans make their homes in caverns adjacent 
to underground streams. Unlike many other types of subterranean 
dwellers, hej-kin do not dig tunnels or caves, for doing so would 
disturb the earth, which they consider to be sacred. 

The average hej-kin clan contains four to five families, each with 
three to six members. A family’s living area is usually a smaller cave 
connected by tunnel to the cavern occupied by the rest of the clan. 
Hej-kin mark their dwellings by runes on the outer cave walls. 

Hej-kin clans have warriors, priests, and mages. Warriors and 
mages rarely advance to high levels (7th or higher). All hej-kin 
mages are preservers, due to their worship of the earth. Priests, 
however, often reach very high levels. Hej-kin priests worship the 
earth, as do all hej-kin, and are the only members of their society 
who travel to the surface, usually to investigate some disturbance 
that threatens their home or the earth. Hej-kin are enemies to most 
other races, both surface dwellers and other subterranean races, due 
to the abuse and destruction of the earth perpetrated by other races. 


Ecology: Hej-kin live an average of 40 to 45 years. Most clans stay 
in the same place for periods of up to ten years, at which time they 
migrate to a new area. 


Dust from the withered eyeballs of dead hej-kin is usable by earth- 


worshipping priests as material components for many earthen spells. 
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Human 


Ex-Slaves Herdsmen Dune Traders Ex-Gladiators Nobles Templars 
CLIMATE/TERRAIN: Any land Any land Any land Any land Any land Any land 
FREQUENCY: Common Common Uncommon Uncommon Uncommon Common 
ORGANISATION: Tribe Douars House/guild Tribe Varies Varies 
ACTIVITY CYCLE: Da Ds Day Day Dey Day 
DIET: Omnivore Omnivore Omnivore Omnivore Omnivore Omnivore 
INTELLIGENCE: Average (8-10) Average (8-10) Very (II-12) Average (8-10) Average (8-10) Very (I1-12) 
TREASURE: Nil Nil W Nil M W 
ALIGNMENT: Neutral Lawful Neutral Neutral Neutral Neutral Lawful Neutral 
NO. APPEARING: 4-24 3-36 I-4 2-8 1-4 2-7 
ARMOUR CLASS: I2 II 13 14 12 13 
MOVEMENT: I2 12 [2 E2 12 12 
HIT DICE: 2+2 3+2 5 5 3 5 
ATTACK (CMB/CMD): +1 (I/II) +I GI/II) +2 442/12) +5 (410/20) +I (I/II) +2 42/12) 
NO. OF ATTACKS: I I I 3/2 I I 
DAMAGE/ATTACK: By weapon By weapon By weapon By weapon +2 By weapon By weapon 
SPECIAL ATTACKS: Nil Nil Nil See below Nil Spells 
SPECIAL DEFENCES: Nil Nil Nil See below Nil Spells 
MAGIC RESISTANCE: Nil Nil Nil Nil Nil Nil 
SIZE: M (6 tall) M (6 tall) M (6 tall) M (6 tall) M (6 tall) M (6 tall) 
MORALE: Steady (II-12) Average (8-10) Average (8-10) Elite (12-13) Average (8-10) Elite (12-13) 
XP VALUE: 35 35 35 65 65 120 
PSIONICS: Varies, Varies, Varies, Varies, Varies, Varies, 

MAC 10 MAC 10 MAC 12 MAC II MAC II MAC 12 
Ex-slaves For every IO ex-slaves encountered, there is one 5th-level fighter 


Slavery is an integral part of the Athasian culture and crucial to 
the continuing economic success of the cities and villages of Athas. 
Slaves do most of the physical work, from common labour, such as 
fixing a wagon wheel, to more creative labour, such as the arts, that 
most freeman appreciate but view the creation as beneath them. 
Though slavery has become so important to the freeman, it doesn’t 
mean these indentured individuals are well-treated or that they 
accept their fate without question. Many slaves would rather take 
their chances in the barren wilds than continue in the servitude of 
their often cruel masters. Most ex-slaves either die from dehydration 
or starvation or find their way to one of the hundreds of slave tribes 


inhabiting the Athasian wilds. 


Combat: The slave tribes include individuals with many diverse 
skills. Most, however, have been trained in the basics of combat. The 
weapons used are as diverse as their skills. Each ex-slave is likely to 
have the following weapons: 


Id10 Weapon Damage (S—M/L 
I-2 Club Id6/Id3 

3-4 Obsidian-tipped spear Id6/Id8 

5-6 Impaler Id8/Id8 

7-8 Obsidian long sword Id8/IdI2 

9-0 Bone battle axe Id8/Id8 


with AC 13, attack bonus +5, and a 50% chance of minimal 
psionics (as Ist-level psionicist) that acts as their sergeant. In addition 
to standard weapons, the sergeant carries Id6 throwing spears. For 
every 50 slaves there is also a 7th-level gladiator with AC 15, attack 
bonus +7 and with a dejada cestus (Id6/Id6) in addition to any 
two of the above weapons. 

In tribes of 100 ex-slaves or more, there is one IOth-level gladiator 
with AC 17, attack bonus +8, and a 75% chance of possessing a 
psionic wild talent. This individual will be the general or chieftain 
of the tribe. There is also a 75% chance of the tribe having an 8th- 
level preserver with AC 12, attack bonus +2, and a staff (Id6/Id6), 
and an 8th-level psionicist with AC I2 and attack bonus +4, with 
spells and/or psionic powers as appropriate. 


Habitat/Society: The slave tribes are likely to have completely 
different cultures, as defined by their origins and the desires of their 
members. Some tribes survive by farming and hunting in villages 
of 50-500 people. Others raid nearby villages and cities in bands 
of 4-24 raiders. Yet others sell their services to local cities and 
towns for food and equipment. Their hierarchy can be rigid with 
strict codes of conduct or they can be less structured with a more 
democratic system of politics. However, they all share the goal to 
survive and prosper in spite of the harsh environments they are often 
forced to inhabit. 
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Human 


Slave tribe leaders usually have a military background. Some 
have been soldier-slaves, and others, gladiators. Ex-slaves are drawn 
to the natural leadership ability of such military types. These leaders 
usually possess both combat ability and strategic military thinking. 
If the tribe starts to falter or enters long-term hardship as a result of 
poor leadership, the general will probably be challenged by another 
powerful military type. Assuming such combat is not to the death 
(a giant leap of faith in these often savage tribes) a chief so deposed 
does not remain with the tribe, but takes his chances alone in the 
wilderness. 

There are few hard and fast laws that govern all slave tribes. Slave 
tribes relish their freedom. Slaves tend to live for the moment, taking 
enjoyment and pleasure where they can find it. They are known to 
have feasts as frequently as the cruel geography allows a bountiful 
harvest, hunt, or raid. Though they might appear a little carefree by 
Athasian standards, they are ever watchful of those who would take 
their freedom away. Trust is given only to those individuals who have 
earned that trust. Strangers wandering into a tribal village are either 
killed immediately or taken captive and killed later. 

One attribute that tribes share is that individuals sublimate their 
own wants and desires to achieve the greater good of the tribe. 
Individuals not adhering to this code damage the tribe's ability to 
survive and are punished or cast from the tribe, depending on the 
severity of the offense. 

Most tribes share a common method of settling disputes. Since 
the leadership of all tribes has its roots firmly entrenched in military 
thinking, most disputes are settled with swords and fists. 


He rds men 


Herdsmen are nomadic people organised into douars or clans that 
consist of no more than a dozen or so families. Generally, they herd 
erdlus, a large flightless, featherless bird, though mekillot, kanks. z’tal 
(small upright lizards), and jankx (small, furred mammals) are also 
frequently herded. Each clan has only one type of animal in its herd 
and has no expertise with other herd beasts. 


Combat: While one might assume that herdsmen are an easy 
opponent in combat, nothing could be farther from the truth. 
Herds are frequently the target of raiding parties and thieves and 
these nomadic herdsman have learned to protect their livelihood 
the hard way — through experience. In combat, herdsmen generally 
use obsidian-tipped spears (Id6/Id8 damage). These spears can be 
either thrown or used in close combat. Herdsmen usually carry a 
herding staff that can double as a weapon in combat (Id6 damage). 

These tribes maintain a number of combat-trained herd beasts 
that respond to the commands of the herdsmen. No more than 36 
HD of these attack creatures are maintained by the douar as more 
than that might make the beasts too independent and combative. 
The number of beasts depends on the type of beast being herded 
(2d6 erdlu, Id3 mekillot, 3d6 kanks, 3d6 z’tal, or 6d6 jankx). 
The creatures attack as a unit similar to an intelligent creature 
because of the commands of the trainer. If the trainer is killed, 
silenced, or rendered unconscious the herd beasts flee in unison in 
a random direction. Any being in combat must successfully save 
vs petrification or be trampled by the herd, receiving 3d4 damage. 

The douar has a leader, a 7th-level preserver, who lends support 
using spells and missile weapons. There is a 30% chance the clan 
has a shaman, a 5th-level elemental priest who lends spell support. 


Habitat/Society: Herdsmen spend their entire lives among the herd 
and have developed a culture that centres around the beasts. The 
language of a douar, while resembling the common tongue, always 
contains words, phrases, sounds, and semantics that to the outsider 
are alien and primitive. These forms of communication often send 
very sophisticated and complex messages. Often there exists no 
translation to the common tongue of the messages sent by the 
herdsmen. These dialects vary from douar to douar, even among 
the clans that herd the same beasts. The douar also wear the hide, 
bone, hair, or shell of their herd beasts as clothing. To outsiders, the 
herdsman scent is offensive, as they use the musk of their beasts to 
mask their human nature from the herd. Herdsmen exude a very 
primitive and bestial appearance. 

The herdsmen have ceremonies and celebrations of almost 
religious significance. They have an extreme reverence for nature 
and the land, on which all their beliefs are based. The herdsmen 
recognise no land ownership. The land can’t be owned as it will be 
there long after the youngest die. 

The clan is headed by a 7th-level preserver. This chief has a 50% 
chance of possessing psionics as a 3rd-level psionicist. There is also 
a 30% chance the clan has a shaman (a Sth-level elemental priest) 
who acts as an advisor to the chieftain, as well as healer and diviner. 

Because of the herdsmen’s reverence of the land, they respect 
and welcome druids, preservers, and others who tend and nurture 
the land. However, those who cause destruction to the land, such 
as defilers, are greeted with enmity and scorn. Few defilers leave the 
presence of a douar alive. 
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Dune Traders 


In a land as desolate as Athas. getting goods from one city to another 
is often a dangerous task. This is the role dune traders have taken 
upon themselves. They are organised into merchant houses that deal 
in legal and illegal contraband. While the peasantry and working 
classes often view them as kind-hearted and praise their arrival, the 
sorcerer-kings and their templars believe the houses threaten their 
power. Most of the ruling class tolerates the traders as a necessary 
evil since the health and happiness of their subjects often rely on 
the goods brought to market by these traveling merchants. 


Combat: Dune traders avoid conflict if possible and have learned 
to treat all courteously. However, there are many in the wilds and in 
the more “civilised” cities that would take their goods by force. This 
would not be in anyone’s best interest. Therefore, as a necessity of 
life, the traders have learned to defend themselves and their wares. 

Traders always carry small, concealed weapons. In cities and 
villages this is frequently the only form of weapon carried as 
they don’t wish to attract any undue attention or give others the 
impression that they are carrying valuable cargo. Therefore, a trader 
might be proficient with one of the following weapons: 


Id10 Weapon Damage (S—M/L 
I-2 Dagger 1d4/1d3 

3-4 Dart Id3/Id2 

5-6 Whip 1d2/1 

7-8 Puchik Id4+I/Id4+I 

9-0 Wrist razor Id6+I/Id4+I 


When traveling through the wilds, traders also carry larger weapons 
to protect themselves and their wares from raiders and brigands. A 
trader usually carries one of the following: 


Id4 Weapon Damage (S—M/L 


I Spear Id6/Id8 

2 Long sword Id8/IdI2 
3 Trident 1d6+1/3d4 
4 Infantry pick 1d6+1/2d4 


interests of the house. These merchants must obey the laws and 
customs of the city where they are stationed and must avoid bringing 
the law to the house. Finally, traders must cooperate with other 
merchants, even of other houses, and make life difficult (expensive) 
for those who wrong another merchant. A trader who disobeys these 
codes faces the possibility of expulsion from the merchant house. 

Dune traders have learned to accept and deal with all intelligent 
life. Humans, elves, half-giants, dwarves, thri-kreen, gith, and even 
halflings are all traded with equally and fairly. A trader never passes 
an opportunity to make a profit for himself and his house. 

In the eyes of the houses, business extends beyond the transaction. 
In small villages where the citizens can rarely pay in equal trade 
for the necessities of life, traders make deals in exchange for food, 
lodging, ora safe haven in the more remote areas of Athas. As far 
as these traders are concerned, this is just good business. One day 
these people may be in a position to return the favour. In a savage 
land such as Athas, eventually such methods are bound to pay off. 


Ex-Gladiators 


The gladiatorial arena is the premier form of entertainment on 
Athas. Some gladiators are slaves, others have been bred for the 
purpose, and a few do so as a personal choice. Regardless of the 
reason, the survivors are pampered and provided for. As a result, the 
standard of living for gladiators is far higher than that of the average 
Athasian. It is not uncommon for long-term survivors of the arena to 
grow bored or even contemptuous of the senseless brutality and lack 
of purpose behind these contests. Many gladiators to escape their 
lives in the hopes of finding some higher purpose to their existence. 


Combat: Ex-gladiators are among the most talented and skilled 
warriors on Athas. Their training goes far beyond the skills of 
weapon and fist. They have been trained in all aspects of combat. 
Ex-gladiators generally use the tools of the arena in combat though 
they can use any weapon and suffer no penalties. Weapons of 
choice to ex-gladiators include any two of the following: 


Also, these traveling merchants always carry some form of missile 
weapon, generally a long bow or light crossbow. 

If forced into combat, dune traders usually fight to incapacitate, 
not kill. There are few instances where killing makes for a conducive 
trading atmosphere and so it is generally avoided. There is a 75% 
chance that any piercing or slashing weapon carried by a trader is 
treated with a paralysing poison to incapacitate opponents. A victim 
successfully hit by a weapon treated in such a manner must make 
a successful save vs. poison or be incapacitated for IdI2 rounds. 

Dune traders have 3rd-level thief abilities and use the attack 
bonus and saves of the trader class. They usually wear leather 


armour (AC 12). 


Habitat/Society: Athas has come to rely on the dune traders. The 
ruling classes are threatened by the power of the merchant houses. 
The commoners, though, greet the traders with open arms me for the 
treasures and news they bring from far-off lands. 

Every merchant house adheres to different rules and customs, but 
there are several codes of conduct that the houses generally have 
in common. Traders must forsake all citizenship to cities - their 
families are the merchant houses, and traders must take an oath of 
allegiance. Traders must deal honestly and fairly and in the best 


IdI2 Weapon Damage (S—M/L 
I-2 Carrikal Id6+I/Id8 
3-4 Dejada cestus Id8/Id6 
5-6 Double-bladed spear Id8/Id8 
7-8 Lotulis IdIO/IdI2 
9-10 Quabone 1d4/1d3 
II-12 Wrist razor Id6+I/Id4+I 


Any attack made by ex-gladiators with weapons of their choice is 
made at +I because of the skill attained in the arena. 

In unarmed combat gladiators gain a +4 bonus to all CMB and 
CMD total for unarmed combat. This bonus can also be used as 
a plus or a minus when using the Martial Arts table presented in 
Dark Sun Campaign Options. 

Ex-gladiators frequently resort to dirty tricks to give themselves 
an edge in combat. Some may throw sand in their opponent's face, 
while others will feign injury more severe than actually incurred. 
Opponents must make a successful Wisdom check at -2 or fall for 
the ruse. If successful, the trick allows gladiators a +I to initiative, 
attack, or damage, or it allows a -I to be applied to their opponent 
for any of the aforementioned. For each successive trick attempted 
against the same opponent, the Wisdom check is made at a 
cumulative +2. 
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Ex-gladiators have learned to identify the weaknesses of their 
foes. A roll of IO or less on a Id20 allows gladiators to identify 
their targets weakness, whether it be in an awkward fighting style, 
damaged armour, or some other reason. For one round only, ex- 
gladiators can make a called shot (+I initiative, -4 to attack) and 
if successful, all damage that round is doubled. After that round, 
most intelligent creatures mask that weakness from exposure. It is 
possible, however, that multiple gladiators attacking one opponent 
could exploit the weakness several times at the DM’s discretion. 

Leather armour is a readily available forms of protection, so ex- 
gladiators usually wear it. The armour, along with their quickness in 
combat, provides them with AC 13. Ex-gladiators have learned to 
maximise the effectiveness of their armour. By moving and dodging 
the impact of weapons, they can improve their AC by +1. 


Habitat/Society: A gladiators life is combat. It is not just a way 
of life for these warriors, it is an art form. They are interested in 
all forms of combat and war and study the styles and forms of any 
effective warrior. They are also intrigued by new weapons and spend 
hours practicing with them to become proficient. 

Ex-gladiators’ fascination for combat goes far beyond man-to-man 
fighting. They also have a deep respect for the tactics and strategies 
involved in warfare. It is frequently this desire for something more 
and grander that leads gladiators to flee the arena. Ex-gladiators tend 
to seek some purpose to which they can apply their greatly honed 
skills. It is common to find these individuals performing pivotal roles 
in the slave tribes and villages of Athas. 


Nobles 


Nobles are the “ruling classes” of the city states on Athas. They 
control the farmlands and water that support life in these places. 
They are easy to identify as they generally travel with an entourage 
of bodyguards and dress in finery not usually afforded to the masses. 


Combat: Nobles avoid combat at all costs. They find it distasteful 
and beneath them. If forced into combat, nobles usually use a short 
sword to protect themselves. There is a 30% chance the noble 
possesses psionics as a 3rd-level psionicist. 

When traveling, members of nobility are generally accompanied 
by 2d6 members of their slave armies that act as bodyguards. These 
are 3rd-level fighters that carry long swords and shields and wear 
leather armour (AC 13). One of the guards is a sergeant (5th-level 
fighter equipped with a long sword and a light crossbow, wearing 
chainmail and carrying a shield [AC 15]). These guards fight to the 
death to protect their master, not out of love or respect, but out of 
fear of what would happen if their liege were injured or even killed. 


Habitat/Society: The noble families are among the few legitimate 
landed classes in the city-states and one of the few classes of people 
permitted to openly display knowledge of reading and writing. They 
control the flow of produce and water to the city-states. There are 
few precedents in history in which new nobility is created. Only in 
extreme service to the sorcerer-king can an individual join the ranks 
of the “ruling class.” Such a service would need to be legendary in 
magnitude. Even if this were the case, a king is as likely to execute 
such an individual, viewing him as a threat to the crown. The 
nobility is a hereditary class that perpetuates land ownership from 
sire to offspring, 


Each noble family elects one member to sit on their city-state’s 
parliamentary council. In theory, this council’s purpose is to act in 
an advisory capacity to the king. In reality, the council does little 
more than attempt to maintain the status quo. It is rare that a 
member of council will object to a royal edict and then only when 
the desires of the monarch would disrupt the influence of nobility. 

Nobles care little for the desires of the commoners and are only 
concerned with issues that affect their families or their wealth. When 
nobles do oppose the ruler it is not uncommon for convenient 
accidents or assassinations occur to those opposed to the king. 

It is always in the best interest of nobility to protect the city and 
their own interests. Nobles can be counted on to dedicate all their 
resources to that end, so nobles are permitted by their monarchs 
to maintain personal armies of slaves. In emergencies the king can 
enlist the services of these armies in defence of the city. Because of 
the intrigues and political insurrection that accompany day-to-day 
life in the cities, these armies are often used against other noble 
houses or templars, but never against the sorcerer-king or his troops. 


Templars 


Templars are the clergymen devoted to the sorcerer-king of their 
city. While similar to elemental clerics (the templar is granted spells 
for devotion and worship), templars draw their mystical power from 
magical energies of their sorcerer king, not from the elemental planes. 
Because of the significant amount of energy that spell granting 
drains from the liege, templars ask for and are granted only a few 
spells in relation to other clerics. 


Combat: Templars use both their spell abilities and weapons in 
combat. They prefer to avoid combat personally, so unless surprised, 
most templars cast spells intended to incapacitate their opponents. 
Such spells as hold person or charm person are often used to 
subdue “criminals” in order to bring them to trial, convict them, 
and sentence them to the arena. This brings pleasure to their king 
and prestige to themselves. 

Templars have, however, been educated in the art of combat. 
Before their years of devotion to the order, all templars are required 
to undergo intense physical training. Templars are not restricted as 
to weaponry or armour, but most wear leather armour (AC 12) and 
are equipped with short swords (Id6/Id8). There is a 25% chance 
that templars are accompanied by 3d4 soldiers (AC 12, 2 HD, 
#AT I, Dmg Id8) and a commander or sergeant (AC 15, 3 HD, 
#AT I, Dmg Id8). 


Habitat/Society: As agents of the sorcerer-kings’ will, templars are 
feared and despised by common city-dwellers. These priests are 
known for their abuse of power and blindly enforce the laws of 
the king. Often their punishments are unjust and unwarranted. 
The most powerful and influential individuals have the power to 
investigate, arrest, accuse, and convict a suspect This suspect can 
be as lowly as a slave or as important as a noble. Templars are also 
corrupt and can be bought by the highest bidder. Complaints of 
this corruption tend to get lost in the administrative bureaucracy. 

Templars, like nobles, are permitted to know the arts of reading 
and writing. With religious zeal, they enforce the laws preventing 
other classes from attaining this knowledge. They perceive knowledge 
as power and if others can attain this knowledge, the power of the 
templars is diluted. 
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Draxan Ka’Ardani 
CLIMATE/TERRAIN: Valley of Dust Valley of Dust 

and Fire and Fire 
FREQUENCY: Uncommon Uncommon 
ORGANISATION: Clan or Patrol Tribal 
ACTIVITY CYCLE: Aw Ass 
DIET: Omnivore Omnivore 
INTELLIGENCE: Varies Varies 
TREASURE: KMN Ni 
ALIGNMENT: Lawful Evil Chaotic Neutral 
NO. APPEARING: I-12 2-12 

(Patrol 2-16) 
ARMOUR CLASS: Varies (15) 10 (14) 
MOVEMENT: 12 12 
HIT DICE: 3d10 2d10 
ATTACK (CMB/CMD): +2 (+2/13) +I (I/II) 
NO. OF ATTACKS: I I 
DAMAGE/ATTACK: By weapon By weapon 
SPECIAL ATTACKS: Psionics or Psionics or 

spells spells 
SPECIAL DEFENCES: Nil Nil 
MAGIC RESISTANCE: Nil Nil 
SIZE: M (5-6 tall) M (5-6 tall) 
MORALE: Champion (15) Steady (II) 
XP VALUE: Varies (270) 175 
PSIONICS: See below See below 
Draxans 


Psionics: +3, PSPs 30, MAC 12 

Wild Talent (d12): I: danger sense, 2: ballistic attack, 3: 
adrenalin control, 4: displacement, 5: graft weapon, 6: ESP; 7: 
invisibility, 8: dimensional door, 9-12: no significant talent. 


Draxans are the citizens of Ur Draxa, the City of Doom within the 
Valley of Dust and Fire. From birth they are trained as warriors, 
psionicists, templars, or defilers. They are the lords of the Valley and 
aggressively attack most intruders. Draxans are human, but centuries 
of martial training have made them into a cruel, fierce people. 

When Draxans are encountered, half are average Draxans who 
conform to the statistics in parentheses above. They fight and save 
as 3rd-level fighters, and may have a random wild talent. The rest 
are unique individuals. Half of these are warriors (level Id8+2), 
20% are psionicists of (level 2d6), 20% are templars (level 3d4), and 
10% are defilers (level 3d4). Draxans are frequently accompanied by 
Id3-I slaves per Draxan. 


Combat: Draxans fight according to their class. Defilers and 
psionicists hang back and use spells and psionic abilities, whereas 
warriors engage the enemy. Templars choose one of these two 
strategies. Slaves cower out of the way. 


i 


Standard Draxans are effectively 3rd-level fighters. They are 
equipped with fine chitinous hide armour and a long shield, and 
carry short bows of horn and spears and short swords of fine steel. 
Draxans are paranoid and often go about their city armed to the 
teeth; in their homes, or wherever a fight would be unexpected, they 
are unarmoured and equipped with daggers. 

All Draxans are trained in the keshai, the Draxan martial art of 
strikes and throws, as children. Every Draxan can make unarmed 
attacks on the martial arts table in Dark Sun Campaign Options. 

Some Draxans may have exceptional ability scores that affect their 
combat abilities. Roll d6: I-3, no exceptional ability scores; 4-5, 
one; 6, two. Abilities affected are noted below. Each exceptional 
ability has a score of 14 + Id6 and corresponding benefits. 

Fighters: Draxan warriors use three principal armours: studded 
leather, hide, or banded. Banded mail is reserved for high-level 
Draxan fighters. Most specialise in a favoured weapon, gaining 
additional attacks, hit bonus, and damage bonus. Draxan fighters 
have a 10% chance per level to own magical arms or armour of 
+I to +3 and half that chance to own a miscellaneous magic item. 

Exceptional ability scores for Draxan fighters are found in 
Strength, Dexterity, and Constitution. Draxans favour short swords, 
large shields, spears, javelins, and bows. 

Psionicists: Draxan psionicists progress as normal NPC psionicists. 
Generating NPC psionicists can take a long time; develop a couple 
of standard psionicist templates to save time. Psionicists usually wear 
hide or studded leather armour and prefer short swords. They have 
a 5% chance per level to own magical arms or armour of +I to +3 
value and twice that chance to own a miscellaneous magical item. 

Exceptional ability scores for Draxan psionicists are in Wisdom, 
Intelligence, or Constitution. 
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Templars: Draxan templars usually wear black, chitinous hide 
armour and carry short swords and spears on duty. Otherwise, 
they wear studded leather armour. Templars have a spell selection 
appropriate to their level. Templars have the same chance to own 
magical weapons and miscellaneous magical items as a fighter. 

Templars may have exceptional ability scores in Wisdom, 
Intelligence, or Strength. 

Defilers: Draxan defilers are limited to robes, but often are trained 
in weapons foreign to most wizards. If desired, use the Warmage 
kit from Dark Sun Campaign Options as a guide. Otherwise, 
treat Draxan defilers as normal mages who can wield the short 
sword as one of their weapon options. Defilers have spells prepared 
appropriate to their level and have a 5% chance per level to own 
an offensive magical item such as a wand of fire, wand of frost, or 
wand of magic missiles. 

Defilers may have exceptional ability scores in Intelligence, 
Constitution, or Dexterity. 

Draxans are persistent, aggressive foes who do not hesitate to 
carry the fight to the enemy. Warriors fire a volley or two of arrows, 
then draw their swords and attack the weakened enemy. Templars, 
psionicists, and defilers make early and effective use of their most 
powerful abilities and spells. 

The Dragon Warriors: The most exalted Draxan fighters, the 
Dragon Warriors patrol beyond the Great Ash Storm. Dragon 
Warriors wear banded mail and carry shields, lances, composite 
short bows, and a melee weapon. They are warriors of 10th to 15th 
level (d6+9) and usually ride rocs. 


Habitat/Society: Only a few Draxans ever leave their mighty city. 
The Draxans are a feudal clan society and are all considered nobles 
and landowners. The work of the city is performed by a massive slave 
population the Draxans oversee. Draxans are by nature competitive 
and settle their differences through ritual duels and intense feuds. 


A Draxan Glossary 


Chardra. A city company; a company of the Draxan Army 
sponsored by the city. They range in size from 60 to 400 Draxan 
warriors and are often supplemented with templar and Vizier 
detachments. 

Chardraga. A legion of the Draxan army, composed of both 
tsaidra and chardra. There are four chardraga. Each is led by a 
kaisharga (Dead Lord) and is headquartered at the Hall of Glory. 

Kaidar. The ritual duelling arena of the Draxans, used to settle 
differences and insults. Duels are often to the death. 

Kaisharga. A Dead Lord, one of the powerful lich-like creatures 
that serve the Dragon as advisors and bodyguards. There are about 
20 kaisharga altogether. See the “Kaisharga” monster entry. 

Kardakyla. The estate of a tsai, or clan. A kardakyla is usually 
one-eighth to one-third of a kardan. All slaves and property within 
a kardakyla belong to the tsai. Each kardakyla is ruled by a tsaishar, 
or lesser clan lord. 

Kardan. One of the great sectors of the city of Ur Draxa. Each 
of the nine kardans is ruled by a tsaisharga, or clan lord. 

Keshai. The Draxan martial art of throws and strikes, taught 
to all young, Draxans. Some Draxans continue to study keshai 
throughout their lives. 

Shai. The Draxan patriotic or martial spirit. To a Draxan, the 
shai represents all that is good and wholesome about the city. 


Tsai. A Draxan clan of many extended families. A tsai can range 
from IO to 1,000 Draxans. All clans are considered greater or lesser 
clans, depending on their hereditary station. 

Tsaidra. A clan company; a company of the Draxan army 
sponsored by a tsai. They range in size from 30 to 500 Draxan 
warriors. 

Tsaishar. A lesser clan lord, ruler of one tsai and its associated 
kardakyla. Tsaishar are the leaders of their families. 

Tsaisharga. A clan lord, ruler of his or her tsai and the associated 
kardan. In addition, the clan lord commands the allegiance of all the 
tsaishar (vassals) in the kardan. 


Ka’Ardani 


Psionics: +2, PSPs 20, MAC II 

Wild Talent (dI2): I: danger sense, 2: ballistic attack 3: 
adrenalin control, 4: displacement, 5: graft weapon, 6: ESP: 7: 
invisibility, 8: dimensional door, 9-12: no significant talent. 


The ka’ardani (Draxan for “outlanders” or “exiles”) are residents 
of the outer valley, a people descended from escaped slaves, lost 
travellers, and exiled criminals. They survive where few creatures can 
- in the hellish volcanic waste of the Valley of Dust and Fire. Every 
day of their existence is a struggle to find food, water, and shelter. 

When the ka’ardani are encountered, half are average 2nd-level 
fighters conforming to the statistics given in parentheses above. Half 
of the rest are rangers, 20% psionicists, 20% clerics, and 10% 
preservers. 

Most ka’ardani are human, but significant numbers of dwarves, 
elves, and half-elves (one in six) are found among them. As a rule 
of thumb, allow dwarves a +2 bonus on damage and hit points, and 
allow elves a +2 bonus to their Armour Class. If they are unique 
individuals, use the racial ability score modifiers instead. 

Unique ka’ardani are of level 3-12 and have a chance to possess 
exceptional ability scores. Roll Id6: I-3, no exceptional scores; 4-5, 
one; 6, two. They have only a 2% chance per level to own a magical 
item that is appropriate to their profession. 


Combat: Ka’ardani make do with whatever materials they can. 
Weapons are made of bone or stone, and armour is usually skins 
(AC II) or hide (AC 13). They carry large wicker or hide shields. 
Ka’ardani use spears, clubs, and bows in combat and brew type A, 
B, and O poisons. They are consummate hunters and are familiar 
with the lands they live in. They gain a bonus of -I on their 
opponents’ surprise rolls. 


Habitat/Society: The ke’ardani gather in small tribes of two to 
three dozen, for the ravaged land of the Valley cannot support larger 
groups. The tribes are ruled by the strongest and wisest warrior, 
but even the most well-liked leaders must be prepared to face a 
challenge to their leadership at any time. The ka’ardani are survivors, 
and when a chief no longer leads well, they replace him. Similarly, 
sick or old individuals are often sent away when they become a 
burden to the tribe. 
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Id Fiend 


CLIMATE/TERRAIN: es & eae 
FREQUENCY: Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 

DIET: Carnivore 
INTELLIGENCE: High (13-14) 
TREASURE: Nil (A) 
ALIGNMENT: Neutral 

NO. APPEARING: I-2 
ARMOUR CLASS: 14 
MOVEMENT: 12 

HIT DICE: 5+5 
ATTACK (CMB/CMD: +6 (+7/17) 
NO. OF ATTACKS: 3 or 2 
DAMAGE/ATTACK: 1d6/1d6/1d8 or 1d8/1d8 
SPECIAL ATTACKS: Fear 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: L (10° long) 
MORALE: Steady (II-12) 
XP VALUE: 420 
PSIONICS: +7, PSPs 140, MAC 16 


Powers: aura sight, aversion, biofeedback, combat mind, danger 
sense, death field, detect life, detect poison, double pain, ego whip, 
flesh armour, heightened senses, inflict pain, mental barrier, mind 
blank, mind thrust, mindlink, psionic blast, psychic crush, thought 
shield, tower of iron will 


The id fiend is a psionic predator that roams all of Athas. Its 
greatest weapon is its ability to draw images of its victims’ fears from 
their minds. 

The id fiend looks like a large lizard. It has a thick, stocky body 
supported by four muscular legs, which end in four clawed digits, 
three pointing forward and one backward. Its torso ranges from 3 to 
4 feet in length, ending in a tapering tail that is often up to four 
feet in length. The head and neck of the id fiend measure two feet 
long, with its jaws making up about one foot of that length. The id 
fiend’s skin has a tough leathery texture, varying in colour from light 
brown and tan, found on specimens encountered in the desert, to 
a dark olive green, found on specimens encountered in the forests 
and jungles. 


Combat: Before an id fiend engages in combat, it stalks its victim 
using its psionic fear attack. The creature can affect up to 15 Hit 
Dice of creatures, within a range of 60’. All creatures affected must 
save vs. paralysation at -5. For every two experience levels beyond 
5th level, this penalty decreases by I. Those who fail their save are 
tormented by their greatest fears, and suffer a +I penalty to initiative 
and a -2 penalty to attack and damage. 


Mages affected by the fear power of the id fiend must make a 
successful Intelligence check in order to successfully cast any spells, 
while affected priests must pass Wisdom checks when spell casting. 
All of the above effects last for 5 rounds. 

Once engaged in melee, the id fiend can attack 3 times, using 
front claws (Id6) and teeth (Id8). The id fiend can lash with its tail 
(Id8) instead of using its claws. 

The id fiend can use any of its offensive psionic powers instead of 
its normal physical attacks in any round. In addition, any of the id 
fiends telepathic defence powers can be used in any round, whether 
the creature is using its other psionic powers or its physical attacks 
(assuming the creature has enough PSPs). 


Habitat/Society: Id fiends can be encountered in any terrain. Some 
live in the jungles near the Forest Ridge, while some make their 
homes on the flat Tablelands that surround the Sea of Silt. 

Though active at all times of the day, id fiends are more commonly 
encountered at night. These creatures have learned that their natural 
fear-inducing ability is much more effective at night, and thus prefer 
to stalk their prey in the dark. Though id fiends do not have 
infravision, they are able to see adequately in natural darkness. 

Id fiends mate yearly, and females bear their young in litters of a 
single offspring. A newborn id fiend can digest solid food at birth, 
and the mother will most often leave the youngling to fend for itself. 


Ecology: Dried id fiend blood is used in the creation of a potion 
concocted by psionic researchers that increases the imbiber’s psionic 
abilities for brief periods of time. 
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Insect Swarm 


Locusts Mini-Kanks Locusts, Bugdead Mini-Kanks, Bugdead 
CLIMATE/TERRAIN: Any plains Any plains Dead Lands Dead Lands 
FREQUENCY: Very Rare Very Rare Uncommon Uncommon 
ORGANISATION: Swarm Swarm Swarm Swarm 
ACTIVITY CYCLE: Day Day Any Any 
DIET: Omnivore Omnivore Carnivore Carnivore 
INTELLIGENCE: Non (0) Non (0) Non (0) Non (0) 
TREASURE: Nil Nil Nil Nil 
ALIGNMENT: Neutral Neutral Chaotic Neutral Chaotic Neutral 
NO. APPEARING: 2,000-5,000 2,000-5,000 4,000-16,000 2,000-7,000 
ARMOUR CLASS: 10 10 II I2 
MOVEMENT: FI 18 (A) FI 15 (A) FI 15 (A) FI 12 (A) 
HIT DICE: I per IO insects I per I5 insects I per 5 insects I per 5 insects 
ATTACK (CMB/CMD): +10 Special +5 +5 
NO. OF ATTACKS: See below See below See below See below 
DAMAGE/ATTACK: See below See below IdIO IdI2 
SPECIAL ATTACKS: See below Blood drain Flesh strip Smother 
SPECIAL DEFENCES: Weapon immunity Weapon immunity Weapon immunity Weapon immunity 
MAGIC RESISTANCE: Nil Nil Nil Nil 
SIZE: T (8” long) T (5” long) T (8” long) T (5” long) 
MORALE: Average (8-10) Average (8-10) Average (8-10) Average (8-10) 
XP VALUE: 65 per IO insects 65 per I0 insects 120 per IO insects 120 per IO insects 
PSIONICS: Nil, MAC 12 Nil, MAC 12 Nil, MAC 12 Nil, MAC 12 


The insects of Athas are of a hearty breed, and insect swarms are 
among the most deadly plagues this world has ever been subject to. 

There are two insect breeds which form swarms in the deserts of 
Athas. The first type is a variant of the common locust, while the 
other is a smaller version of the kank. 

In the Dead Lands to the south, undead versions of these swarms 
exist. These are known as the bugdead. 

Swarm Immunities: Any slashing or bludgeoning weapon inflicts 
half damage on a swarm, and a piercing weapon inflicts no damage 
at all. Attacks that use fire or an area effect, such as magic spells, 
inflict full damage on insect swarms. Their enemies must target one 
Hit Die at a time, inflicting damage on it to destroy it. Since the 
swarms arrive in such enormous numbers, a Hit Die destroyed is 
immediately replaced with another without missing a melee round. 


Locusts 


Locusts are approximately 8 inches in length and look very much 
like large, brown grasshoppers. They have five-inch-long wings which 
grant them extremely fast flight speeds and excellent manoeuvrability. 


Combat: There is little that can withstand an attack by a swarm. 
Encountered individually, these insects are dangerous enough, but 
when massed in the thousands, they are devastating. A single locust 
can attack three times, with its fore claws and its mandibles. Each 
successful attack does Id2 damage. Each locust has I hit point and 
will die if struck by any weapon. 


In a swarm, however, these insects are much more deadly. When 
a swarm of Athasian locusts encounter a creature, the creature is 
covered with the insects, which will attack until prey has been picked 
clean to the bone. When a creature is caught by a swarm of locusts, 
roll Id4 x 20 to determine the number of locusts that will attack it. 

Locusts have an attack bonus of +10. Make three attack rolls 
and roll Id2 for each successful attack. Then multiply this damage 
by one-half the number of locusts attacking the creature. This is the 
total number of hit points lost by the creature in that round. 

Once a creature has fallen dead, its carcass will be cleaned to the 
bone within 3 rounds. Any creature or character caught in a swarm 
has its movement rate cut to 3. 


Habitat/ Society: Swarms gather rarely, usually only once every three 
or four years. Those most affected by them are nomadic herdsmen, 
who often lose entire herds of kank or erdlus to these terrible insects. 

From afar, a locust swarm appears as a small dark cloud which 
moves quickly across the desert. The swarm usually covers an area 
of approximately I00 square yards. Aside from the danger that 
these swarms present to the population, Athasian insect swarms also 
devastate miles and miles of vegetation and plant life. 


Ecology: Despite their devastation, the insect swarms do produce 
one useful side effect - they kill large numbers of the rodents and 
small mammals breeding on the Athasian deserts. 
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Insect Swarm 


Mini-Kanks 


The other type of swarming insect is a small species of the kank. 
This small cousin of the kank is about five inches in length and 
sports three-inch-long wings on its back. 


Combat: Mini-kanks are blood-suckers. When a swarm of mini- 
kanks attack a creature, Id4 x IO combine to kill it by sucking its 
blood. Each mini-kank can drain up to 3 hit points from a victim, 
one per round. Creatures attacked by a swarm of mini-kanks lose a 
number of hit points equal to the number of insects attacking (save 
ys. paralysation for half). This continues for three rounds at which 
point the mini-kanks attacking will fly off. If the creature survives, 
a new number of mini-kanks will attack on the very next round, 
repeating the process outlined above, until the victim is dead. Like 
swarms of locusts, swarms of mini-kanks slow the movement rates of 
attacked creatures to 3. 


Habitat/Society: Swarms of mini-kanks are slightly smaller (75 
square yards) than swarms of locusts, but move more quickly across 
the desert. 


Bugdead Insect Swarms 
On the obsidian of the Dead Lands, the undead insect swarms 


are in many ways worse than their living counterparts to the north, 
droning in enormous clouds between the dead thrones. 

There are two types of bugdead insect swarms: locust and mini- 
kank. Except for their special attacks, they are virtually identical. 
Characters see them as approaching clouds or dust storms, only 
finding out too late that they are in fact carnivorous swarms of 
undead bugs that smell fresh meat on the blackglass. 


Combat: The swarms must eat rotting flesh. They dive on zombies 
anywhere on the Black Basin to eat away the flesh. Interestingly, 
the attack rarely destroys the victim; they just turn into skeletons 
and exoskeletons after a complete loss of rancid flesh. Living prey, 
however, will do well to survive the attack. 

The individual insects fly toward their victims and attack in 
large numbers. For game purposes, treat insects in groups of five as 
separate creatures for attacks and assessing, damage both given and 
received. Up to eight groups of five can attack a single man size 
target at a time, and up to 30 can attack a large category target. 
Each group gets an attack roll and, if successful, inflicts IdIO or 
IdI2 points of damage, for locusts and kanks, respectively, from 
biting at the target’s fleshy parts. 

Bugdead locust swarms are particularly brutal about stripping 
individual limbs or body parts of their flesh. When a victim has 
taken 20 or more points of damage from the swarm, the insects have 
managed to tear all the flesh off of his head, arm, leg, or torso. The 
victim, and any allies who can see him, must make a morale check 
every round or flee. Once separated, the locusts can make easier 
work to finish them off. 

Bugdead mini-kanks, on the other hand, are specialists at clogging 
the victim’s air passages with their mangled bodies. The undead 
mini-kanks swarm around a humanoid’s nose and mouth, for 
instance, choking off the air passage. Once a victim has taken 
20 or more points of damage from the mini-kank swarm, they 
completely fill his air passages with the squirming bodies of living 
and dead insects and he cannot breathe. He can clear the passages 
himself if he performs no other action in a round, but must make 
a Constitution check with a -4 penalty to be successful. Otherwise, 
he is subject to the rules on holding one’s breath, as outlined in the 


Player’s Handboo k. 


Habitat/Society: Bugdead insect swarms are scavengers of the 
blackglass. They never stray from its surface to raid in the dunes 
beyond. There is no social hierarchy among the swarm. Occasionally 
swarms attack each other to satisfy their unending need for flesh. 


Ecology: As undead, the locusts and mini-kanks do not reproduce. 
However, their existing populations are so huge that there appears to 
be no end of them, no matter how many are squashed. 
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Jalath'gak 


CLIMATE/TERRAIN: Scrub Plains, Sandy Wastes 
FREQUENCY: E 
ORGANISATION: Swarm 

ACTIVITY CYCLE: Constant 

DIET: Omnivore (nectar, blood) 
INTELLIGENCE: Animal (1) 
TREASURE: Nil 

ALIGNMENT: Neutral 

NO. APPEARING: 3-30 

ARMOUR CLASS: 15 

MOVEMENT: 9, Fl 24 (D) 

HIT DICE: 8+8 


ATTACK (CMB/CMD: +9 (+11/21) 
NO. OF ATTACKS: 7 
DAMAGE/ATTACK: Id4 (x6)/1d8 
SPECIAL ATTACKS: Blood drain 
SPECIAL DEFENCES: Stink cloud 


MAGIC RESISTANCE: Nil 

SIZE: H (13° long) 
MORALE: Elite (13-14) 
XP VALUE: 4,000 
PSIONICS: Nil, MAC 12 


Also called swarmers and bloodwings, and first domesticated by 
the kreen of the distant North, wild jalath’gak are the scourge of 
herdsmen throughout the Tablelands. They are enormous winged 
insects, I3 feet long, with a wingspan of nearly 20 feet. 

The head is narrow so it may fit into small areas to collect blood 
or nectar, with strong, hollow mandibles. Long whiskers on the top 
of its head detect pheromones and other odours; these are moist and 
are drawn back during combat The exoskeleton is firm but brittle. 

The creature’s six limbs join to its thorax, and sport long dagger- 
like talons. The wings, also attached to the thorax, fold close against 
the creature’s side when not in use, extending a few feet behind 
the creature. When spread, the fragile-looking wings are transparent. 

The jalath’gak’s abdomen stores blood and nectar. When the 
insect has recently fed, the abdomen bulges, becoming deep red or 
yellow. If it hasn’t fed in a few weeks, the abdomen sags, limp and 
gray. The rest of its colouring is a pattern of black and bright blue. 

Jalath’gak communicate with pheromones. Thri-kreen end other 
insects can communicate with them in a rudimentary fashion with 
their own pheromones, but complex ideas cannot be conveyed. 
Other intelligent creatures must use psionics or magic. 


Combat: The jalath’gak can always attack with its mandibles and 
six legs. It can either hover and attack, or land and rear back on its 
abdomen, bringing all of its legs into action. Each leg inflicts Id4 
hit points of damage, and the mandibles Id8. 

The round after the mandible hits, the jalath’gak drains 2d6 
points blood per round. The opponent is pinned and cannot attack 
but the jalath’gak can attack with its legs. 


BRY 


A pinned creature can break free with a CMB check. A jalath’gak 
that slays a victim by blood drain remains attached for another Id3 
rounds before moving on. One that has drained 50 points of blood 
in one combat is gorged and will not use further blood drain attacks. 

If reduced to IO hit points or less, a jalath’gak releases a stink 
cloud from its mouth, covering a [5-foot-radius sphere directly to 
the creature's front. Those in the cloud must save vs. poison or be 
incapacitated for Id6 rounds. A jalath’gak can release up to three 
stink clouds a day. 


Habitat/Society: In the wild, these insects live in large swarms. 
Unlike hive insects, jalath’gak don’t cooperate. Their eggs are simply 
dropped from the ever-flying swarm. Although only one egg in 1,000 
hatches, this is sufficient to maintain the numbers of the swarm. 

Some thri-kreen packs have domesticated the jalath’gak, and use 
them to pull heavy loads during migration. At great need, the 
abdomen can be cut off to provide food or water, or to pull an 
exceptionally heavy load. Without its abdomen, a jalath’gak will 
function normally for 36+Id6 hours, end then die. 

Attempts to harness the jalath’gak for flight have been unsuccessful. 
It cannot carry much weight and its wings and legs are prone to 
damage when harnessed; domestication often renders them flightless. 


Ecology: The abdomen yields I6 gallons of water and enough 
blood/nectar plasma for 32 common meals, for the hardy. Jalath’gak 
wings are sought by the artists of Raam and Draj as canvasses. An 
undamaged set of wings can be sold for 50cp. 

Rumours exist of giant jalath’gak. They are rare but grow upward 
of 20 feet in length, with increased capabilities. Their mandibles 
pierce thri-kreen chitin with ease. They don’t so much fly as make 
wing-assisted jumps, with little control of direction once airborne. 
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CLIMATE/TERRAIN: Any desert 
FREQUENCY: Common 
ORGANISATION: Flock/colony 
ACTIVITY CYCLE: Varies (usually night) 
DIET: Herbivore 
INTELLIGENCE: Animal (I) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: I-20 
ARMOUR CLASS: 13 
MOVEMENT: 24 

HIT DICE: 1d4 hit points 
ATTACK (CMB/CMD: +0 (+0/8) 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: 1d3 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: T (2 tall) 
MORALE: Unreliable (2-4) 
XP VALUE: 7 

PSIONICS: See below, MAC II 


One of the few herbivores left in the Athasian ecology, the jarbo is 
a hardy rodent that resembles the kangaroo rat. However, the jarbo 
is large, reaching a mature height of 2’ at the shoulder. Its coat is 
typically sand-coloured or tawny, but pelt markings vary, the better 
to blend with their home terrain. 

Jarbo species differ in appearance in other ways, mainly in ear 
size or number of toes. All share the round, gerbil-like body, stubby 
forelegs, very long hind legs, and long tail. In some species the tail is 
furred, in others not. All use it for balance as they skitter on their 
hind legs at enormous speed across the desert sand. 

The jarbo has a psionic ability to sense water across great 
distances, independent of wind currents. This works as a variant of 
heightened senses, a psychometabolic power that applies to the sense 
of smell and for sensing water only. A teaspoonful of water can lure 
a flock of jarbos from I00 yards; a sealed barrel, from a mile; and 
an oasis, from throughout a region. 


Combat: Jarbos fear larger creatures and flee from any conflict. They 
run with blinding speed, their chief defence. The only aggressive 
jarbos are those who see their masters threatened. Though loyal 
companions, they are ineffective as protectors; their sharp teeth inflict 
only Id3 hp damage. 

Jarbos are not prone to disease, but in rare cases a “foaming 
sickness” like rabies strikes one and drives it mad. The insane jarbo 
attacks any creature in sight, fighting to the death. Victims must 
make a Constitution check to avoid being infected with a serious 
disease (as per the common rat; see the Monstrous Manual). 


Habitat/Society: Jarbos live in migratory colonies (flocks) that travel 
by night from one source of water to the next, running ahead of their 
many predators. On arrival at a new site, the colony locates a dry 
stream bed or the foot of a cliff and digs two dozen or more nests, 
each a long tunnel a foot wide leading to a burrow 3’ in diameter. 


The flexible jarbos easily squeeze through the winding tunnels. 
After a few nights or a week, predators finally locate this rich 
source of food, and the jarbos move on with the next moonrise. 


Ecology: Virtually all predators dine on jarbos; the rodents are an 
important link in the remnants of the Athasian food chain. 

Jarbos feed on seeds, grass, and insects. They attract travellers’ 
interest and envy because they can survive on very little water. An 
adult jarbo can thrive on a few tablespoons of water per day, or go 
up to a week between major waterings. For the most part, their diet 
provides them enough fluid. Their ability to sense water serves to 
help them locate the concentrations of edible vegetation and insects 
that cluster around what little water there is to be found. 

Jarbo pelts are too thin for the fur trade (not that there is much 
fur traded on Athas), but the small furs are sometimes used as 
decorations on ceremonial garb or furniture. A good jarbo pelt is 
worth up to one ceramic piece in some regions. 
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Jhakar 


CLIMATE/TERRAIN: Any (Tablelands) 
FREQUENCY: Uncommon 
ORGANISATION: Pack 
ACTIVITY CYCLE: Night 

DIET: Carnivore 
INTELLIGENCE: Animal (2-4) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: 2-8 
ARMOUR CLASS: 16 
MOVEMENT: 15 

HIT DICE: 2+3 
ATTACK (CMB/CMD: +3 (+7/20) 


NO. OF ATTACKS: I 


DAMAGE/ATTACK: 2d4 

SPECIAL ATTACKS: Seizing bite 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: S (2 high, 4 long) 
MORALE: Elite (13-14) 

XP VALUE: 175 

PSIONICS: Nil, MAC 13 


The jhakar is a powerful reptilian predator that resembles a bulldog 
both in appearance and manner. Its fierce nature makes it a bane 
to humanoids and animals alike. 

A jhakar’s scaly hide is thick and wrinkled, with a webbed, bony 
spine that ends just before its stump of a tail. Four muscular legs 
enable the jhakar to move faster than an unencumbered man, 
despite its short size. The jhakar’s eyes and ears, well-protected by 
bony ridges and double-lids, respectively, are dwarfed by the huge, 


teeth-filled mouth. The bulk of the body is a rich, sandy- i“ 


brown colour, darkening at the snout and claws. 

In the wild, the jhakar hunts in packs 
organized to quickly overcome and ravage 
prey. Better known is the domesticated 
jhakar. designed to guard valuable assets 
and track down escaped slaves. 


Combat: The jhakar is notorious for its 
tenacious clamping onto a prey’s extremity until « 
the prey or the jhakar lies dead. A successful 
hit means the attacking jhakar has caught 

hold of its opponent. The hold (effective 
Strength of 19) causes 244 damage. 
Each round, the 
victim automatically receives 
another 2d4 damage. Only after 


a jhakar is reduced to one- 


subsequent 


fourth of its original hit points 
does it let go of its captive. 


Once a jhakar has put its prey in its vice-like grip, it can attempt 
to overbear or drag down its victim. This occurs simultaneously 
with the continuing bite damage. The intensity and forcefulness 
of its attack allows it to overbear as a Medium creature. The 
attack to overbear is made at the jhakar’s normal CMB, with a 
+4 if attempted against a Small (or smaller) creature and a -4 if 
attempted against a Large creature. 

In addition, multi-legged creatures face an additional -2 penalty 
per leg on the attempt. For example, against a thri-kreen, the jhakar 
would suffer a -4 to the CMB check. Conversely, multiple jhakar 
that have latched on increase the CMB check by +1 per additional 
jhakar. 

A successful overbearing attack means the victim is pulled down 
and must fight prone until the victim or the jhakar are dead. Once 
prey is forced to the ground, the rest of the pack flocks to the 
fallen creature (unless the other jhakar have pulled down their own 
victims). The jhakar attacks prone creatures at +4 and the creatures 
do not receive a shield bonus to their AC. 


Habitat/Society: The wild jhakar hunts 


discriminatory about prey, a jhakar hunts man, elf, or halfling as 


in packs. Rarely 


readily as it hunts wild animals. Once it has caught scent of their 
quarry, its pursuit is relentless. It attacks in one bounding rush, 
emitting a hiss, similar to a steam kettle, when its prey is in sight. 

When domesticated and raised in cities, a jhakar makes an 
excellent bloodhound or guard-beast. It is aggressive and stupid, 
however, often forgetting who handles it. 

Its inestimable tracking scent makes escape extremely difficult for 
even the most tenacious escapee. 


Ecology: The jhakar selects vast and diverse areas as hunting 
grounds. The ferocity of a jhakar pack is far greater than the sum of 
its individuals. Few creatures are foolish enough to ignore an entire 
pack, giving wide berth to recognized jhakar hunting territories. 
Tembo, larger and fearless, are the jhakar’s mortal enemies. 
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CLIMATE/TERRAIN: 


Tablelands and Hinterlands 


FREQUENCY: Rare 
ORGANISATION: Family 
ACTIVITY CYCLE: Night 
DIET: Omnivore 
INTELLIGENCE: Very (14-15) 
TREASURE: u 
ALIGNMENT: Chaotic Neutral 
NO. APPEARING: 5-10 
ARMOUR CLASS: I7 
MOVEMENT: 18 

HIT DICE: 4 
ATTACK (CMB/CMD: +4 (+4/16) 
NO. OF ATTACKS: I or 3 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 


By weapon -2 or Id4 x3 


Spells, magic items 


SPECIAL DEFENCES: Camouflage 

MAGIC RESISTANCE: 10% 

SIZE: S ( tall) 

MORALE: Steady (II-12) 

XP VALUE: 1,400 

PSIONICS: +5, PSPs 80, MAC 14 


Powers: banishment, dimensional door, ego whip, intellect fortress, 
mind bar, psionic blast, teleport trigger, thought shield, time shift, 
time/space anchor 

Spells: Ist level—detect magic, cure light wounds, detect poison, 
locate animals or plants, magical stone; 2nd level—silence I5’ radius, 
hold person, flame blade; 3rd level—locate object, dispel magic 


Standing about four feet tall, the jozhal is a two-legged reptile with 
a skinny tail, long flexible neck, and narrow, elongated snout. Its 
mouth is filled with needle-sharp teeth, and its lanky arms end in 
three-fingered hands with an opposable thumb. Although the jozhal’s 
hide is covered with scales, they are so small as to be unnoticeable 
at first, and it appears to more akin to a man’s skin or a baazrag’s 
rough hide. The jozhal can change the hue of its skin at will, either 


to match the colour of its environment, or to stand out against it. 


Combat: The jozhal prefers to avoid combat. It attempts to flee, 
then use its ability to change skin colour to hide (they must make a 
Wisdom check to find the jozhal). Should the pursuer get too close 
to the jozhal without actually seeing it, the jozhal will attack. The 
victim suffers a -2 penalty to their surprise roll in such a situation. 

During the actual fight, the jozhal attempts to defend itself first 
with psionics and magic, then with any magical items it currently 
possesses (roll on Table I on page II5 of Psionic Artifacts of 
Athas; results calling for armour, shields, or weapons count as no 
magical item in jozhal’s possession). If that fails, it will claw and bite 
for Id4 points of damage each, or strike with any weapon available 
to it (with a -2 damage modifier.) 


Habitat/Society: The jozhal live in small family groups of four 
to five creatures. They are extremely intelligent and cunning, but 


regard humans or demihumans as foolish, dangerous creatures and 
will rarely tolerate them. 

Jozhals are attracted to magic of all sorts, and whenever they 
see humans or demihumans passing, they track the party down and 
attempt to cast a detect magic spell on the group. If the spell reveals 
any magical items, they will try to sneak into camp and steal them. 


Ecology: Jozhals forage for food (roots and tubers), and eat almost 
any sort of small reptile, snake, or insect. Their magic is akin to 
that of elemental clerics, and is therefore not destructive to the 
environment around them. 

The jozhal clan’s intellect is best reflect in its relationship to the 
world around it. They are very careful never to destroy the life-giving 
world in which they live, always making use of every bit of scrap and 
refuse that they find. They carry this to extremes, even practicing 
cannibalism and using the bones of their dead to construct weapons 
and tools. 
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Kaisharga 


CLIMATE/TERRAIN: Any 


FREQUENCY: Very Rare 
ORGANISATION: Solitary 

ACTIVITY CYCLE: Any 

DIET: None 

INTELLIGENCE: Exceptional (15-16) or better 
TREASURE: E, S, T, V (x2) 
ALIGNMENT: Any evil 

NO. APPEARING: I (1-3) 


ARMOUR CLASS: As in life or 20 
MOVEMENT: 12 

HIT DICE: As in life, minimum 10 HD 
ATTACK (CMB/CMD: As in life, or +10 (+14/28) 
NO. OF ATTACKS: As in life, or I 
DAMAGE/ATTACK: Id8 or IdIO or by weapon 


SPECIAL ATTACKS: See below 

SPECIAL DEFENCES: See below 

MAGIC RESISTANCE: 5% per HD 

SIZE: M ( tall) 

MORALE: Fanatic (18) 

XP VALUE: 22,000 + 2,500 per HD over 10 
PSIONICS: See below 


Psionics: Power check is equal to HD plus Insight Bonus. PSPs 
100, MAC 16. 

Powers: awe, conceal thoughts, control body, control winds, detect 
life, detect psionics, detect spirits, detection, dimensional door, 
dimensional walk, domination, ego whip, id insinuation, intellect 
fortress, levitation, mental barrier, mind blank, mind thrust, mindlink, 
psionic blast, psychic crush, send thoughts, stasis field, telekinesis, 
teleport, thought shield, time/space anchor, tower of iron will 


The kaisharga are a class of Athasian undead similar to the liches 
of other worlds. They have sought undeath, unnaturally extending 
their lives past the endurance of their mortal frames. Unlife gives 
them many terrible powers. Kaisharga appear as a gaunt, wasted 
humans with grayish, thinly stretched skin. They wear the trappings 
they preferred in life and their eyes burn with a green fire. 


Combat: The change to undeath raises the kaisharga’s effective 
Strength, Dexterity, and Constitution scores to 20. Kaisharga gain 
+5 hp per die for Constitution and can reroll a I. Kaisharga gain 
the psionic abilities listed above if they were formerly wild talents; 
if they were psionicists, they may recalculate their power scores to 
reflect their new ability scores. 

Kaisharga are immune to charm, sleep, enfeeblement, polymorph, 
cold, electricity, insanity, and death spells. They can only be struck 
by +I magical weapons or by creatures of 6 HD or more. Kaisharga 
possess an aura of fear that forces any living creature within 60 feet 
to successfully save vs. spells or flee for 5d4 rounds. Characters of 
8th level or 8 HD are immune to this aura of fear. 


The touch of the kaisharga inflicts IdIO points of damage from 
their deathly cold and paralyses the victim unless the victim makes 
a successful save vs. paralysation. 

Kaisharga have magical items appropriate to their class. Warriors 
usually have magical weapons and armour and wizards have rings 
and wands. All skills and knowledge remain with the kaisharga after 
their transformation to unlife, so wizards and templars may cast 
spells and warriors may have weapon specialization. 


Habitat/Society: Kaisharga are seldom encountered. They live in 
shadowy places, directing other undead and living beings to work 
their schemes for them. 


Ecology: The kaisharga is a dreadful creature that has turned its 
back on the rightful order of things, trading life for power. It has 
no place in the living world. If encountered outside the Valley of 
Dust and Fire, a kaisharga tends to be a solitary mage. Within Ur 
Draxa, the Dragon confers undeath on any of its servants who prove 
exceptionally capable, loyal, and efficient. 


Jagmargal 


Human male CI9 (fire); AC 18 (hide armour +4, shield); MV 
12; hp 88; Attack +14; #AT I; Dmg Id6+3 (obsidian wrist razors 
+2); SZ M; ML Fanatic (17); AL NE 

S 16, D II, C 18,1 15, W 23, Ch 14 

Spells: Ist level—cause light wounds (x2), command (x2), detect 
good, detect magic (x2), faerie fire, fear, fire burst (x3), sanctuary, 
2nd level—flame blade (x2), charm person or mammal, enthrall, heat 
metal, hold person (x3), produce flame (x2), obscurement, resist fire; 
3rd level—animate dead (x2), cause serious wounds, conjure lesser 
elemental, continual light, create smoke, dispel magic (x2), flame 
walk, protection from fire, pyrotechnics; 4th level—channel flame 
(x2), fire lance (x4), fire trap, produce fire (x4); 5th level—conjure 
elemental, elemental forbiddance, flame strike (x3), protection from 
fire 15’ radius, wall of fire (x2); 6th level—fiery constrictor (x2), fire 
seeds (x2), watchfire; 7th level—fire storm (x2) 

Special Undead Powers: accelerate aging, cause disease, increased 
attribute (Wis 23), increased psionic strength (+51 PSPs) 

Special Undead Weaknesses: none 


Jagmargal was a great hero of ages past. While he was a great priest, 
he was better known as an explorer. He was captured by Hrutghel, 
a powerful kaisharga who was Jagmargal’s greatest enemy, and was 
transformed into a kaisharga himself. 

Jagmargal managed to escape from Hrutghel’s clutches, but he is 
still cursed as a kaisharga and he now wanders the world seeking 
release from his miserable condition. He fears death in his present 
condition, believing he will become a disembodied tortured spirit 
for eternity. 

Jagmargal uses adventurers as pawns. He pays them handsomely 
to track down legendary spell scrolls, magical artifacts, and even 
creatures of myth that can release him from his present state. 
However, he also betrays them if it is to his advantage. He has no 
love for the living and will kill adventurers only to turn those who 
are useful to him into undead. 
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Kaisharga 


Xontra 


Dray female defiler 21; AC 18 (ring of protection +3, cloak of 
protection +2); MV 12; hp 84; Attack +8; #AT I; Dmg Id4+2 
(dagger +2); SZ M; ML 18; AL CE 

S II, D 17, C 15,1 19, W 15, Ch 24 

Spells: Ist level—detect magic, charm person, comprehend 
languages, dancing lights, hypnotism, phantasmal force, shield, spider 
climb; 2nd level—alter self blindness, forget, invisibility, levitate, 
orb of power, web; 3rd level—empower orb, energy conduit, dispel 
magic (x2), fireball, lightning bolt, slow (x2); 4th level—charm 
monster, confusion, fumble, phantasmal killer, psionic dampener, 
shadow monsters, 5th level—chaos, domination, feeblemind, magic 
jar, shadow door, 6th level—chain lightning, disintegrate, globe of 
invulnerability, mass suggestion; 7th level—finger of death, open 
the gray portal, reverse gravity, vanish, 8th level—maze, obsidian 
death (x2), prismatic wall, trap the soul, 9th level—foresight, monster 
summoning VIL 10th level—advanced domination 

Special Undead Powers: cause despair, drain attributes, increased 
attribute (Cha 24), increased hit points (42 hp added), regeneration 

Special Undead Weaknesses: can’t cross running water, energy 


susceptibility (fire) 


Xontra was once a servant of Dregoth, the undead sorcerer-king of 
Giustenal. The powerful dragon kaisharga transformed her into a 
kaisharga using the same secret methods he had used upon himself. 
At first Xontra was pleased with her new life, believing it to be 
immortality. 

Over time she grew insane with her new-found power and the 
evil inherent in her undead nature. She was forced to consume 
human flesh in order to survive. Her great desire for beauty even 
in undeath was so powerful that she sought out the most beautiful 
women in New Giustenal as her first victims. Over time, anyone 
remotely attractive by dray standards became the victims of her 
deranged obsession. 

Dregoth realized she had become useless to him and so he 
attempted to have her assassinated, but failed. Fearing her master, 
she escaped the city and, through her magic, remains in hiding near 
the ruins of the City by the Silt Sea. 

She prefers to remain very secretive, but she is always on the 
lookout for attractive people whom she might have as meals. Insecure 
in her own beauty, she tries to seduce all powerful male adventurers 
of any race she encounters. 


Neltor 


Human male gladiator 23; AC 20 (leather armour +3, armour 
optimization); MV 12; hp 133; Attack +26; #AT 2; Dmg 1d8+14 
(bronze impaler +3); SZ M; ML 18; AL LE; 

S 22. D 15, C 16, 117, W 15, Ch 18 

Special Kaisharga Powers: cause weakness, fangs, improved 
saving throws (+I to all saves), increased movement rate (12) 

Special Kaisharga Weaknesses: code of honour, must eat flesh 
from corpses, rotten stench 


Neltor was a former gladiator who was a little past his prime. He 
was recently transformed into a kaisharga by the Dragon, Lord of 
the Ring of Fire. He is currently charged with spying on various 
sorcerer-kings and the activities within their cities. 


Neltor maintains a false identity as the head of a merchant house. 
He oversees a number of living and undead spies who work as his 
assistants in the merchant house. 

Neltor might cross paths with adventurers if they are ever involved 
with the sorcerer-king of a city he is in, whether they are working 
for or against the sorcerer-king. Neltor might be willing to work with 
those who wish to eliminate the magnate, while he attempts to kill 
those who work for the magnate, should they ever discover his true 


identity. 
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Kalin 


CLIMATE/TERRAIN: Subterranean 
FREQUENCY: Uncommon 
ORGANISATION: Solitary or mated pair 
ACTIVITY CYCLE: Any 

DIET: Carnivore 
INTELLIGENCE: Animal (2-4) 
TREASURE: Nil 
ALIGNMENT: Lawful Neutral 
NO. APPEARING: 1-6 
ARMOUR CLASS: 15 
MOVEMENT: 18, Cl 9 

HIT DICE: 7 


ATTACK (CMB/CMD: +7 (+10/20) 
NO. OF ATTACKS: 3 


DAMAGE/ATTACK: Id10/1d10/2d6 
SPECIAL ATTACKS: Grapple 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: L (IX long) 
MORALE: Fanatic (18) 
XP VALUE: 650 
PSIONICS: Nil, MAC 12 


Kalin are large insectoid creatures that appear to be a monstrous mix 
of spider and ant. Mottled brown to yellow chitinous plates cover 
their long bodies. Oversized, glowing eyes jut out over tremendous 
mandibles that look to be able to snap a dray in half. Its sharp- 
edged forward limbs can make deadly slashing attack, and the kalin 
are equally at home on horizontal or vertical surfaces. 

There are two types of kalin: wild kalin and kalin mounts. Kalin 
mounts are used by an elite branch of Dregoth’s templars. These 
kalin riders are as mean-tempered and aggressive as the insectoids 
they ride. Except for saddles and riders, there are no distinguishing 
features to differentiate wild kalin from those raised as mounts. 


Combat: A kalin makes three attacks in a single round of combat. 
lts two slashing limbs attack like swords, causing IdIO points of 
damage with every hit. Its crushing mandibles deliver 2d6 points 
of damage. In addition, if the bite is successful, the kalin grapples 
its victim and holds it tight (causing an additional Id6 points of 
damage per round). The next round of combat, held victims are hit 
automatically by both slashing limbs (roll damage normally, though 
no attack rolls are needed that round). A victim can break free of 
the crushing hold by making a successful CMB check. If the victim 
doesn’t break free, the slashing attack hits again automatically in 
the next round, and so on until the victim frees himself or is killed 


by the kalin. 


A kalin will ignore attacks made against it in favour of dealing 
with a victim held in its mandibles. The creature prefers to finish 
off a held victim before turning its attention to other prey. If it is 
reduced to less than half its total hit points, it will abandon the held 
victim in order to defend itself. 

Kalin have the ability to walk up cave walls and across ceilings 
due to the sticky barbs on the end of each of their long limbs. They 
can even carry riders on these trips, provided the riders are prepared 
and holding on tight. Kalin riders are trained to travel wherever the 
kalin decide to go. 

Each insectoid is able to emit a sticky strand from its thorax. Like 
a spider's web, the strand can be used to lower a kalin from the 
ceiling to the ground below. Kalin riders often use this ability to 
surprise foes (-2 to opponents’ surprise rolls). Kalin and riders that 
strike from above with surprise cause double damage in the initial 
round of combat (if they make successful attack rolls). 


Habitat/Society: Dregoth and his followers discovered the kalin 
living in the under-region when they arrived. While aggressive, the 
kalin are not as chaotic as the wall-walkers of Kragmorta. (The 
two species do seem to be enemies, however, competing for the 
same food and living space in the under-region.) The templars were 
eventually able to train a small number of kalin to serve as mounts 
for their elite warriors. 
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In addition to the 100 or so kalin in the templars. service, the 
nearby tunnels and caves are home to many wild kalin that have 
yet to be tamed. 

In the wild, kalin are solitary predators who are nomadic in 
nature. They do not establish nests except to lay eggs. Then, they 
join as mated pairs until the eggs hatch, at which time the parents 
and offspring go their separate ways. The kalin serving the templars 
of New Giustenal barely get along, as their aggressive natures make 
it difficult to have more than a few in close proximity. The pens 
where they are kept are designed to keep the creatures separate in 
order to lower the incidents of kalin attacking kalin. 

Kalin naturally live to be about five years old, reaching maturity 
in as little as six months’ time. 


Ecology: Kalin eat meat, often hunting their own food, though 
the trained kalin receive food on a daily basis. Kalin females lay 
eggs once per year, averaging IO offspring per season. Eggs hatch 
three months after being laid, and the male remains with the eggs 
throughout their incubation period. 

The second generation dray use the chitinous plates of the kalin 
to fashion armour, weapons, and tools. They rarely kill kalin for this 
purpose. Instead, they wait for mounts to die or search the nearby 
tunnels for wild kalin that have expired. 
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Kank, Wild 


CLIMATE/TERRAIN: Stony Barrens, Tablelands 
FREQUENCY: Comton 
ORGANISATION: Hive 
ACTIVITY CYCLE: Any 

DIET: Omnivore 
INTELLIGENCE: Animal (1) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: 50-500 
ARMOUR CLASS: 15 
MOVEMENT: 15 

HIT DICE: 3 

ATTACK (CMB/CMD: +3 (+4/14) 
NO. OF ATTACKS: I or 2 
DAMAGE/ATTACK: Id6 or Id6/Id8 
SPECIAL ATTACKS: Crush/poison 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: L (8 long) 
MORALE: Average (8-10) 
XP VALUE: 175 
PSIONICS: Nil, MAC 14 


Not all kanks on Athas are maintained by the nomad herdsmen. 
Many herds of kanks roam wild across the Tablelands. 

Kanks are large, docile insects with black, segmented, chitinous 
exoskeletons, covering their head, thorax and abdomen, Kanks grow 
up to eight feet in length, four feet in height, and can weigh as 
much as 400 pounds. At the front of their head, kanks sport a pair 
of sharp pincers which they use for both feeding and fighting. The 
thorax of a kank has six legs. Each leg has a strong claw at its end, 
allowing the creature to grip the surfaces it walks upon. Like most 
insects, the kank’s abdomen has no appendages and is supported 
by the rest of its body. 


Combat: When wild kanks engage in combat, it is usually the 
soldier type that is involved, as they are the best suited to fight. 
A wild soldier kank will strike with its pincers, doing Id8 points 
of damage on a successful attack. Any victim hit by a wild soldier 
kank is also injected with Class O poison (save vs. poison or be 
paralyzed in 2dI2 rounds). 

If the attack roll against a foe is 4 points higher than the target’s 
AC, the victim is also grappled; each round thereafter the victim 
suffers an extra Id6 points of crushing damage in addition to the 
normal Id8 points of damage and poison attack in the first round. 
Breaking free from the grapple of a kank requires a CMB check at 
a -2 penalty. Companions of the victim may attempt to free him 
by attacking the kank’s pincers. A total of 5 points of damage is all 
that is required to loose the victim. 


- Exon. 


Habitat/Society: Being insects, wild kanks organize themselves into 
hives, each consisting of soldiers, food producers, and brood queens. 
The soldiers serve as the hive workers, collecting materials which can 
be used to build nests for the brood queens, as well as the protectors 
of the queens and food producers. Soldiers also gather food for the 
adult members of the hive. This food takes the form of most types 
of leaves and fronds, and an occasional animal. 

Food producing kanks secret large, melon-sized globules of green 
honey which is used to the feed the young of the hive. These 
globules are stored on the abdomens of the food producers, and 
when food is sources are limited, are used to feed the older members 
of the hive as well as the young. 

Brood queens are the members of the hive that produce eggs, 
usually in batches of 20 to 50. Once the brood queens have laid 
their eggs, it is the soldiers duty to fiercely defend the area until 
the eggs hatch. 

Wild kanks generally choose an area for egg laying where there is 
an abundant amount of available vegetation for food. 


Ecology: The honey globules produced by food-producing kanks are 
very sweet and fetch a high price when used in trade and barter. 
They can sustain a man for several days with no other means of 
nourishment. 

Kank exoskeleton can be used as armour when cleaned, but is 
very brittle and has a 20% chance of breaking whenever hit by a 
weapon. A much more common use of kank exoskeleton is in the 
construction of chitin golems, automatons created by powerful defiler 
wizards. 


180 


Kes'trekel 


CLIMATE/TERRAIN: Any 
FREQUENCY: Uncommon 
ORGANISATION: Flock 
ACTIVITY CYCLE: Day 

DIET: Carnivore 
INTELLIGENCE: Animal (I) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: 3-30 
ARMOUR CLASS: 14 
MOVEMENT: I, Fl 24 (C) 
HIT DICE: I+2 
ATTACK (CMB/CMD: +I (+1/I0) 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: Id4+I 
SPECIAL ATTACKS: Flock attack 
SPECIAL DEFENCES: Nil 
MAGIC RESISTANCE: Nil 

SIZE: S (T tall) 
MORALE: Unsteady (5-7) 
XP VALUE: 35 
PSIONICS: Varies, MAC 13 


The scourge of the Tablelands, kes'trekel are vile birds that feast 
upon desert carrion. Although they are weak and cowardly in small 
groups, kes’trekel can become a devastating force in larger numbers. 
Kes'trekel are scrawny, with black plumage graying from constant 
exposure. The only spot of colour is on the head, where vivid 
crimson stands out like the blood it resembles. Standing barely a 
foot tall on taloned feet, kes’trekel are vulnerable on the ground. In 
the air however, their 3-foot wing span is enough to carry it aloft. 
Kes’trekel communicate among themselves through calls and 
guttural squawks. They make no attempt to learn other languages. 


Combat: Alone, kes’trekel are more nuisance than threat. Their 
claws, made more for rending already rotting flesh than fresh meat, 
cause Id4+I points of damage. Foes in motion scare them off. 

In groups kes’trekel are more fearsome. For every two kes’trekel 
present over five, they gain a +I to their Morale. Multiple kes’trekel 
swarm about their targets like insects, making deadly strafing attacks. 
Instead of an attack roll for each individual kes’trekel, make a 
single attack roll and a single damage roll for the group. Every two 
kes'trekel present over five confer an additional +I to the attack 
and damage rolls. For example, a character attacked by a flock of 
25 kes'trekel would be hit at +10 and receive Id4+II damage and 
each kes’trekel would fail a Morale check only if a 13-15 is rolled. 

In groups of 20 or more, kes’trekels’ minuscule brains can link 
together to produce the aversion psionic power. The flock maintains 
this power as a group, having a combined PSP total equal to the 
number present, with a power check of +5. For every kes’trekel in 
the group over 20, the power check increases by +I. 


Kes’trekels are extremely territorial, using their aversion power to 


scare trespassers from nest areas. Each kes’trekel receives a +4 to its 
Morale check when defending its home. 


Habitat/Society: Kes’trekel congregate in flocks, adopting mates 
only long enough to reproduce. A female lays Id4+2 eggs each year. 
She stays with the nest for one month until the eggs hatch and two 
more months while the young mature. 

Kes’trekel flocks are not migratory, preferring to inhabit their 
particular region for centuries if the elements allow. The nests they 
build in the available crags and trees are temporary, used but once 
per set of offspring, 

When defending their home regions, kes’trekel cooperate as a 
flock, raining a veritable torrent of pecks and scratches upon any 
who dare invade. 


Ecology: Wild kes’trekel are impossible to domesticate. Those 
hatched from stolen eggs make excellent watch birds. In such cases, 
the kes’trekels’ cowardly nature loses out to their defensive nature. 
Many merchants rely on the squawked warnings of their avian 
sentinels. In Nibenay, kes’trekel eggs are considered a delicacy, 
provided the eggs are procured and eaten within two weeks of being 
laid. As expected, such versatility makes kes’trekel eggs an expensive 
commodity. 

Kes’trekel detect prey with a dual combination of senses. The 
stench of death carries far across the blistering desert winds. Kes’trekel 
olfactory glands are more than adequate to pick up the scent. Once 
airborne, they depend on keen eyesight to locate their decaying 
meals. Some barbaric customs in the Ringing Mountains involve 
eating the eyes of recently dead kes’trekel to imbue the consumer 
with better vision. Such rituals are ineffective, but sometimes myth 
and tradition are stronger than logic. 

Feral kes’trekel have a life span of approximately I5 years. 
Domestic kes’trekel sometimes live as long as 25 years. 
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Kirre 


CLIMATE/TERRAIN: Forest Ridge 
FREQUENCY: Rare 
ORGANISATION: Pack 
ACTIVITY CYCLE: Day 

DIET: Carnivore 
INTELLIGENCE: Low (5-7) 
TREASURE: Nil (A) 
ALIGNMENT: Neutral 
NO. APPEARING: I 
ARMOUR CLASS: 13 
MOVEMENT: 15 

HIT DICE: 6+6 
ATTACK (CMB/CMD: +7 (+8/20) 


NO. OF ATTACKS: 7 
DAMAGE/ATTACK: 1d4 (x4)/Id6 (x2)/1d8 


SPECIAL ATTACKS: Psionics 

SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: L (8° long) 

MORALE: Elite (13-14) 

XP VALUE: 650 

PSIONICS: +7, PSPs 100, MAC 15 


Powers: awe, detect life, id insinuation, intellect fortress, levitation, 
project force, soften, psionic blast, psychic crush, thought shield, 
tower of iron will 


The kirre is one of the more vicious animals of the forests and 
jungles of Athas. Resembling a tiger in many ways, the kirre is a 
beast not to be trifled with. 

The kirre is eight feet in length and has eight legs, each ending 
in paws which sport very sharp claws. The kirre also has large horns 
on either sides of its head and a barbed tail spike. The mouth of 
the kirre is large and has sharp, canines, which are used mostly for 
tearing food. 

The kirre is a fur-covered animal with colouration similar to a 
tiger (both are striped). But where are a tiger is striped in black 
and orange, the kirre is striped in brown and grey. This colouration 
is consistent all over the kirre’s body, with the exception of its face, 
which is all grey. The yellow eyes of this creature against the dark 
grey fur of its face create a fearsome appearance. 


Combat: Kirre are quick in combat, receiving only a +3 initiative 
modifier, instead of the normal +6 for Large creatures. 

A kirre can attack up to seven times per round. It first attacks 
with its foremost claws (Id4 damage), followed by its bite (Id6 
damage) and horn attack (Id8 damage). It then attacks with its 
secondary claws (Id4 damage) and its tail (Id6 damage). 

Like many of the creatures of the Athas, kirres have natural 
psionic powers. Instead of its multiple attacks, each round the kirre 
can use one of its psionic powers. 


The kirre has natural telepathic defence powers that are always 


considered to be “on”. These provide it with a powerful defence 
against psionic opponents (assuming the kirre has enough PSPs). 


Habitat/Society: Kirres are normally solitary creatures, until the 
approach of their mating season, at which time a male and female 
will join and produce offspring. Kirre litters number from three to 
five young. Kirres are mammals, and females produce milk for their 
young. Young kirres survive on milk for the first five months, at 
which point they begin to eat solid food such as small forest animals 
and other mammals. 

When the female is ready to give birth, both she and her mate 
will make a den in a remote area of the forest where they will be 
unlikely to be disturbed. During the first five months after birth, 
both the male and female protect their den ferociously, attempting 
to kill any creature who threatens their young. 


Ecology: Kirre are a favourite game of many hunting tribes of races 
who live in the forests of Athas. The meat from kirres is some of 
the finest on all of Athas, and it is sought after by many. Aside 
from a source of food, the kirre also has other uses when killed. The 
ivory from a kirre’s horns and tail spike can be used to craft bone 
piercing weapons that are treated as steel weapons in terms of attack 
and damage rolls (but are still considered inferior weapons for the 
purpose of weapon breakage). 
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Klar 


CLIMATE/TERRAIN: Mekillot Mountains 
FREQUENCY: Rare 
ORGANISATION: Family 
ACTIVITY CYCLE: Night 
DIET: Carnivore 
INTELLIGENCE: Low (5-7) 
TREASURE: Nil 
ALIGNMENT: Neutral Evil 
NO. APPEARING: I-2 
ARMOUR CLASS: 18 
MOVEMENT: 15 

HIT DICE: II+2 


ATTACK (CMB/CMD: +11 (+15/25) 
NO. OF ATTACKS: 3 


DAMAGE/ATTACK: Id8+I/Id8+I/IdIO 
SPECIAL ATTACKS: Crushing hug 
SPECIAL DEFENCES: Nil 
MAGIC RESISTANCE: Nil 
SIZE: L (9 tall) 
MORALE: Champion (15-16) 
XP VALUE: Adults: 6,000 
Young: 650 
PSIONICS: +12, PSPs 45, MAC 15 


Powers: ballistic attack, cause sleep, control body, control sound, 
detect life, domination, ego whip, inertial barrier, intellect fortress, 
invincible foes, mental barrier, mind blank, mind thrust, mindlink, 
photosynthesis, psychic crush, telekinesis 


The klar looks like a large kodiak bear with a head a little too large 
for the body. Its back is covered with a chitinous plate It has a thick, 
stump of a tail that aids its balance when it stands erect. 

The klar towers over most Athasian fauna when standing fully 
erect. Its thick, sandy fur grows as much as six inches long. It moves 
about on all fours but its arms reach the ground when erect. 

Klars communicate through growls, though they use psionics 
when they wish to be silent or contact each other over distances. 
They have never attempted to speak with humans or demihumans, 
assuming them to be too stupid. The few who have bothered to 
investigate the town of Salt View are beginning to change their views 
about the humans and their kind. Several psionicists have contacted 
klar and were able to communicate before being ripped to shreds. 


Combat: The klar readily uses its psionics in battle, preferring to 
scare opponents by employing invincible foes or ego whip. In melee, 
a klar buffets and slashes with its two paws for Id8+I damage 
with each. Two successful hits in one round means that the target 
is caught in a powerful hug, causing 2d10 damage plus one for 
each point of the victim’s AC below 20 (ACs over 20 means less 
damage). A successful CMB check halves this. 


The klar is fond of playing with its food, so often releases its 
victim after a single crush and tries again the next round. A klar 
that is losing its battle maintains its hold until it or the victim is 
dead. A held character can break free with a successful bend bars/ 
lift gates roll. The klar’s final attack is a vicious snap with its jaws 
that causes IdIO damage. 

If encountered in its lair, the klar is likely to have I-2 young 
present (but never more young than adults). These young have AC 
16, Id6+2 HD, cause half damage with any given attack, have no 
hug attack, and do not possess enough psionic potential to use their 
abilities in combat. The klar fight ferociously to protect their young, 


Habitat/Society: The klar is not particularly territorial. It is confident 
enough to know it can find a home anywhere in the mountains by 
killing other cave-dwellers. In the first several years of a klar’s life, 
its intense psionic potential tends to overpower its young, untrained 
mind. An adolescent klar occasionally annihilates its own brain. As 
a result, the klar grow fierce when trespassers invade while young are 
maturing. The klar fears that moving the den will upset the youth. 
The life span of a klar ranges from 60-100 years. 


Ecology: Most creatures avoid klar caves for obvious reasons. Those 
brave enough to face a klar, and powerful enough to slay it, can earn 
quite a sum by taking the skin to a tanner. The klar’s fur is AC I5 
but its shell is impossible to shape without magical aid. 
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Kluzd 


CLIMATE/TERRAIN: Mud Flats 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Night 
DIET: Carnivore 
INTELLIGENCE: Animal (1) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: I-2 
ARMOUR CLASS: 18 (12) 
MOVEMENT: 12, Br 12 
HIT DICE: 4 
ATTACK (CMB/CMD: +4 (+5/16) 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: Id8 
SPECIAL ATTACKS: Suffocation 
SPECIAL DEFENCES: Nil 
MAGIC RESISTANCE: Nil 

SIZE: L (I0 long) 
MORALE: Elite (14) 
XP VALUE: 270 
PSIONICS: Nil, MAC II 


Kluzd are snake-like reptiles that inhabit mudflats and other muddy 
areas. They are about ten feet long and two to three feet in diameter. 
They can swallow a grown man whole, although this results in a 
strange, almost comical, bulge in the centre of their bodies. 

Male kluzd have a distinctive turquoise and white colouration 
about their head and neck area. Females do not share these bright 
colours; their bodies are sandy brown flecked with black along their 
entire length. All kluzd have a series of elongated, feather-like scales 
around the back of their heads. These flare out to form a large fan 
when the creature is angered, a primitive mechanism to make it 
appear larger to its animal opponents. 

Kluzd have mere animal intelligence. They can communicate with 
each other only in a most rudimentary fashion or through magical 
or psionic means. 


Combat: When a kluzd senses something moving along the surface 
of its mud-patch, it swims toward the object and attacks with needle- 
sharp, barbed teeth (damage Id8). A kluzd can burrow through 
mud quickly. It cannot burrow through dry dirt or sand. 

Also, in each round a kluzd will attempt to grapple with a CMB 
check, attacking whatever portion of the target is beneath the surface 
of the mud - in the case of a man, this is usually a leg. Once 
grappled, the victim must make a CMB check each round. If the 
roll is failed, the victim is pulled or kept under the surface of the 
mud for the entire round. If the roll is successful, the victim doesn’t 
manage to break free, but does reach the surface of the mud to 
take a breath. 


CY, 


Aoi 


If the victim rolls a second CMB check at a -I0 penalty, he 
breaks free and can flee through the mud for that entire round. 

A victim that is held under the mud must hold his breath or 
risk suffocation - see the rules for this in the Player’s Handbook. 
The victim is unable to defend himself with normal weapons or 
attacks while being held beneath the mud, although he can employ 
psionic powers. Once the first victim dies, the kluzd will swallow it 
whole, then submerge to the bottom of the mud and leave any other 
creatures alone while it feeds. 


Habitat/Society: Most often, the kluzd is well-protected by its 
muddy environment; few native predators can submerge themselves 
in the thick muck to hunt them. Kluzd will only leave the safety of 
their mud pools when these areas dry out completely. The creatures 
are far more vulnerable when forced onto the surface of the mud 
flat. A kluzd will travel in a straight line away from its evaporated 
burrow in search of a new one - those that don’t locate a new mud 
hole within four days will themselves dry out and perish. 


Ecology: Kluzd mate when their mudflats dry across the surface to 
become a broken, hard crust. The female lays a clutch of eggs (Id8 
in number) that will hatch and grow to full size in six weeks. Until 
the young leave the mud pond, their parents will protect them. The 
young do not hunt. Rather the parents attack creatures that cross 
the dried surface of the mud flat, dragging them under to feed their 
children. 
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CLIMATE/TERRAIN: Any desert 
FREQUENCY: Very Rare 
ORGANISATION: Family 
ACTIVITY CYCLE: Day 
DIET: Omnivore 
INTELLIGENCE: Animal (I) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: 1-4 
ARMOUR CLASS: 22 
MOVEMENT: 9 

HIT DICE: 32 


ATTACK (CMB/CMD: +32 (436/46) 
NO. OF ATTACKS: 2 


DAMAGE/ATTACK: 2d10/6d8 
SPECIAL ATTACKS: Trample 
SPECIAL DEFENCES: Pain immunity 
MAGIC RESISTANCE: Nil 

SIZE: G (120’ long) 
MORALE: Champion (15-16) 
XP VALUE: 10,000 
PSIONICS: Nil, MAC 10 


The korinth is possible the largest lizard on Athas. A colossal 
monstrosity, some 120 feet in length, its dark grey shell looks like 
an outcropping of volcanic rock in the midst of the yellow desert. 
Immense spines line its back, each 25 feet in height, broad and 
solid. The beast weighs 75 tons or more and simply ignores most 
predators under the Dark Sun. Only the mightiest drakes, cloud 
rays, or the Dragon itself have a hope of causing the korinth any 
harm. 

In addition to its immense jaws and broad, splayed feet, the 
korinth also has a huge tail that it drags through the desert behind 
it. It uses this tail to devastating effect when needed. Most foes, 
however, are simply crushed beneath its bulk. 

The city-state of Draj (in proximity to which most korinth dwell) 
use the creatures as mobile fortresses, carving out chambers within 
the spines atop the korinth’s back. 


Combat: If threatened, the korinth bites with its jaws for 2dI0 
damage and swipes with its tail for 6d8 damage. The tail is an area 
effect attack, striking all targets within a 90-degree arc behind the 
korinth, to a distance of 60 feet. 

The korinth’s response to most opponents, however, is to simply 
walk over them. This trampling attack deals Gd10 damage to anything 
within the korinth’s path of Huge size or smaller. There is no saving 
throw against this attack - the target either moves or is crushed. 

Korinths are extremely resistant to pain. They are immune to any 
attack or effect that specifically relies upon pain (psionic, magical, or 
otherwise) and never suffer pain-related penalties of any sort. 


Habitat/Society: Korinths roam the deserts around the city-state 
of Draj, in small family groups. Their numbers are considerably 


depleted, as they have been captured and pressed into service by 
the Draji, with a predictable amount of attrition. 

Nevertheless, korinths remain a force to be reckoned with in the 
northern Tablelands. Almost nothing can stand in their way, few 
creatures threaten them, and korinth mating rituals are things of 
wonder, terror, and earth-shaking endurance that have to be seen 


to be believed. 


Ecology: The korinth is a true “apex herbivore”. It eats what it 
wants, when it wants, and entire ecosystems spring up around their 
megalithic droppings. 

To the folk of the Tablelands, and the Draji in particular, the 
korinth is a beast of war, a living fortification that can house dozens 
of warriors. Catacomb-like chambers are carved into the great spires 
that rise out of its shell, housing troops, gear, and even weapon 
emplacements. 

An adult korinth will have 2d4 spines on its back of sufficient 
size and durability to allow for excavation. Each is about the size 
of a siege tower, and can hold a similar amount of troops and 
weaponry. 

A psionic commander is required to control and guide the 
korinth. This, thankfully, is not a difficult task, as korinths are weak- 
minded and susceptible to psionic influence. 
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Krag 


CLIMATE/TERRAIN: Special 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 

DIET: Nil 
INTELLIGENCE: Exceptional (15-16) 
TREASURE: G 
ALIGNMENT: Chaotic Evil 
NO. APPEARING: I 
ARMOUR CLASS: 16 
MOVEMENT: 12 

HIT DICE: II 


ATTACK (CMB/CMD: 
NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 


+11 (411/21) 

I or 2 

By weapon or Id6/Id6 

By type, elemental transfusion 


SPECIAL DEFENCES: Psionics 

MAGIC RESISTANCE: 20% 

SIZE: M (5-7 tall) 

MORALE: Champion (15) 

XP VALUE: 5,000 + 600 for magma krags 
PSIONICS: +13, PSPs 120, MAC 15 


Powers: all-round vision, animate object, animate shadow, 
ballistic attack, combat mind, danger sense, ego whip, id insinuation, 
intellect fortress, know course, know location, mental barrier, mind 
blank, mind thrust, psionic blast, psychic crush, radial navigation, 
scrying, synesthete, telekinesis, thought shield, tower of iron will 


Krags are undead created when a cleric aligned to an element or 
paraelement dies in the medium diametrically opposed to his own, 
such as a fire cleric drowning in water. The anguish and trauma of 
dying to the very force he devoted his life to opposing is sometimes 
enough to transform a cleric into a wicked and bitter undead. The 
elemental lords of the new power quickly enslave such an undead 
cleric to their service. Krags become infused with elemental power, 
but are tortured by it, spending their unlives in anger, pain, and 
hatred. 

Not all elements and paraelements have opponents in this sense, 
but a general rule is that if one element can destroy or change 
another, the two are diametrically opposed. Of the eight, water is 
the element with the most powers aligned against it. The entries 
should be read both ways. If fire is opposed to water, then water is 
opposed to fire. 


Opposin g Elements Table 


Element Opposition Element Opposition 
Earth Magma Silt Water 
Àir Sun Sun Water, air, rain 
Fire Water Rain Silt, sun 


Water Water, earth 


Fire, sun, silt magma Magma 


Krags look much like the individuals they were created from, 
except that they also take on the appearance of the element that 
killed them. A silt-krag, for instance, would have dry leathery skin 
and choking dust would constantly fall from its mouth, nose, and 
ears. À magma-krag, on the other hand, would be a mass of dripping, 


molten earth. 


Combat: Krags can use weapons or their claws in melee. They 
can also deliver an elemental transfusion through their bite which 
poisons the victim’s blood with the krag’s element. The bite causes 
2d6 points of damage if it hits. A bitten character must make a 
saving throw versus death, or his blood will slowly turn into the krag’s 
element. As the blood changes, the victim suffers Id4 additional 
points of damage per round. If death results, there is a 45% chance 
that the victim will become a kragling in Id4 days. This infection 
counts as a poison or a disease for purposes of countering, so sweet 
water or even a cure disease spell will halt the process instantly. 
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Krags also gain complete immunity to their element. They can’t 
be affected or harmed by it in any way. Twice per day, the undead 
can exercise control over its element. This is limited to I cubic 
foot of material per Hit Die of the krag. Each element may be 
manipulated however the krag desires, but the attacks listed below 
are the most common: 

Magma jet: The cone is I foot wide at the base, II feet long, 
and II feet wide at the end. Anything hit by the magma takes 
IId6 points of damage. The victim takes IOd6 on the next round, 
9d6 on the third, and so on until he is either incinerated or the 
molten earth is extinguished or removed. This damage is halved if a 
character makes a saving, throw versus breath weapon. 

Sun beam: A sun beam is 22 feet long and can strike targets 
in a straight line from the creature’s hand to the end of the beam. 
Anything in the path must make a save versus breath weapon. 
Failure inflicts IId6 points of damage and may set combustible 
materials on fire. A successful save halves this damage. 

Silt storm: Silt krags generally use cunning and traps instead 
of direct attacks. A favourite tactic is to create a storm 22 feet in 
diameter around potential prey, then attack in the confusion with 
claws and bite. Anyone caught in a silt storm receives a -2 penalty 
to attack, damage, save, and initiative rolls. 

Lightning bolt: Rain krags use lightning as their weapon of 
choice. This acts exactly as a lightning bolt spell, causing IId6 
points of damage to anyone hit by it (half if save is successful). 

Flame strike: A swath of flame leaps from the krag’s mouth and 
bathes anyone within its cone in elemental fire for IId6 points of 
damage. The cone is I foot wide at the base, II feet long, and II 
feet wide at the end. 


Water jet: Water krags have the ability to create water inside a 
victim’s lungs. The krag can affect up to II individuals, and each 
must make a save versus death magic. Failure means that they have 
failed to expel the fluid and drown in a number of rounds equal to 
1/3 their Constitution (round up). Only cure spells or magic that 
can remove water will save a character. 

Shower of stone: Earth krags can form huge chunks of rocky 
earth out of the land and use them to slam into opponents. Every 
victim in an II-foot radius of the shower’s centre takes IId6 points 
of damage, half if a save versus breath weapon is made. 

Cyclone: Air krags typically create a cyclone with an II-foot 
radius. The cyclone can attack aerial creatures. It whips up debris 
and causes IId6 points of damage. A save versus breath weapon 
halves this damage. 

Any attack form using of a krag’s original element does double 
damage. A silt krag that once served the plane of water, for instance, 
would take double damage from any water-based spell. Also, a cleric 
of the krag’s current power gains +2 to turn them, though they may 
never control them. Priests of the original power are at -2. 


Habitat/Society: Krags haunt the area they were killed in and 
remain only to harm those who enter their lands. Most actively seek 
to make an army of kraglings to keep them company, especially if 
they can bring down a creature of the same race as they were in life. 


Ecology: Krags are rare on Athas, though they are more common 
around places such as the Silt Sea. They can also be found wherever 
one element threatens another and clerics are sent to protect their 
patron. 
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Lesser Greater 
CLIMATE/TERRAIN: Special Special 
FREQUENCY: Very Rare Very Rare 
ORGANISATION: Band Band 
ACTIVITY CYCLE: = Any Any 
DIET: Nil Nil 
INTELLIGENCE: Low to Average Low to Average 
(5-10) (5-10) 
TREASURE: Q Q 
ALIGNMENT: Chaotic Evil Chaotic Evil 
NO. APPEARING: I-12 I-12 
ARMOUR CLASS: 14 12 
MOVEMENT: 12 12 
HIT DICE: 3 5 
ATTACK (CMB/CMD): +3 (+3/13) +5 (+5/15) 
NO. OF ATTACKS: 3 3 
DAMAGE/ATTACK: — 1d4/Id4/IdI0 Id6/Id6/2d10 
SPECIAL ATTACKS: Elemental Elemental 
transfusion transfusion 
SPECIAL DEFENCES: Nil Nil 
MAGIC RESISTANCE: Nil Nil 
SIZE: S-M (3-7 S-M (3-7 
tall) tall) 
MORALE: Steady (11-12) Steady (11-12) 
XP VALUE: 175 420 
PSIONICS: +5, PSPs 60, MAC 12 


Powers: attraction, detect life, ego whip, id insinuation, mind 
blank, mindlink, precognition, synesthete, thought shield 


Kraglings are creatures who have perished from the elemental 
transfusion attack of a krag. Anything that dies in this manner has 
a 45% chance of coming back as a kragling in 1d4 days. Kraglings, 
like the krags who created them, are undead creatures. They come 
in two versions: lesser kraglings and greater kraglings. Both types are 
described below. 

Kraglings look like skeletal versions of their living forms, though 
they also take on the appearance of their makers element. Sun 
kraglings have baked and brittle-looking bones that reflect any 
ambient light, while rain kragling’s bones are covered with slimy 
fungus or dripping moulds. Other types should follow a similar type 
of appearance, based on the controlling element or paraelement. 

Any creature can become a kragling if it was killed by the 
elemental transfusion of a krag. Silt spawn, humanoids, demihumans, 
humans, and even non-humanoid monsters are all subject to the 
transfusion attack of a krag and thus can become kraglings. What 


type of kragling and how powerful it is depends on the creature's 
Hit Dice. 


Greater kraglings are created when creatures with more than 4 Hit 


Dice are killed by a krag’s elemental transfusion. Lesser kraglings are 
created via the same process, though the creatures must have less 
than 4 Hit Dice to fall into this weaker category. 

Kraglings can communicate with beings of their new element 
and can also speak whatever languages they knew in life. They can 
communicate with the krags who created them through a special 
psionic link. 


Combat: Kraglings attack by claws or whatever other natural 
appendages they might have. Even creatures who did not have 
claws in life will develop them when they become kraglings. Lesser 
kraglings cause Id4 points of damage with each successful claw 
strike, while greater kraglings cause Id6 points of damage. Greater 
kraglings may occasionally use weapons, though those of magma or 
fire will not, since their touch eventually destroys most materials. 

The kragling’s special attack is a lesser version of the krag’s 
elemental transfusion delivered with the monsters bite. The effects 
of the elemental transfusion are in addition to the normal damage 
caused by the bite (IdIO for lesser kraglings, 2dIO for greater 
kraglings). 

In the case of the kragling, the elemental transfusion produces 
much more of a local effect. A magma kragling’s bite, for instance, 
leaves a steaming wound spattered with molten stone. The bite of 
a water kragling causes the wound to swell and burst with excess 
moisture. A fire kragling’s bite leaves a scorched wound. They can’t 
create other kraglings using this attack. 
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The elemental transfusion of a kragling has the following affect, 
depending on whether or not the victim made a saving throw versus 
death magic. For a lesser kragling, a save means that no additional 
effect is evident, while a failed save causes Id4 points of additional 
damage from the transfusion. For a greater kragling, the transfusion 
causes Id6 points of additional damage. A successful save cuts the 
damage in half. 

Kraglings have no control over the elements they are tied to. They 
are immune to their patron element and are adversely affected by 
diametrically opposed powers Gust like the krags who created them). 
As with krags, priests receive a +2 bonus to turn kraglings of the 
same element. 

When destroyed by the turning ability of a cleric, a kragling 
collapses into a pile of bones and the element it is tied to. In this 
case, the kragling is completely destroyed. When destroyed by spells 
or combat, a kragling will reform in IdI2 days and return to the 
service of its krag master. 


Habitat/Society: Kraglings of low intelligence tend to mimic the 
actions they performed when they were alive. Kragling zhackals, 
or instance, continue to roam about the krag’s lair and hunt for 
food, even though they no longer need to eat. Kraglings with more 
intelligence know what they are and remember their painful deaths. 


Though they are aware of their actions and may even be opposed 
to them, the krag exercises complete control over the minds and 
bodies of the kraglings it created, and can command them at any 
time. Typical directions given to kraglings by the krags who control 
them include protecting the region around the krag’s lair and the lair 
itself, seeking out other victims ripe for transformation into kraglings, 
and watching for signs of powerful intruders - especially intruders 
aligned to a krag’s opposite element. 

Kraglings of different species under the control of a specific krag 
tend to form bonds similar to clutchmates of living creatures. Even 
creatures that were enemies in life find a common bond as kraglings 
under a specific krag. 


Ecology: Kraglings don’t need to eat or sleep, though many will 
continue to pass food through their skeletal ribs in a pathetic 
mockery of their former lives. When not stalking prey, a kragling will 
almost always be found in the vicinity of its master, and more times 
than not in the company of other kraglings. 
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Kreel 


CLIMATE/TERRAIN: The Last Sea 
FREQUENCY: Uncommon 
ORGANISATION: School 
ACTIVITY CYCLE: Day 

DIET: Herbivore 
INTELLIGENCE: Animal (1) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: 2-20 (1-4 in the wild) 
ARMOUR CLASS: 13 
MOVEMENT: Sw 12 

HIT DICE: 3 
ATTACK (CMB/CMD: +3 (+3/13) 


NO. OF ATTACKS: I 


DAMAGE/ATTACK: Id6 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: M (4-6 long) 
MORALE: Unsteady (7) 
XP VALUE: 65 
PSIONICS: Nil, MAC 12 


Kreel are large domesticated eels that lizard men use both as a 
source of food and as beasts of burden. When mature, they range 
from four to six feet long, and can be up to one foot in diameter. 

Their colouration changes in a chameleon-like way to help 
camouflage them against their background. When near the surface 
of the sea, their backs turn blue-green and their bellies white. This 
helps to protect them from predators both above and below. When 
nearer the bottom of the sea, they become entirely dark, blending 
in with the sea bed. 


Combat: Kreel are peaceful creatures, and they will only fight to 
defend themselves. They are incapable of using group tactics to fend 
off predators, tending to rely upon their camouflaging abilities to 
hide from such creatures. 

When cornered, kreel will retaliate, but even then they will flee 
at the first opportunity. They often use their relative slimness to 
slip into places in the sea floor where predators cannot fit. A kreel 
caught by a shark in open waters, however, is an easy meal. 


Habitat/Society: While a few kreel can be found swimming wild 
in Marnita, most belong to flocks tended by pairs of lizard men 
kreelherders. These lizard men ensure that the flock is well fed on 
the kelp growing wild throughout the sea and that it is safe from 
any wandering predators. Long-time kreel-herders carry the scars of 
many battles with sharks, and some even tell of seeing, the legendary 
squark. 


Ecology: Down through the centuries, even rudimentary cunning has 
been bred out of the kreel. After all, sneaky creatures are difficult to 
care for. There is little doubt that, were the lizard men to abandon 
them, the kreel would be hunted to extinction by their natural 
enemies within a very short period of time. 

Kreel graze on wild kelp, easily available just about anywhere in 
Marnita. Their meat is tasty (at least to lizard men), and their hides 
are extremely useful in all sorts of ways. They are the basis of the 
lizard man culture in the Last Sea, for without them the reptilian 
humanoids would be forced to look elsewhere for a large portion of 
their meals. 
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Lask 


CLIMATE/TERRAIN: Rocky Badlands Individual lasks often join larger raiding tribes and bands of 
d outlaws, lending their strength and battle-hunger to group. These 
FREQUENCY: Yey Rare : lasks can soon find themselves in leadership positions, to which they 
ORGANISATION: Solitary or family are often unsuited. 
ACTIVITY CYCLE: Day 
DIET: O 7 Ecology: As one of the New Races, lasks have yet to find their 
` pices place in the ecology of Athas. They are another drain on the world’s 
INTELLIGENCE: Average (8-10) resources, returning little to the environment save their bones, and 
TREASURE: P (D) using far more than they contribute. It remains to be seen whether 
ALIGNMENT A lasks, as a species, have any future at all under the crimson sun. 
: ny 
NO. APPEARING: I or 2-8 
ARMOUR CLASS: 13 
MOVEMENT: 12 
HIT DICE: 3 


ATTACK (CMB/CMD: +3 (+5/15) 

NO. OF ATTACKS: 2 or by weapon 
DAMAGE/ATTACK: 1d4/1d4 or by weapon +2 
SPECIAL ATTACKS: Nil 

SPECIAL DEFENCES: Camouflage 

MAGIC RESISTANCE: Nil 


SIZE: M (6 tall) 
MORALE: Steady (11-12) 
XP VALUE: 120 

PSIONICS: Varies, MAC II 


The lask is one of the so-called New Races that appear from time 
to time out of the deep desert. Enough of them have filtered out 
into the Tablelands to be recognised as an independent species, 
although they teeter on the edge of extinction with each death that 
claims one of their number. 

A lask is a hairless humanoid, massive and muscled, with a 
mottled orange and grey hide, a muzzle with fangs that curve a “\\ 
inward like an insect’s pincers. Its head is flat, with a ring PS 
of tiny horns crowning its bald pate. A lask’s lanky arms 
end in three-fingered, clawed hands. 


Combat: Lasks attack with savage 
force, either slashing with their 
claws or wielding a weapon in 
both hands for a powerful 
strike (dealing +2 damage). 
The lask’s hide makes it 
well-suited to camouflage in the 
desert environment. When in 
stony barrens and rocky badlands, 
a lask gains a +4 (or +20% 
bonus) to any roll to conceal 
itself. Opponents of the lask suffer 
a -4 penalty to their surprise rolls. 


Habitat/Society: Lasks are too rare to have built a true society. 


They roam the rocky badlands in small family groups, scraping 
together a living from hunting, farming, and the occasional raid. 
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Lawkeepers 


Proctor Lawkeeper Lawkeeper Efkenu 

CLIMATE/TERRAIN: Saragar Saragar Saragar 
FREQUENCY: Uncommon Rare Unique 
ORGANISATION: Patrol Patrol Solitary 
ACTIVITY CYCLE: Any Any Day 
DIET: Omnivore Omnivore Omnivore 
INTELLIGENCE: High (13-14) Exceptional (15-16) Genius (18) 
TREASURE: Nil Nil Nil 
ALIGNMENT: Lawful Neutral Lawful Neutral Lawful Neutral 
NO. APPEARING: 2-8 1-4 I 
ARMOUR CLASS: I6 16 I7 
MOVEMENT: 12 12 12 
HIT DICE: 3-10 II+ FI2/Psi13 
ATTACK (CMB/CMD: +3 (+3/13) to +8 (+9/19) +9 (+10/20) +14 (+11/22) 
NO. OF ATTACKS: I I 3/2 
DAMAGE/ATTACK: Id8+I Id8+I Id8+5 
SPECIAL ATTACKS: Psionics Psionics Psionics 
SPECIAL DEFENCES: Psionics Psionics Psionics 
MAGIC RESISTANCE: Nil Nil Nil 
SIZE: M (6 tall average) M (6 tall average) M (6 tall) 
MORALE: Elite (13-14) Champion (15-16) Fanatic (18) 
XP VALUE: 120+ 2,000+ 5,000 
PSIONICS: Varies, MAC II Varies, MAC 14 See below 

Powers: Varies Varies See below 


The lawkeepers of Saragar follow the ancient tradition of the 
governments of the ancient cities long before the end of the Green 
Age. The head of the government is the lawmaker. In the case of 
modern Saragar, capital of the Lands of the Last Sea, the Mind 
Lords share this position jointly. They create laws, ideally for the 
good of the people, and it is then up to the lawkeepers to ensure 
that these laws are enforced. 

Lawmakers dress in thin white, knee-length robes underneath 
which they wear well-wrought chain-mail tunics, the kind of which 
are almost unheard of anywhere else on Athas. They also carry 
metal long swords and wooden shields banded with metal. Any 
single set of these items might be worth a king’s ransom outside of 
the valley of the Last Sea, but here they are simply badges of office 
that all lawkeepers bear. 

The body of lawkeepers come in two ranks: the rank and file 
are known as proctors; their leaders are simply called lawkeepers. 
Proctors are the men and women who patrol the streets of the city, 
always on the lookout for the slightest transgression against the law. 

The other lawkeepers are their superiors, and they deal only with 
the most serious of cases. They are often called in when proctors 
at the scene decide that they need help. Above all of these is 
Lawkeeper Efkenu, the de facto ruler of the city when the Mind 


Lords cannot be bothered to put in an appearance. 


Combat: Lawkeepers strike with their longswords or use psionic 
powers appropriate to their level. Most proctors know Id4 telepathic 
attack and defence powers, and 2d4 other powers from all disciplines. 
Their lawkeeper superiors know all telepathic attack and defence 
powers, and 2d6 other powers. 

The average proctor has the following ability scores: S 13, D 10, 
C 12,1 14, W 16, Ch I0. 

The average lawkeeper has the following ability scores: S 14, D 
12, C 14, I 16, W 18, Ch 12. 


Habitat/Society: All lawkeepers are lawful neutral in alignment. 
This means that they will uphold the letter of the Mind Lords’ laws 
no matter what. They are obligated to do this even if the result flies 
in the face of common sense. lt is not their job to determine what 
the laws should be. They are only enforce them. 

The lawkeepers serve as judge, jury, and occasionally executioner. 
There is no court of appeal, and every citizen of Saragar knows what 
it means to run afoul of the law. The lawkeepers’ jurisdiction ends 
(for most practical purposes at least) outside of Saragar, although this 
hardly ever prevents them from pursuing a guilty party to the ends 
of the Last Sea if necessary. 

Saragars laws apply to the lawkeepers as well. Any lawkeeper 
found to be delinquent in carrying out his duty in any way is 
brought up before a board of his peers, overseen by Lawkeeper 
Efkenu himself. If found guilty, the lawkeeper is put to death. 
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Over the years, the lawkeepers have become a kind of priest to 
the people of Saragar. After all, it is they who have a direct channel 
to the gods. Consequently, the citizens of Saragar respect them out 
of both religious awe and basic fear. 


Lawkeeper Efkenu 
Psionics: +16, PSPs 176, MAC 21 


Powers: acceptance, aura sight, complete healing, conceal thoughts, 
danger sense, detect life, detect poison, detect psionics, dimensional 
walk, domination, ESP, id insinuation, intellect fortress, know course, 
know location, mindlink, mindwipe, precognition, psionic blast, 
scrying, sensitivity to observation, speed burst, synesthete, tower of 
iron will, true sight 


Efkenu is an archetypal lawkeeper success story. He started out as a 
proctor soon after graduating from the Psionic Academy of Saragar. 
In his early years of service, he carved out a reputation for himself 
as having a flawless knowledge of the law, undiluted by any personal 
distractions of right or wrong. To Efkenu, the law was everything. 
He climbed quickly up the ranks until he became the city’s chief 
lawkeeper I2 years ago. 

Efkenu is a sombre elf, tall and exceptionally dour of features. It 
is rumoured that he has never once smiled. He is good at his job, 
and he is proud of that fact. The law is the most sacred thing in 
the world to him, and he is only to happy to punish any that would 
dare desecrate it. 


As chief lawkeeper, Efkenu serves as something of a high priest of 
the Mind Lords. Only he is permitted direct communication with 
any of that trio. Everyone else must take his word for what the Mind 
Lords have said. They can be confident that he won't lie about the 
Mind Lords’ words, however. To do so would be to invite the Mind 
Lords’ retribution, and that is not a pleasant fate. 

Efkenu knows that the Mind Lords are insane, but he doesn’t 
really care. There is little he can do to remedy the situation, so 
he simply carries out their wishes as best he can, trying to ensure 
that the city is ruled by order at all times. He fears that the Mind 
Lords may someday leave, and he worries about what he may have 
to do then to preserve the peace. But for now, his hands are full just 
maintaining the status quo. 

Lawkeeper Efkenu has the following ability scores: S 17, D 15, C 
16,1 18, W 19, Ch I6. 
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Life-Shaped Creations, Guardians 


Climbdog Darkstrike Protector Shieldbug Watcher 
CLIMATE/TERRAIN: ~M Jagged Clifs-----------------——— 
FREQUENCY: = Vep “Rae ee ee 
ORGANISATION: === ee Nile 
ACTIVITY CYCLE: == eree Aiye a 
DIET: © 0 Rs pe Special-——-—-——-—-—-—-—-—-—-—-—-—--—--—-— 
INTELLIGENCE: Semi (2-4) Non (0) Animal (1) Animal (1) Non (0) 
TREASURE: 0000000 =se Nile 
ALIGNMENT: == Neutral -————-—-————-—-—-—-—-—-—-—--—-—— 
NO. APPEARING: = ———————————— Vanesa SS 
ARMOUR CLASS: 16 I5 14 14 10 
MOVEMENT: 6 0 8 24 0 
HIT DICE: 2 2 3 I hit point I 
ATTACK (CMB/CMD): +2 (+1/I1) +2 (I/II) +3 (43/13) +0 (+0/6) +I (+0/10) 
NO. OF ATTACKS: 3 I 3 Special Nil 
DAMAGE/ATTACK: 1d3/1d3/1d4 Id8 1d4/1d4/1d6 Special Nil 
SPECIAL ATTACKS: Nil Poison Nil Special Nil 
SPECIAL DEFENCES: Nil Nil Nil Special Nil 
MAGIC RESISTANCE: —->——> Nile 
SIZE: S (3° long) S @ long) M (5° long) T (6” long) S (3° long) 
MORALE: 2 2 2 2 2 2 - => + Special m mmm 
XP VALUE: 35 35 120 7 35 
PSIONICS: Nil, MAC 10 Nil, MAC 10 Nil, MAC I1 Nil, MAC 10 Nil, MAC 10 


These life-shaped creations are organic automatons. Some have a 
modicum of independent intelligence, but all mindlessly obey the 
commands of their masters. They gain nourishment from cam-rahn 
rather than food and do not need the attention and care of real 
animals. 


Climbdog: These canine beasts have wide, grasping paws and 
extremely flexible legs, allowing them to climb even sheer slopes. 
They accompany halfling climbers, giving them protection and 
aiding them with their keen sense of smell, hearing, and sight. These 
senses are all at least twice as good as the average halfling’s. In times 
of danger or combat, they sacrifice themselves without hesitation to 
protect their masters. Climbdogs attack with two claws and a bite, 
suffering no penalties if attacking while climbing but being limited 
to only one claw attack instead of two. 


Darkstrike: These guardian creatures look like snakes with large 
bulbous nodules at the end of their serpentine bodies. The nodules 
secrete an adhesive like clingpads so that they can be attached to 
walls, doors, or other surfaces. Their dark flesh allows them to blend 
into the shadows, becoming 90% invisible in dim light. Usually, they 
are placed in nooks, alcoves, or around corners so that they can 
hide, waiting to pounce. Foes’ surprise rolls are modified by a -2 
when first attacked by a darkstrike. When a preselected condition 
is met, the serpentine creature strikes at any available target with 
its fearsome bite. 


Poison nodules often accompany darkstrikes so that their bite 
carries with it a virulent poison. A darkstrike can sense motion even 
in the dark (sonar, similar to bats), so conditions are usually based 
on movement. Conditions include the detection of movement based 
on the amount of light (day or night), the number of figures passing 
by the creatures at the same time, the size, race, or species of figures 
passing, or similar criteria. 


Protector: These feline creatures have the grace and power of large 
cats. They can be instructed to recognize intruders and attack them. 
The protectors flawlessly discriminate between those they are to 
protect and those who present an obvious threat. They attack with 
two huge claws and a tooth-filled maw that rend and rip its foes. 
Unlike predatory cats, however, these life-shaped creations do not eat 
their kills or attack out of hunger. 


Shieldbug: These wasp-like creations are 6 inches long and can fly 
up to 30 miles an hour. Singly they are virtually useless, but in a 
swarm they can be a windrider’s best defence. A swarm comprises 
50 to 100 of these creatures. They accompany windriders on their 
mounts (usually resting on the windriding mount until needed), 
flying up and around their master, screening out intruders and 
repulsing attacks. When a ranged attack (magical or missile) is 
determined to hit the windrider or his mount, there is a percentage 
chance equal to the number of shieldbugs in the swarm that the 
attack strikes one of the insects instead of the windrider. 
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The attack automatically kills the bug, reducing the number in 
the swarm by one. À shieldswarm cannot protect against area of 
effect attacks, although all of the bugs within the area of effect are 
slain. Against melee attacks, windriders surrounded by swarms have 
their AC improved by 2 places due to the swarm obscuring them 
and fouling the enemy’s attacks. 

Offensively, the swarm can be commanded to attack and harass 
the rider’s foes in battle. Every round within the hostile swarm, a 
character takes I point of damage and must make a saving throw 
vs. paralysation to be able to take an action other than defending 
against the bugs. 


` 


Watcher: À watcher is a reptilian/plant creature with large, bulbous 
eyes possessed of virtually 360 degree vision. If a watcher observes 
a specific sight preselected by its master, it lets out a loud keening 
sound. It makes no attacks and never moves. 
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Life-Shaped Creations, Transport 


Ber-ethern Yihn-eflan Gon-evauth Dhev-sahr 
CLIMATE/TERRAIN: ——————————— Jagged Cliffs----------—-----—--—— 
FREQUENCY: 999 =M Very  Rare-————————————------—— 
ORGANISATION: — | —----~~--------------- Nil---------------------- 
ACTIVITY CYCLE: ~- a 
DIET; (0H SSS SS SS SSS Special-——-——-—-—-—-—-—-—-—-—-—--—-—-—---— 
INTELLIGENCE: ~- Animal (0)———————————————————— 
TREASURE: O =M Sisse 
ALIGNMENT: == Neutral e= 
NO. APPEARING: = ————————————— Vaties = Se Se eS a 
ARMOUR CLASS: 16 15 10 13 
MOVEMENT: FI 45 (A) FI 32 (C) Fl 24 (B) 18 
HIT DICE: 4 6 9 4 
ATTACK (CMB/CMD): +4 (+4/14) +6 (+7/17) +9 (+11/21) +4 (+5/15) 
NO. OF ATTACKS: I 2 Nil I 
DAMAGE/ATTACK: 1d4 Id4+I/Id4+I Nil Id6 
SPECIAL ATTACKS: ere Nile 
SPECIAL DEFENCES: === NS 
MAGIC RESISTANCE: —-=— ee Nl 
SIZE: M (6 long) L (8° long) H (20° long) L (7 long) 
MORALE: 2 2 — =e Special m mememe 
XP VALUE: 120 270 975 120 
PSIONICS: Nil, MAC II Nil, MAC 12 Nil, MAC 12 Nil, MAC II 


These life-shaped creations are organic automatons. Some have a 
modicum of independent intelligence, but all mindlessly obey the 
commands of their masters. They gain nourishment from cam-rahn 
rather than food, and do not need the attention and care of real 
animals. 

As methods of transport, these life-shaped creatures are key 
elements in the society that has formed along the Jagged Cliffs. 
Due to the vertical nature of the halfling settlements, regular trails 
and roads are rare and can be treacherous. In their place, the cliff- 
dwellers have taken to the air, using a variety of mounts. Some 
are suited to individuals, while others can carry large numbers of 
passengers and cargo. 


Ber-ethern: Breeze sprites (which is what ber-ethern means) are the 
smallest of the windriding mounts. They are insectoid flyers with 
room to carry one halfling rider and 25 pounds of cargo. They can 
fly up to 75 miles per hour fully loaded. Their long, thin wings 
are twice their body length, allowing them to fly with not only 
great speed but superb control. Ber-ethern can hover, pivot, and 
move straight up and down. Designed expressly for rapid, controlled 
movement, ber-ethern can move with speed and grace unequalled in 
nature, Their attack is with a small, poisonless stinger. 

Windriders choose this mount for quick trips or for operating in 
situations where manoeuvrability is essential. They can fly through 
narrow crevices and hover next to the cliff face, allowing a rider to 
harvest plants from a vertical forest. 


Yihn-eflan: Yihn-eflan are windriding mounts whose name means 
gust climber. Larger than breeze sprites but smaller than soar whales, 
the yihn-eflan is an avian creature with huge, oversized wings. Their 
bodies are covered with feathers, and their heads have hawk-like 
beaks. Their only method of attack, however, is to rake foes with 
their large talons. 

One to three riders can rest safely on its back or 200 pounds of 
cargo and a single rider can be carried. Fully loaded, a gust climber 
can reach speeds up to 50 miles per hour. 

This is the medium windriding mount, still very fast but able to 
carry more weight than a ber-ethern. These are chosen mounts of 
windriders who know they are going into battle, for yihn-eflan dives 
upon foes with a terrible ferocity and rake with their talons besides 
its rider's attack. 


Gon-evauth: This windrider mount is also called a soar whale, and 
is also sometimes (usually by outsiders who see them from afar) 
called an airship. Gon-evauth are huge, balloon shapes, able to keep 
themselves aloft in the winds of the cliffs by filling their large inner 
cavities with hot, moist air. Windriders ride either atop the floating 
beasts or in gondolas attached beneath the beasts that can carry 
up to eight halflings or one windrider and one ton of cargo. Fully 
loaded, a soar whale moves at a top speed of 30 miles per hour. It 
has no means of attack or even self-defence, and if it takes more 
than 25% of its hit points, it must descend - its air sack has been 
punctured. 
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This is the most common windriding mount, chosen when speed 
can be sacrificed to move great amounts of cargo or many passengers. 
Additionally, for extremely large and heavy loads, several soar whales 
can be hooked together and flown in teams. Due to their slow, gentle 
movements, they are good for vertical forest harvesting, and their 
undercarriages provide excellent steady platforms for hunters with 
spinethrowers and lightning generators. 


Dhev-sahr: The dhev-sahr is the only land-based mount made by 
the rhul-thaun lifeshapers. Their mammalian, hair-covered bodies 
are round, their heads resemble those of the camels. The creatures’ 
four stilt-like legs allow them to move very quickly at what appears 
to be an awkward gallop. Despite appearances, however, dhev-sahr 
are graceful and steady. Two halflings can ride comfortably on top. 
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Lirr 


CLIMATE/TERRAIN: Am» (Tablelands) 
FREQUENCY: Uncommon 
ORGANISATION: Pack 
ACTIVITY CYCLE: Day 

DIET: Carnivore 
INTELLIGENCE: Animal (1) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: 2-12 
ARMOUR CLASS: 15 
MOVEMENT: 15 

HIT DICE: 5+2 
ATTACK (CMB/CMD: +5 (+5/15) 


NO. OF ATTACKS: 3 


DAMAGE/ATTACK: 1d4+1/1d4+1/Td10 
SPECIAL ATTACKS: Roar, rear claws 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: M (£ high, 6 long) 
MORALE: Elite (13-14) 

XP VALUE: 420 

PSIONICS: Nil, MAC 13 


The lirr is a large, warm-blooded reptile that resembles a large lion. 
lt possesses bright, multi-coloured plumage that it uses for silent 
communication. 

The lirr has a long, sleek, dark gray body. Its scales are small and 
fine, almost like those of a snake’s. Around its neck and at the end 
of its tail sit rings of a webbed membrane. Coloured brilliant red, 
yellow, and orange, these rings normally lie flat against the creature's 
scales. When prey is sighted, however, the membrane fills with air, 


lirr’s 


puffing up to alert other lirr that quarry is nearby. The 
four muscular legs grant a powerful spring, giving it 
the ability to outrun most prey. 


Combat: The lirr’s first offensive move is not to 
slice its target with claws (Id4+I damage) or teeth 
(IdI0 damage), but to render its victims immobile. 
Once aware of a potential meal, the lirr lets out 
a forceful roar. The roar has a devastating effect for 
all creatures (with the capacity to hear) within a 40-foot 
by 10-foot path directly in front of the lirr. Creatures must 
successfully save vs. petrification to avoid being stunned for 
1d4 rounds. Characters who stuff wax or similar material 
in their ears save at +4 and those within the area of 
affect of a silence spell suffer no ill effects from the lirr’s 
stunning, roar. 

Lirrs can combine efforts to increase the chance of stunning 
prey, each additional lir’s bellow resulting in a -I to the victim's 
chance to be stunned. 


—— 


A stunned creature can perform no action (including psionics) 
and attacks against it have a +4 bonus. This makes a large pack 
particularly dangerous. 

Once the lirr is close enough to strike, it lashes out with its two 
front claws. If both claws connect in the same melee round, the 
lirr can effectively support itself on its target to bring its rear claws 
to bear. Each rear claw that hits causes Id6+I points of damage. 
Regardless of other strikes, the lirr can also bite. 

When needed, the lirr is capable of leaping great distances, over 
ridges and up to ledges. With a running start, a lirr has a vertical 
leap of I5 feet or horizontal leap of 30 feet. From a standing 
position, however, the lirr’s horizontal lump distance is halved. 


Habitat/Society: Lirr live and hunt in packs. Males hunt and 
females raise the young, but both genders protect the pack as 
a whole. When food and water are scarce, though, the lirr are 
intelligent enough to split up. Lirr that are not currently parenting 
offspring leave the region in search of better sources of sustenance. 

Lirr packs are exceptionally quarrelsome. Particularly intelligent 
quarry might be able to escape one pack by leading pursuers into 
the lair of another. 


Ecology: A female lirr produces 2d4 eggs every two years, which 
hatch in approximately three months. Lirr spend about nine months 
developing into adults and can live as long as 45 years. Though only 
the birth mother is concerned for her eggs, any female will protect 
the pack’s young once they have hatched. 


Mountain Lirr 


Some smaller lirr packs seem to prefer the rockier terrain of the 
mountain ranges, finding a modicum of comfort in the cooler cave 
temperatures. There is little physiological difference between the 
lirr and its mountainous cousins. The only deviation is that the 
lirr’s characteristically bright colours are absent from this variation’s 
ringed membrane. The muted colouring and smaller hunting packs 
(2d4 members) make mountain lirrs considerably more difficult to 
spot, giving prey a -2 to surprise. 
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Lizard, Jastrak 


CLIMATE/TERRAIN: Any subterranean 
FREQUENCY: Ven Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Carnivore 
INTELLIGENCE: Low (5-7) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: I 
ARMOUR CLASS: 15 
MOVEMENT: 12 

HIT DICE: 6+I 
ATTACK (CMB/CMD: +6 (+8/20) 
NO. OF ATTACKS: 2 or I 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 


IdIO (x2) or Id8 (x2) or Id8+2 


Blindness immunity 


SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: L © long) 
MORALE: Steady (11-12) 
XP VALUE: 420 
PSIONICS: Nil, MAC 13 


The jastrak is a subterranean serpentine lizard, with two heads and 
massive, teeth-filled maws. Its claws are developed for digging, and its 
tail can deliver a crushing blow. It is a carnivore, and is particularly 
drawn to the smell of surface-dwellers. 

The jastrak is nine feet long. Some are eyeless, while others have 
basic but atrophied vision. All have excellent senses of smell to 
compensate. Their tails are long, sometimes clubbed, sometimes 
spiked, and sometimes simply lengths of hefty muscle. 

Most jastrak are pale, even colourless, but a few versions of the 
species show startling displays of colour. They make their homes 
in the deep caves of Athas, guarding subterranean aquifers and 
hunting underground herbivores that feed on ferns, fungi, and other 
lightless growths. 


Combat: The jastrak strikes with either both of its heads (IdI0 
damage each), its two foreclaws (Id8 damage each), or a swipe of its 
tail (Id8+2 damage). It is otherwise an unimaginative combatant, 
driven by hunger to seek prey (usually based on scent). 

The jastrak never suffers any penalties for combat in darkness or 
for being blinded. Its other senses are acute enough to compensate 
for any loss of sight. 


Habitat/Society: The jastrak is a predator that makes its home 
in the subterranean realms of Athas. There, in the lightless dark, 
in hunts largely by scent alone. It can smell water with ease and 
uses this ability to find prey that feed on plants growing near 
underground aquifers. 
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Ecology: The jastrak is an important part of the Athasian underdark, 
acting as a predator that keeps subterranean herbivorous life in 
check. From time to time, routes to the surface open and one or 
more jastraks follow these, drawn by the strange, enticing scents of 
the upper world 
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Lizardfolk 


Lizardfolk Nelyrox 
CLIMATE/TERRAIN: The Last Sea The Last Sea 
FREQUENCY: Rare Unique 
ORGANISATION: Tribal Solitary 
ACTIVITY CYCLE: Any Any 
DIET: Omnivore Omnivore 
INTELLIGENCE: Average (8-10) Very (12) 
TREASURE: D E 
ALIGNMENT: Neutral Neutral 
NO. APPEARING: 8-15 I 
ARMOUR CLASS: I6 17 
MOVEMENT: 6, Sw 12 9, Sw 15 
HIT DICE: 2+1 8 
ATTACK (CMB/CMD): +2 (+2/12) +8 (+8/18) 
NO. OF ATTACKS: I 0 
DAMAGE/ATTACK: Id6+I 3d6+2 
SPECIAL ATTACKS: Nil Nil 
SPECIAL DEFENCES: Nil Nil 
MAGIC RESISTANCE: Nil Nil 
SIZE: M (7’ tall) L (8° tall) 
MORALE: Steady (11) Elite (13) 
XP VALUE: See below 975 
PSIONICS: Nil, MAC II Nil, MAC 13 


Athasian lizardfolk are amphibious humanoids who live in Mamita, 
the Last Sea. There, they survive by herding kreel and by fishing, 
Adults stand six to seven feet tall, weighing 200 to 250 pounds. The 
skin of the creatures is chameleon-like, changing colour to permit 
the lizardfolk to blend in with their surroundings. It is composed of 
thin scales meshed closely together which provides protection while 
remaining flexible. 

The tail of a lizardfolk is three to four feet long, but not prehensile. 
It does help to keep the creature balanced when swimming, however. 
It is nearly impossible to distinguish between the sexes without a 
thorough inspection, something most lizardfolk (and women) are 
reluctant to let strangers attempt. Lizardfolk clothing usually consists 
of a simple kreelskin loincloth. 

Lizardfolk actually have a fair amount of control over their 
changing colouration. They can change their skin to match just 
about any colour of the spectrum. Normally, they let their reflexes 
automatically cause them to blend into their environment, using, it 
as an excellent form of camouflage, but during special ceremonies, 
they can actually will their skin to colour itself in intricate patterns, 
each with a special symbolic meaning. 

While these creatures have their own language, most of them 
(especially their king Nelyrox) have at least a rough command of 
the common tongue. This helps them negotiate in their infrequent 
encounters with those other races who dwell along the shores of the 


Last Sea. 


Combat: In combat, Athasian lizardfolk are ferocious fighters. They 
temper their bloodlust with cunning, however, and they are not 
ashamed to fall back from a fight they are losing, at least until 
reinforcements arrive. They are more intelligent than traditional 
lizardfolk, able to follow fairly complicated battle plans and intricate 
schemes. 

For every 10 lizardfolk encountered, one of them is a patrol leader 
with maximum hit points (I7 hp). There is also a 50% chance 
that one of them is a 3rd-level psionicist. If more than one of the 
three Last Sea tribes is encountered, each tribe has a war leader 
with 6 Hit Dice, two sub-leaders with 4 Hit Dice and a 5th-level 
psionicist, with a 50% chance of an additional 7th-level psionicist 
by the name of Mobji. If Nelyrox is present (50% chance), Mobji 
is automatically there, and the patrol leaders form an elite body 
guard for their king. 

Experience points for lizardfolk are calculated as follows: 

Standard lizardfolk: 65 

Patrol leader: 65 

Sub-leader: 120 

War leader: 270 

Psionicist, 3rd: 175 

Psionicist, 5th: 650 

Psionicist, 7th: 975 


Habitat/Society: The lizardfolk of Athas are more civilized than the 
typical sort. Although they didn’t start out this way, circumstances 
forced them to adapt. After all, their traditional meal of human flesh 
was frowned on by the Mind Lords, so in Marnita, if they couldn't 
find another source of food, they were doomed to extinction. 
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Lizardfolk 


As their hunting grounds were severely limited the Barrier of 
Guardians, they took the only option open to them and domesticated 
the local kreel, becoming a society of kreelherders. As such, its rare 
to see more than a dozen or so lizardfolk together at a time outside 
the lizardfolk city deep in the centre of Marita. 

Athasian lizardfolk are advanced enough to use shields and 
weapons. They tend to prefer tridents with wooden shafts and heads 
carved from three long bones. On more formal occasions, they wear 
full kreelskin togas, but these are rarely used on a daily basis, as 
they hamper underwater movement. 


Ecology: Athasian lizardfolk have few natural enemies. Sharks and 
dolphins alike tend to give them a wide berth, but it is not unheard 
of for a lone lizardfolk to be attacked and killed by a roaming school 
of sharks. The only true threat to lizardfolk in general is the squark, 
the behemoth with which they share the Last Sea. Once every so 
many years, on a more or less unpredictable basis, the squark attacks 
the lizardfolk city of Nesthaven. The walls of Nesthaven are strongly 
fortified against the creature, but they can only hold so long against 
its monstrous onslaught. Dozens of lizardfolk are killed each time 
the monster attacks. 

Other than that, though, the lizardfolk generally live fairly sedate 
lives. They farm the kelp beds and tend their flocks of kreel and 
have wonderful underwater festivals. These are sometimes so amazing 
that the lights under the waves can be seen even in distant Saragar. 

The lizardfolk have a great deal of respect for the Mind Lords and 
their children (as the lizardfolk think of the shore dwellers). After 
all, the Mind Lords saved them from hated Keltis, the lizard-man 
executioner. Without their help, the people (as they call themselves) 
would sure have been scoured from even the floor of Marnita. 


The Lizard King 


Nelyrox the lizard king is a wise and generous ruler, and he has 
the full support of the vast majority of his people. Those under the 
command of Xhenrid, one of Nelyrox’s three war leaders, are more 
loyal to their leader than their king, but the royal reptilian has 
managed to keep his old rival and her people in line so far. 

Nelyrox stands a full eight feet tall and weighs over 250 pounds. 
In battle, he arms himself with a great trident which inflicts 3d6+2 
points of damage. If the attack roll is 5 or more greater than 
the score needed to hit the target, Nelyrox’s attack scores double 
damage (with a minimum of I5 points inflicted). 

As a leader of a civilized people, no Athasian lizard king has 
demanded a sacrifice of a sentient’s flesh for centuries. In fact, the 
killing of sentients for any reason other than self-defence is held to 
be this society's most heinous crime. This is enforced by both the 


lizardfolk tribal government and by the lawkeepers from Saragar if 
need be. 
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Manni 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANISATION: 


Forests, any desert 
Rare 
Flock 


ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 


Dusk 
Scavenger 


Low (5-7) 


TREASURE: 
ALIGNMENT: 


P (Y x2, W) 
Chaotic Evil 


NO. APPEARING: 1-6 

ARMOUR CLASS: 15 
MOVEMENT: 9, Fl 18 

HIT DICE: 3 

ATTACK (CMB/CMD: +3, (+3/13) 

NO. OF ATTACKS: 2 
DAMAGE/ATTACK: Id6 and by weapon 
SPECIAL ATTACKS: Wing buffet 


SPECIAL DEFENCES: 


Nil 


MAGIC RESISTANCE: 


SIZE: 
MORALE: 
XP VALUE: 
PSIONICS: 


Nil 

M (4-5" tall) 
Unsteady (5-7) 
65 

Nil, MAC II 


The manni, also known as kara, are a pestiferous and evil race that 
haunt the bleak and wasted corners of the Tablelands. They are 
fond of decay and death and are often found near grave mounds 
and in ruins. 

Distant cousins of the aarakocra, the manni looks like a humanoid, 
long-beaked crow or raven. It stands on two bandy bird legs. The 
body is completely covered by black feathers. It has long wings 
instead of arms. The feathers hide three long fingers that allow the 
manni to grasp and use items. It does not speak any human tongue, 
but communicates in a series of clacks and whistles. 


Combat: The manni is a furtive and cowardly creature, however, 
since it must eat and it cannot always rely on the kills of others, the 
manni is sometimes forced to fight. When it must make a kill, the 
manni prefers to attack from ambush at times when it is certain to 
win uninjured. To this end, it will build snares along game trails, 
lurk on the edges of encampments, and attack with an entire flock, 
overwhelming by sheer numbers. 

In combat, the manni fights with its sharp beak and a weapon. 
Most often this is a spear, the easiest item for the manni to use with 
its awkward wings. In addition to its beak and weapons, the manni 
can also use its wings to buffet an opponent. Generally, this is a 
tactic of last resort, since it requires the creature to get very close to 
the enemy and places it at risk of being grappled. Buffeting causes 
Id2 damage, points, but can disorient and confuse an opponent 
long enough for the manni to fly away. Creatures buffeted must 
make a saving, throw vs. spells or be stunned for one round. 


Habitat/Society: The manni are a loathsome race of creatures 


who live as scavengers on the steppe. The manni form together in 
flocks of 10-30 individuals. Of these no more than one fourth are 
males. The remainder are females and young. In combat there is 
no difference between the males and females, and the young are 
too helpless to fight. Any hatchling old enough to bear weapons is 
treated as an adult. 

The flock lives in a poor imitation of a village. It is usually located 
in a sheltered hollow. Here the manni make their nests, simple 
domed huts of woven grass and branches, carefully camouflaged. 
The huts are not particularly weatherproof, but they do provide some 
protection from the elements. 

As scavengers, manni are far from the cleanest of creatures. Their 
villages are rank with decay and pollution. In times of famine, the 
manni dig up burial mounds, tear apart wind burials, and have even 
been known to eat their own dead. 

The manni have no liking for the other races of Athas. They fear 


the “wingless ones” and compete against the aarakocra. 


Ecology: As scavengers, the manni fill a clear-cut niche in the 
ecology of the Tablelands. Their own weaknesses, cruelties, and 
cowardice keep them from dominant roles in the land and so they 
have been surpassed by others. 

Manni feathers are used for decorations by some of the nomadic 
tribes. Merchants have also been known to buy the feathers for sale 
in the markets of the city-states. 
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Magera 


CLIMATE/TERRAIN: Mountains, Subterranean 
FREQUENCY: Uncommon 
ORGANISATION: Tribe 

ACTIVITY CYCLE: Any 

DIET: Omnivore 
INTELLIGENCE: Low to Very (5-11) 
TREASURE: RS 

ALIGNMENT: Lawful Neutral or Evil 
NO. APPEARING: 5-30 

ARMOUR CLASS: 14 

MOVEMENT: 15 

HIT DICE: 6 


ATTACK (CMB/CMD: +6 (+12/22) 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK: 1d8+8 (x2) or by weapon +8 


SPECIAL ATTACKS: Nil 

SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: L (10’ tall) 

MORALE: Average (10) 

XP VALUE: Warrior: 270 
Mage: 650 


Psionicist: +2,000 


PSIONICS: 10% wild talent, MAC 12 


The magera are a tribal race that typically live in caves. Thought 
to be related to or an offshoot of half-giants, they are tall, powerfully 
built, and incredibly strong. They share much of the halfgiant’s 
appearance - brutish humanoids with thick, dark hair - and daub 
themselves with dyes, tribal markings, and other emblems. 

Not all magera are of low intellect. Some show surprising levels of 
insight and have known to master defiler magic. A few even possess 
psionic wild talents. Those with the greatest psionic ability often 
become leaders. 

Magera speak their own language and are able to master common 
and the languages of the other races of Athas. 


Combat: Magera favour hit-and-run tactics, striking from ambush 
where possible, dealing maximum damage to their foes, then fleeing 
with whatever spoils they are able to gather before their enemies can 
mount any meaningful resistance. 

In melee, magera usually use weapons (dealing +8 damage due 
to their high strength. If caught unarmed, however, they are able to 
defend themselves with their massive fists, striking twice a round for 
1d8+8 points of damage per blow. 


Habitat/Society: Magera tribes are found anywhere from caverns to 
mountaintops. Their tribes have 10-20 males, 12-18 females, and 
2-8 children. The tribal leader is usually a defiler of up to 5th level, 


or a psionicist with several wild talents. 


Magera live by raiding and scavenging, and eat just about 


anything. Their targets of choice are vulnerable caravans and poorly 


defended villages. 


Ecology: The magera plague the other races of the Tablelands, 
lusting for gold, gems, and jewellery as well as human flesh. They are 
evil-natured creatures that join other monsters to prey on the weak. 
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Mastyrial 


Desert Black 
CLIMATE/TERRAIN: Deserts Mountains 
FREQUENCY: Uncommon Uncommon 
ORGANISATION: Solitary Pack 
ACTIVITY CYCLE: Any Any 
DIET: Carnivore Carnivore 
INTELLIGENCE: Animal (I) Low (5-7) 
TREASURE: D Nil 
ALIGNMENT: Neutral Neutral 
NO. APPEARING: 1-3 5-20 
ARMOUR CLASS: 20 20 
MOVEMENT: 15 12 
HIT DICE: 12 8 
ATTACK (CMB/CMD): +12 (+15/25) +8 (+10/20) 
NO. OF ATTACKS: 4 4 
DAMAGE/ATTACK: Id10/IdI0/ Id6/Id6/2d4/ 

2d6/Id6 3d4 
SPECIAL ATTACKS: Poison Poison 
SPECIAL DEFENCES: Regeneration, See below 

immune to 

blunt weapons 
MAGIC RESISTANCE: Nil Nil 
SIZE: M (5-6 long) S (3° long) 
MORALE: Steady (I1) Elite (13) 
XP VALUE: 10,000 3,000 
PSIONICS: Nil, MAC 13 See below 


The mastyrial lives in the desert regions of Athas, spending most 
of its time hibernating beneath the sands. It resembles an oversized 
scorpion. The creature propels itself using its six legs and has large 
jagged claws and a tail that makes up most of its length. The 
mastyrial is deep brown to orange-red and has a striped pattern on 
its back that resembles drifting sand when viewed from a distance. 
This affords the beast a form of camouflage if gusting wind uncovers 
its top while in a deep state of sleep. Some lack any pigment at all. 
The mastyrial has two areas of darker skin on its head that 
resemble eyes. Its real eyes are smaller and farther forward on the 
creatures head. The mastyrial spends most of its life underground 
and relies on its other senses, particularly its hearing. Similar to bats, 
the mastyrial emits clicking sounds that allow it to determine the 
direction and distance of the nearest prey. Other than the clicking 
sounds and the sounds made when in motion, this fell beast is 
completely silent and seems almost supernatural in combat. 


Combat: Mostly, the mastyrial lies asleep in a state of hibernation. 
But if the creature detects prey within striking distance, it bursts 
from its resting place and attacks. The victim is easily detected if 
moving across the sand as the mastyrials’ hearing can detect the 
distance and direction of a victim below ground more accurately 
than above ground. 


The first attack made by a submerged mastyrial is made at +2 
because of this accuracy, however the beast gets no tail attack during 
the first round because it is the last part of the creature to emerge. 

The mastyrial attacks using its two pincers (IdI0 points of damage 
each), a bite (2d6 points of damage). and its tail (Id6 points of 
damage). The tail causes poison damage in addition to the standard 
damage. A victim successfully hit by the tail of the creature sustains 
30 points of damage, I5 points of damage if a successful save vs. 
poison is made. Such saving throws are made at -I because of the 
potency of the venom. If the tail hits with a natural 20, the victim is 
impaled on the tail and receives 2d6 points of damage in addition 
to the poison damage. 

The tough, chitinous shell of the mastyrial gives the beast a 
naturally tough AC. It also gives the beast an immunity to any 
blunt or crushing weapon such as clubs, maces, or flails. The beast 
regenerates 3 hp per round. If the mastyrial is reduced to fewer than 
25% of its maximum hit points, it tunnels under the sand to nurse 
its wounds and lie in wait for prey less likely to fight back. 


Habitat/ Society: Mastyrials are solitary creatures and are generally 
found in small groups of 1-3. They tend to live underground or in 
crevasses or ruins. 

The male of the species is smaller than the female. Mastyrials 
mate just once in their lives. After mating, the female stings the 
male with its venom and ingests him. The male makes no attempt 
to escape even if the sting doesn’t kill him outright. Each lair has 
4-20 mastyrial eggs. 
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Mastyrial 


Ecology: The mastyrial’s natural diet usually consists of giant 
spiders, giant ants, and other giant versions of Athasian insects 
and arachnids. The mastyrial acts as a form of pest control in the 
deserts of Athas. The beast rarely eats anything that it didn’t kill 
and never eats the carcass of any animal that was killed more than 
an hour prior. 

The chitinous shell of the mastyrial is valued by warriors for its 
protective qualities and its ventilation. The shell is frequently used 
as material in shields and armour. The poison is also highly sought 
by both defilers and assassins. 


Black Mastyrial 
Psionics: +8, PSPs 30, MAC 16 


Powers: attraction, ego whip, id insinuation, intellect fortress, know 
course, mindlink, scrying, send thoughts, synesthete, thought shield 


The black mastyrial makes its home in the mountainous regions 
of Athas. The creature spends most of its time in a state of stasis 
resembling hibernation. 

Black mastyrials are similar to mastyrials, but they are only 3 feet 
long. They are social creatures, living in small packs or communities. 
These beasts are believed to have originally been separated from 
their kin and survived underground for thousands of years. They are 
blind and have no apparent visual organs. Their colour ranges from 
black to light brown. The carapace of the black mastyrial is ridged 
and bony, and when completely motionless and low to the ground, 
it resembles rock. There are enormous, gnarled mandibles to either 
side of the black mastyrials’ mouths. So strong are these appendages 
that they can be used to cut stone and rock. These beasts can 
tunnel into stone and rock to protect themselves from the elements 
and the few creatures that are their enemy. 


Combat: When a creature stumbles upon a pack of these beasts 
that is on the surface and the intruder seems to be fairly helpless, 
the black mastyrials attack using their pincers (Id6 points of damage 
each), stingers (2d4 points of damage), and mandibles (3d4 points 
of damage). Only three beasts can attack a Medium opponent 
simultaneously. A target hit by the stingers must make a successful 
save vs. poison or receive Id4 more points of damage from the 
poison for each sting. Even if no damage is taken, the area stung 
swells and within Id4 rounds is completely numb and useless. Roll 
Id6 to determine the part of the body stung (I=head, 2=right 
arm, 3=left arm, 4=right leg, 5=left leg, and 6=body or tail). The 
numbness lasts for I turn and a head sting indicates that the victim 
becomes disoriented and wanders aimlessly for the duration. 

The black mastyrial has very powerful pincers and mandibles. An 
attack that hits with an unmodified 20 locks onto the opponent, 
causing an additional Id6 points of damage per round (for the 
pincer) or Id8 points of damage per round (for the mandibles). 
Once these appendages are locked, only the death of the black 
mastyrial ora successful CMB roll at -4 removes the creature. This 
attack also makes black mastyrials more vulnerable and any attacks 
against them from opponents other than their current victim are 
made at +2. 

Black mastyrials spend most of their time hibernating beneath the 
surface of the rock with only the top of their head exposed to sight. 
Mastyrials so concealed are not detectable 90% of the time. 


If a creature wanders within 100 feet of a pack of concealed black 
mastyrials, it is detected by one of the beasts. Black mastyrials then 
use their psionic abilities of scrying and send thoughts to attempt 
to lure the prey closer and inform the pack of the intruder. Once 
within striking distance, the pack leaps and launches an attack. A 
being so attacked must make a successful save vs. paralysation or be 
surprised and suffers the accompanying penalties to initiative. 

If the pack is reduced to fewer than half their original numbers, 
they retreat back into their holes. While in their holes, only the 
toughest portion of their carapace is exposed and they are immune 
to all non-magical and physical attacks. To harm the mastyrials, 
they must be removed from this cavity or the rock must be removed 
from around them. 


Habitat/Society: Black mastyrials live in a communal environment 
but are confined by their solitary nature. Each beast tunnels its own 
dwelling within the community and they are all members of the 
same family or pack. All other beasts, including black mastyrials 
from outside of the pack, are considered to be prey. Because of 
sparse food supplies in their ecosystem, mastyrials attack almost 
any creature wandering into their midst. The pack is intimidated 
by creatures larger than giant-sized and only attack during periods 
of severe famine. 

Black mastyrials are far more intelligent than the desert mastyrials 
and have developed a group intelligence. They are in constant 
psionic contact with one another. Therefore, there is a sense of 
history and learning that far exceeds their low intelligence. Each 
black mastyrial has the knowledge of its ancestors. If part of the pack 
survives an encounter with a creature, any weakness experienced is 
incorporated into the pack and grants each mastyrial a +I bonus 
against any future encounters with this type of being. So there is 
a 2% cumulative chance per individual that any particular type of 
creature has already been encountered by the pack. This contact 
conflicts with their genetic desire to be independent which has 
basically caused them to become insane. 


Ecology: The black mastyrial is carnivorous, but it also serves as 
a scavenger and clears nearby dead. The claws and pincers of the 
black mastyrial are highly sought for use in weapons. A slashing 
weapon honed from the carapace of a black mastyrial is treated as 
a steel weapon in terms of attack and damage rolls (although it is 
still considered as being made from inferior material for purposes of 
weapon breakage). 
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Megapede 


CLIMATE/TERRAIN: Sandy Wastes, Salt Flats 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Night 

DIET: Omnivore 
INTELLIGENCE: Animal (1) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: I-4 

ARMOUR CLASS: I7 
MOVEMENT: 12 

HIT DICE: I0 

ATTACK (CMB/CMD: +10 (+14/25) 
NO. OF ATTACKS: 5 or I 
DAMAGE/ATTACK: Id6 (x5) or 3d10 
SPECIAL ATTACKS: Poison 

SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: G (100-150 long) 
MORALE: Steady (II-12) 
XP VALUE: 4,000 
PSIONICS: +I0, PSPs 150, MAC 15 


Powers: aversion, biofeedback, chameleon power, death field, 
detonate, disintegrate, double pain, ego whip, energy containment, 
mental barrier, intellect fortress, mind thrust, mindlink, project force, 
psionic blast, psychic crush, reduction, soften, thought shield, tower 
of iron will 


Megapedes are colossal centipedes which roam the sandy deserts of 
Athas. They are true apex predators and very few beasts are able to 
stand against them. 

Megapedes are very similar to normal centipedes in all ways 
except in size. They have a very long (100 to 150 feet), segmented 
body which sports a pair of legs nearly every two feet. These legs are 
five feet in length and have flexible claws at their ends. The body of 
a megapede is covered with a fur-covered, bulbous skin which serves 
asa pseudo-exoskeleton. 


Combat: When a megapede engages in combat, it can attack in 
one of three ways. First, it can use up to five of its legs to attack. 
These can all be used on the same target or on differing ones, 
providing there are targets within range (five feet), depending on 
what the megapede desires. Each leg does Id6 points of damage with 
a successful attack. A megapede can also use its tremendous jaws 
and bite its victim, doing 3d10 points of damage although it cannot 
use its legs to attack when biting. 

Creatures bitten by a megapede must save vs. poison or lose 20 
additional hit points. Those who succeed at saving lose only 1d3 
additional points. 


Megapedes are powerful psionic-using creatures and can employ 
up to two different psionic powers in the same round, so long as 
they do not engage in melee during that round. They have natural 
telepathic defence powers which are always considered to be “on”. 
The creature still must pay the cost in PSPs, but may use the 
defence powers regardless of any other actions. 


Habitat/Society: Because of their size, megapedes cannot normally 
hide their presence. Most, however, live beneath the sands of the 
desert, only surfacing to feed on unfortunate passers-by. Herds of 
erdlus and even kanks are among the favourite foods of megapedes, 
though they often survive on vegetation alone for weeks on end. 

When a megapede is ready to lay eggs, it finds an isolated area, if 
possible in rocky barrens, and makes a cocoon in which to place its 
eggs. Up to three eggs can be placed within one cocoon, which often 
reaches 60 feet in length. A cocoon remains for four to five weeks 
before young hatch. At birth, a megapede is 20 to 30 feet long, 
growing to its full size within three months. While not especially 
protective of its cocoon, a megapede which has laid eggs will fight off 
any creature which threatens them, mostly out of instinct. 


Ecology: The claws of a megapede can be used to craft arrow/ 
quarrel heads that are treated as steel in terms of attack and damage 
rolls. For purposes of weapons affected by the inferior materials rule, 
megapede chitin is considered inferior. Their poison sacs can also be 
removed from the creature and saved. The poison (Class B) remains 
potent for about one month, after which time it dries up. 
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Meorty 


CLIMATE/TERRAIN: — Any 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 

DIET: None 
INTELLIGENCE: Genius (17-18) 
TREASURE: BE H 
ALIGNMENT: Lawful Evil 
NO. APPEARING: I 

ARMOUR CLASS: 20 or better 
MOVEMENT: 12 

HIT DICE: As in life, minimum 10 


ATTACK (CMB/CMD: 
NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 
MAGIC RESISTANCE: 


+10 (415/25) or better 

2 or as in life 
Id6+6/Id6+6 or by weapon 
See below 

+I or better weapon to hit 
25% (see below) 


SIZE: M (6’ tall) 

MORALE: Fearless (19-20) 

XP VALUE: 20,000 + 2,000 per HD over 10 
PSIONICS: +13, PSPs 80, MAC 20 


Powers: astral projection, awe, danger sense, detect life, detect 
psionics, dimensional door, displacement, domination, dream travel, 
ego whip, ESP, id insinuation, intellect fortress, mental barrier, mind 


blank, mind thrust, mindlink, psionic blast, psychic crush, scrying, a 


send thoughts, teleport, teleport trigger, thought shield, tower of iron’ 
will, truthear 


Meorties are undead guardians from the Green Age who continue 
to watch over their ancient domains and enforce their ancient laws. 
These long-forgotten domains once covered the Tyr region and 
beyond in the time when psionics was the power of the day and 
great forests spread across the face of Athas. In most cases, all that 
remains of these domains are the meorty crypts and the memories of 
these undead guardians. Meorties emerge only to punish those who 
violate the ancient laws. 

Meorties are gaunt, mummified corpses either wrapped in mouldy 
cloth or wear rotting burial clothing befitting their station. They are 
always adorned with ancient jewellery of elaborate workmanship, and 
they usually carry the weapons they wielded in life. Their eyes glow 
with bright green embers and they move with regal grace. 

Meorties have deep, reverberating voices but seldom speak 

except to announce the crimes for which they are about to punish 
trespassers. They speak only the ancient languages they knew in life 
and seldom have any knowledge of modern tongues. 
Combat: A meorty usually teleports somewhere near those who have 
violated its ancient laws and approaches in a calm manner. It calmly 
informs the offenders of the laws they have violated and asks them 
to accept their punishments with honour. 


Those who refuse to allow themselves to be slaughtered at the 
hands of the meorty are attacked. A meorty uses its psionic powers 
against opponents, especially domination. 

If physical violence is required, a meorty attacks with the weapons 
it wielded in life or with its fists (causing Id6 points of damage, plus 
a 6 point bonus for their great strength). 

Meorties can only be hit by a +I or better magical weapon, by 
spells or psionics, or by creatures with more than 6 HD or magical 
properties. Meorties are immune to charm, sleep, enfeeblement, 
polymorph, cold, electricity, insanity, and death magic. Meorties 
have 25% magic resistance. 

Meorties retain the powers and abilities of their character class 
in life. Most of these ancient guardians are psionicists, though they 
can also be fighters. As they come from the age before magic, there 
are no meorty wizards. 

A few are elemental clerics. Even meorties who are not clerics, 
however, have the power to control other ancient undead as 15th- 
level clerics. 


Habitat/Society: Meorties were created long ago through the 
necromancies of high priests and long-lost psionic abilities for the 
purpose of serving as the protectors of various Green-Age domains. 
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Meorty 


Each domain selected a guardian to be turned into a meorty, 
thus creating a protector to enforce the laws for all time. It no longer 
matters that the domains and the laws that governed them are so 
much dust. The meorties continue to serve the territories they were 
bound to by undeath. 

Though evil by the nature of their existence, meorties take no 
initiative in harming others. They prefer to rest in peace, slumbering 
in their tombs. They are bound by their state of undeath to enforce 
the ancient laws of their long-forgotten domains, however, and will 
emerge from their eternal slumber to pass judgment on those who 
violate the laws. 

No records of the ancient laws or the boundaries of the ancient 
domains remain, so it is impossible to know exactly what is considered 
a violation where. Most travellers learn it is safer to follow the local 
customs when they're far from the city-states, especially the more 
bizarre ones, as they are most likely observations of ancient laws. 

Meorties reside in secret subterranean tombs of elaborate design. 
These tombs are massive and intricate in design, filled with countless 
undead and ancient treasures. No living beings are permitted to 
enter the tombs. Those who trespass are hunted down relentlessly 
and destroyed by the offended meorty and its undead minions, as is 
anyone else who learned about the tomb and its location. 


Ecology: Meorties possess information concerning the ancient history 
of Athas, especially of the Green Age, before the Time of Magic 
and the Cleansing Wars. However, living beings are rarely in a 
position to question a meorty about its knowledge. If a living being 
makes contact with a meorty, it’s almost always because the living 
one somehow violated the laws that the undead meorty enforces. The 
crypts of meorties are rumoured to contain valuable psionic items, 
metal, and other riches from the Green Age. 


Proctor Drelto of Antalus 


Human male F20; AC 22 (field plate, shield); MV 15; hp 112; 
Attack +23; #AT 2; Dmg 1d8+8 (long sword +3); MR 25%; SZ 
M; ML 20; AL LE 

S 17, D 17, C 15,1 16, W 15, Ch 13 

Special Undead Powers: claws, increased movement rate 
Undead Weaknesses: spell susceptibility, sunlight 
susceptibility 


Special 


Proctor Drelto was once a feared and powerful lawkeeper in the 
long-forgotten province of Antalus. He was voluntarily transformed 
into a meorty so he could continue to defend Antalus for eternity. 

Drelto almost never emerges from his tomb in the mountains 
north of the Lost Oasis unless the major laws of ancient Antalus 
are broken. The laws include the murder of children and the elderly, 
traveling on nights when both of Athas’ moons are absent from the 
sky, and using psionics within public halls. (As no public halls from 
Antalus remain, Drelto considers the public buildings in nearby 
Fort Melidor to be part of his domain. The residents of the fort keep 
this custom to appease the ancient undead.) 

Drelto makes a study of the history of Athas. His tomb holds a 
vast collection of books and items of historical significance from the 
Green Age up to the present day, and he can often behave leniently 
toward those who add to his collection. His lair is guarded by a 
number of lesser undead which he controls. 


Odrela, 5th Lawkeeper of Bodach 


Human female F15; AC 19 (chainmail +2, shield); MV 12; hp 94; 
Attack +16; #AT 2; Dmg Id6+I (short sword +1); MR 25%; SZ 
M; ML Fearless (19); AL LE 

S 15, D 15, C 15,1 16, W 18, Ch I6 

Special Undead Powers: cause fear, drain attribute, enhanced 
senses 

Special Undead Weaknesses: energy susceptibility (normal 
damage from cold-based attacks) 


Odrela was one of the most respected lawkeepers in the history of 
ancient Bodach. When the time came to select a new meorty to 
administer to the domain, she accepted her fate and joined the 
ranks of the undead protectors. However, Odrela was always quick 
to find a merciful solution to any transgression. This doesn’t mean 
she disregarded the laws and statutes of Bodach, but that she sought 
punishments less severe than death whenever possible. 

As a meorty, however, crimes and punishments are much more 
rigidly defined. She is bound by her undead nature to carry out 
her duty whether she likes it or not. The bloody task of executing 
sentences has taken its toll on Odrela. She has gone quite mad over 
the centuries, and how she reacts to those who enter her territory 
depends on which part of her mind has dominance on any given 
day. 

There is a 60% chance that Odrela’s merciful side will be 
dominant at any particular time. If this is the case, she ignores 
living beings unless they break any of ancient Bodach’s laws. She 
appears before law-breakers to inform them of their transgressions, 
then orders them to leave the area immediately. If her vengeful 
nature is dominant, then all living beings who enter her domain are 
considered to be law-breakers. It doesn’t matter if they break a law 
or not; Odrela seeks to punish them as long as they remain in the 
area she oversees. 

The laws Odrela keeps watch over include codes against harming 
priests and domestic animals, stealing, and the wearing of red on the 
holy days of ancient Bodach. 
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Mind Lord, Barani 


CLIMATE/TERRAIN: _ Saragar 
FREQUENCY: Unique 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 

DIET: Nil 
INTELLIGENCE: Genius (18) 
TREASURE: Nil 
ALIGNMENT: Neutral Evil 
NO. APPEARING: I 
ARMOUR CLASS: N/A 
MOVEMENT: 12 

HIT DICE: 10d6+36 (78 hit points) 
ATTACK (CMB/CMD: +9 

NO. OF ATTACKS: Nil 
DAMAGE/ATTACK: Nil 
SPECIAL ATTACKS: Psionics 
SPECIAL DEFENCES: Psionics 
MAGIC RESISTANCE: Nil 


SIZE: 


M (5 1/2’ tall) 


MORALE: Fearless (19) 
XP VALUE: 26,000 
PSIONICS: +31, PSPs 705, MAC 24 
o r iN. 
Powers: Ist level—ballistic attack, cognitive trance, conceal 


thoughts, control sound, detect magic, detect psionics, ego whip, 
float, sense link, warp shield, 2nd level—chameleon power, control 
light, deflect, ESP, levitation, pheromone discharge, precognition, 
send thoughts, thought shield, watcher’s ward; 3rd level—awe, blink, 
create object, danger sense, double pain, energy containment, 
enhancement, hallucination, inertial barrier, mind thrust, tower of 
iron will, 4th level—animate object, control body, dimensional walk, 
id insinuation, inflict pain, mind blank, phase, psychic impersonation, 
receptacle, sensitivity to observation, suspend animation; 5th level— 
complete healing, mental barrier, pocket dimension, psychic drain, 
telekinesis, telekinetic barrier, teleport, teleport trigger, true sight, 6th 
level—aging, disintegrate, intellect fortress, probability manipulation, 
psionic blast, revivify, scrying trap, suppress magic, teleport other, 
wrench; 7th level—anticipatory vision, astral projection, fate of one, 
regenerate, split personality, switch personality, telekinetic barrier, 
time shift; 8th level—mass domination, mind bar, psychic clone, 
psychic crush, stasis field, time travel, 9th level—assimilate, cosmic 
awareness, megakinesis, psychic surgery, wormhole. 


Barani is one of the three Mind Lords of the Last Sea. Like her 
two compatriots, she has placed her psyche into an obsidian orb 
held in a secret chamber buried deep beneath Saragar’s castle, 
ensuring herself a sort of immortality. The visage that she presents 
to her people is that of a beautiful woman perpetually in her mid- 
thirties, with long black hair and flashing green eyes, but this is 
simply a mental projection from her orb. This projection is no more 
substantial than the wind, but by combining it with some expert 
telekinesis, Barani has been able to maintain for centuries the 
illusion that she is actually alive. 

As one of the Mind Lords, Barani is worshipped as a deity by 
the people of the Last Sea. To those citizens, she is the great mother, 
the goddess of life. She watches over them all from birth to death 
and helps them through times of sickness. 

Barani is over 9,000 years old. When she was a young lass 
studying at the Psionic Academy of Saragar, she met and fell in 
love with one of her professors, a man named Thesik, himself one 
of the most powerful psionicists ever to exist. Thesik taught Barani 
well and came to rely upon her as one of his closest companions. 
Eventually he was to show her the way to immortality, as a self- 
appointed guardian of the Last Sea and its people. Barani gladly 
accepted the responsibilities Thesik thrust upon her. 

These two, along with their friend, the elf Kosveret, became the 
high advisors to Lawmaker Mareet of Saragar. While working in the 
lawmakers employ, Barani, supported by her two friends, made a 
psionic journey several millennia into the future, searching for the 
cause of the lawmaker’s strange vision concerning a dark time to 
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come upon the world. During her journey, Barani saw the ending of 
Athas’s Green Age and the coming of the Age of the Sorcerer-Kings. 
She saw the drying up of the world’s oceans and the destruction of 
nearly all life on the planet. And all of this was to come about due 
to the ravaging effects of misused magic. 

The experience nearly drove her mad. 

When she returned, she related to Thesik and Kosveret what she 
had seen. At first, they doubted her. To prove it to themselves, they 
duplicated her journey into the future-and learned that everything 
she had said was true. When they returned, they formulated a plan 
of action: By barring magic from their homeland, and by making 
themselves its immortal guardians, they would preserve the region 
forever! 


Combat: There is very little chance that an attacker will never be 
able to actually engage Barani herself in combat. After all, the orb 
in which her consciousness resides is extremely well protected. And 
those who battle her projected image are in for a real surprise. 

When attacked, no matter which personality she might be in at 
the time, Barani immediately switches to her “ice queen” persona. 
Although enraged at the attack, she will do anything in her power 
to ensure that the fiction of her physical presence is not dispelled. 
She will deflect or dodge physical attacks, choosing to engage her 
attackers exclusively in psionic combat. Should someone somehow 
manage to actually strike her a blow, it will, of course, pass directly 
through her image. To cover for the fact that she is really not there, 
she will laugh loudly and taunt her attackers with the claim that 
she has the power to phase into an insubstantial form, making it 
impossible for them to physically harm her. Barani then challenges 
them to meet her on the battlefield of the mind, and if they refuse, 
she presses the attack herself. She prefers to use a mind thrust at 
close range, but she is equally adept with other psionic combat 
tactics. Because of her long practice with maintaining her illusory 
self, all ranges should be calculated from her image rather than the 
orb in which her psyche resides. 

If outmatched, Barani will use her supposed “phase” ability to 
“walk through walls” to make her escape. In particularly dire straits, 
she will simply deactivate her image, making it appear as if she has 
teleported away. 

Barani has the following ability scores: 


S 12, D 18, C 18,1 18, W 22, Ch 17. 


Role-Playing: Barani’s mood changes with like wind, a result of 
the insanity that holds each of the Mind Lords in its grasp. One 
moment, she is terrible as a force of nature; the next she is as 
comforting and compassionate as a mother with her newborn child. 

When acting in her role as queen of the region’s three “gods,” 
Barani is haughty and imperious, a cold, aloof beauty. She plays the 
role of royalty to the hilt. During these times, she is found almost 
exclusively in the throne room of Saragar’s palace. 

When pressed into the role of the mother goddess, Barani 
suddenly transforms into a personality of sweetness and light. She 
becomes warm, friendly and talkative, willing to do anything to help 
those in need. At these times, if she is not out and about in the 
city or surrounding countryside helping someone in pain, she can 
usually be found in the palace garden, braiding flowers into her hair 
and languishing on the lawn. 

“Queen” Barani has long since fallen out of love with Thesik. She 
scorns any of his attempts at a reconciliation with a fury that could 
only have grown over multiple millennia of psychic imprisonment. 
When she is with him, it is obvious that she has little or no respect 
for his opinions any longer, and she will often contradict him out 
of simple spite. 

As “mother goddess,” on the other hand, Barani has nothing but 
affection for her ancient groom. When with him, she laughs and 
frolics playfully, although she is sometimes confused by the fact that 
he often distances himself from her. She typically tells herself that 
this is simply a phase Thesik is going through, blissfully unaware 
that this “phase” of his has already lasted several centuries. 
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Mind Lord, Kosveret 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANISATION: 


Saragar 
Unique 
Solitary 


ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 


Any 
Nil 
Genius (19) 


TREASURE: 
ALIGNMENT: 
NO. APPEARING: 
ARMOUR CLASS: 
MOVEMENT: 


Nil 

Chaotic Evil 
I 

N/A 

12 


HIT DICE: 
ATTACK (CMB/CMD: 
NO. OF ATTACKS: 


10d6+34 (72 hit points) 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


Nil 
Psionics 


Psionics 


MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


Nil 

M (6 1/2’ tall) 
Fearless (19) 
25,000 


PSIONICS: 


Powers: 


+31, PSPs 605, MAC 24 


Ist level—alter features, conceal thoughts, control 
sound, deceleration, detect magic, displacement, ego whip, know 
location, speed burst, static discharge, 2nd level—attraction, 
aversion, chameleon power, control flames, deflect, ESP, ghost 
writing, heightened senses, invisibiliy, pheromone discharge, send 
thoughts, thought shield; 3rd level—all-round vision, awe, blink, 
cause sleep, create object, danger sense, life draining, mind thrust, 
time dilation, tower of iron wil 4th level—amnesia, animate 
object, cause decay, id insinuation, metamorphosis, mind blank 
molecular rearrangement, phase, psychic impersonation, receptacle, 
superior invisibility, time/space anchor, 5th level—complete healing, 
gird, impossible task, mental barrier, spirit lore, pocket dimension, 
probability travel, telekinesis, teleport, 6th level—intellect fortress, 
probability manipulation, psionic blast, subjective reality, summon 
object, suppress magic, teleport other, 7th level—evade blast, fate of 
one, split personality, ultrablast, 8th level—fusion, mass domination, 
psychic clone, psychic crush, telekinetic sphere, time travel, 9th 
level—cosmic awareness, megakinesis, metafaculty, psychic surgery. 


Kosveret is one of the three Mind Lords of the Last Sea. As with his 
two compatriots, his psyche has been placed into an obsidian orb, 
held in a secret chamber deep beneath Saragar’s castle, ensuring his 
effective immortality. The image he presents to his people is that of a 
jolly elf in the prime of his life. His hair is long and blond and worn 
free and wild. This projection is no more substantial than the wind, 
but by combining it with some expert telekinesis, Thesik has been 
able for centuries to maintain the illusion that he is actually alive. 

Unlike most elves elsewhere on Athas, Kosveret presents a 
personality that reflects a happier age, when his people were not 
nomads on the land but instead were settled in one spot, like the 
elves who dwell on the shores of Marnita. (He looks more like a 
regular elf than like an Athasian). 

Thesik is worshipped by his people as the god of happiness, the 
trickster who stands between life and death and gives each meaning, 
He is well known for his practical jokes and his sense of humour. 

Kosveret’s appearance actually changes regularly to suit his needs. 
If it suits him better to appear in disguise as a dwarf maid, so be 
it. His disguises are so perfect, though, that it’s nearly impossible to 
recognize him when he is around. In the valley of the Last Sea, it 
is not uncommon then for a person who begins to act strangely or 
perform odd feats to claim that Kosveret must have taken his place. 
Sometimes this is true, and other times not. When not, it offers the 
people an excellent excuse for blowing off some steam from time to 
time. But when a well known barkeep punches someone on the nose 
and then goes sailing up through the ceiling, it is fairly certain that 
Kosveret has just left the room. 
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Unfortunately, the trickster’s mind is degenerating, and occasionally 
he loses track of what is real and what is not. In the worst of his 
paranoid delusions, he imagines that the sorcerer-kings have finally 
put aside their differences and are preparing a mass assault on the 
Last Sea, desperate to tap its green lands to feed their horrible 
magic. At such times, it is impossible to convince Kosveret of 
anything to the contrary, despite the fact that the few remaining 
sorcerer-kings are more in disarray now than ever before. 

Kosveret is extremely suspicious of any outsiders, but he 
occasionally confuses people he has just met with people he has 
known since their birth. This has ended in some uncomfortable 
situations from which Thesik and Barani have been forced to 
extricate him. Sometimes he kills people at random, and it is up to 
his fellow Mind Lords and Saragar’s lawkeepers to hush the matter 
up. After all, if the general populace was to learn that one of their 
gods was some kind of part-time, haphazard serial killer, the ensuing 
panic would devastate this last bastion of Green Age fertility. 

Kosveret originally met Thesik, the chief of the Mind Lords, when 
they were both professors at the Psionic Academy of Saragar. There 
they struck up a fast friendship which has lasted until this day, 
although not without some strain. Today, Kosveret sometimes even 
imagines that Thesik is secretly in league with the sorcerer-kings in 
their bid for ultimate power. 

Back in their early days, Kosveret and Thesik, along with Thesik’s 
new wife Barani, managed to peer into the future, seeking the answer 
to an enigmatic warning from ages to come. What they saw there 
was frightening enough for them to launch into action a desperate 
plan to preserve Marita from the coming devastation of Athas, a 
plan that ultimately called for them to sacrifice their physical shells 
and imprison their psyches in obsidian orbs, so that they might 
survive forever as Marnita’s guardians. 


Combat: Kosveret rarely sticks around for a fight. He hits his 
opponent once or twice with a generally fatal mental power (calculate 
ranges from his image, not his orb) and then disappears. This 
strategy has worked fine for him so far, but it is difficult to imagine 
what might happen if it someday fails. Sometimes he has been 
known instead to simply kiss his foes on the lips before vanishing. 
When pressed by a powerful opponent, Kosveret simply beats a 
hasty retreat. He hasn’t managed to grow old as he is by fighting 
foes on their own terms. Since he is really just an intangible image, 
physical attacks can’t hurt him, and against a psionicist of his power, 
most mental barrages are pointless as well. If someone manages to 
get his back against a wall, though, Kosveret will simply deactivate 
his image and hole up in his obsidian orb until he recovers. 
Kosveret has the following ability scores: 


S 14, D 20, C 18,1 19, W 20, Ch 19. 


Role-Playing: Kosveret is flat-out insane. He has a few lucid 
moments, but they are becoming fewer and farther between. When 
encountered, there is a 40% chance he is effectively himself. 
Otherwise, he could be pretending to be just about anyone else. 

When Kosveret is acting the part of someone else, he acts as 
sanely as they would, at least until he does something to give himself 
away, which inevitably happens within a half dozen hours or so. 
Until then, he looks and acts just like the person (or creature - he 
has been known to go around as a duck) he is impersonating, Since 
he is not actually that person, though, he eventually makes a mistake 
that someone calls to his attention. When that happens, he snaps. 

When that happens, the results vary. Sometimes he dances 
around the room until he trips and falls through the floor. At other 
times, he reveals himself for who he really is, tells a mad little tale, 
and disappears in a cloud of smoke, or some such thing. On some 
rare occasions, he decides that the person who has found him out 
is in league with the sorcerer-kings. If so, the innocent pawn in this 
mad elfs fantasy will be lucky to escape with his life. 

When grounded in reality, Kosveret is a kind and generous elf, 
and no one can say a bad thing about him (they had better not - 
he is dangerous!). 

One secret that Kosveret keeps strictly to himself is that he 
once had an affair with Barani, long ago, while posing as his friend 
Thesik. Not even Barani knows the truth of the matter, and it could 
be that guilt, combined with his never-ending fixation upon her, 
which has precipitated his madness. 


213 


Mind Lord, Thesik 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANISATION: 


Saragar 
Unique 
Solitary 


ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 


Any 
Nil 
Genius (18) 


TREASURE: 
ALIGNMENT: 
NO. APPEARING: 
ARMOUR CLASS: 
MOVEMENT: 


Nil 

Lawful Evil 
I 

N/A 

I2 


HIT DICE: 


ATTACK (CMB/CMD: 


NO. OF ATTACKS: 


10d6+38 (84 hit points) 
+9 
Nil 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


Nil 
Psionics 


Psionics 


MAGIC RESISTANCE: 


SIZE: 
MORALE: 
XP VALUE: 
PSIONICS: 


Nil 

M (6 tall) 

Fearless (19) 

27,000 

+32, PSPs 766, MAC 24 


Powers: Ist level—animate shadow, conceal thoughts, control 
sound, detect life, detect magic, detect psionics, detect spirits, false 
sensory input, know location, sense link, synesthete; 2nd level— 
attraction, aversion, control light, create sound, deflect, ESP, 
ghost writing, invisibility, precognition, send thoughts, sensitivity to 
psychic impressions, 3rd level—awe, create object, danger sense, 
double pain, hallucination, incarnation awareness, life draining, 
mass manipulation, time dilation, true worship; 4th level—amnesia, 
cannibalise, dimensional walk, inflict pain, poison simulation, radial 
navigation, receptacle, scrying, shadow walk, suspend animation, 


5th level—death field, phobia 


predestination, psychic drain, summon planar creature, suppress 


amplification, kinetic control, 
magic, telekinesis, teleport, true sight, 6th level—aging, banishment, 
disintegrate, intellect fortress, probability manipulation, psychic 
restoration, revivify, teleport other, time duplicate, wrench; 7th 
level—anticipatory vision, astral projection, dream travel, evade blast, 
mindflame, regenerate, split personality, switch personality, time 
shift, ultrablast, 8th level—convergence, fusion, hypercognition, mass 
domination, mass teleport, mind bar, obsidian form, psychic crush, 
stasis field, time travel 9th level—cosmic awareness, kinetic cyclone, 
megakinesis, planar transposition, psychic surgery. 


Thesik is one of the three Mind Lords of the Last Sea. As with 
his two compatriots, his psyche has been placed into an obsidian 
orb held in a secret chamber buried deep beneath Saragar’s castle, 
ensuring his effective immortality. The visage that he shows to the 
people of the Last Sea is that of a tall, thin man in his late fifties. 
He is entirely bald, although his eyebrows are the same pitch black 
as his soulless eyes, but this is simply a mental projection of his orb. 
This image is no more substantial than the wind, but by combining 
it with some expert telekinesis, Thesik has been able to maintain the 
illusion that he is actually alive for centuries. 

Thesik is worshipped by his people as the god of the dead, and he 
plays that role to the hilt. He is always seen dressed in long black 
robes, and his skin is so pale that it seem certain that he almost 
never stands for long in the rays of the sun. No matter how warm it 
may be, Thesik never sweats (he simply doesn’t bother to make his 
image look like it does or even could). In short, to the Athasians of 
the Last Sea, he looks inhuman. 

As the god of the dead, Thesik is reputed to visit people in their 
final hour and deliver them to the underworld. In one sense, this 
is true, as Thesik regularly collects the dead bodies of his people, 
teleporting them to his secret lab in the palace. There he conducts 
experiments on their dead brains. 

Thesik believes that if he can ever fully understand the brain 
he might learn how to teach others to rapidly ascend to his level 
of power (which by then he will have left far behind, having truly 
become a godlike being). 


214 


Mind Lord, Thesik 


If this happens, it’s conceivable that an army of such powerful 
psionicists would be able to exterminate the sorcerer-kings and 
subsequently every practitioner of magic on Athas. Then they could 
work to restore their planet to a new Green Age, a time that Thesik 
refers to as the Emerald Age. 

Thesik claims to have seen this all come to pass in his mental 
journeys to the future, but whether this is the truth or simply 
some figment of a mind unbalanced by so many years of living, 
it is impossible to tell. In any case, Thesik has been working on 
this research for many millennia now, and he seems no closer to 
a breakthrough than ever before. Still, such a mental leap forward 
could occur at any time. 

Long ago at the height of the Green Age, Thesik was a top 
researcher at the Psionic Academy of Saragar. It was while he was 
teaching a class of promising novices that he met and fell in love 
with the fair Barani. She was bright and beautiful, his most promising 
student and the sole owner of his heart. She was everything to him. 

For that reason, he brought her into his confidence and revealed 
to her exactly what is was that he was researching: the ultimate fate 
of Athas. 

Thesik, along with his able colleague Kosveret, had finally come 
up with a means of mentally traveling forward in time. They had yet 
to perfect it, but with some fresh insights from Barani, they made 
rapid progress. 

When they were ready, the trio sent young Barani forward in time 
far enough for her to actually witness the coming of the Sorcerer- 
Kings and the end of the Green Age. Upon her return, she was so 
distraught that the men originally thought the trip had unbalanced 
her mind. When they duplicated her trip themselves and came to 
comprehend the all-too-horrible truth, they hatched a scheme to take 
control of Saragar and protect Marnita from the ravages of time 
forever-or at least until Thesik’s research is complete. 


Combat: In his guise as the god of death, Thesik uses his mental 
power to kill and maim opponents in loud and horrible ways. 
He prefers to use his awe power to cow potential attackers into 
submission before they even raise a hand against him, but when 
pressed, he fights back with devastating effect. Since Thesik’s image 
is insubstantial, it’s immune to physical attacks (he attributes this 
to his phase power). If the Mind Lord is pressed mentally, though, 
he will simply deactivate his image, making it seem as if he has 
teleported to safety. 

Thesik has the following ability scores: 

S 20, D 18, C 18, I 18, W 24, Ch 13. 


Role-Playing: Thesik’s mind is usually occupied with things which 
he considers more important than the daily affairs of humanoid life. 
His generally ignores his people and any so-called matters of state 
unless they involve outsiders of some kind. He is vehement in his 
insistence that no wizardly magic be permitted within the Border 
of Guardians. If he finds that it has been, he will take matters into 
his own hands and may even pay the transgressors a personal visit. 

Thesik is absent-minded and aloof. It seems that he has trouble 
maintaining his train of thought for more than a few minutes at a 
time. His research is always infringing on his every moment. 

His rage can be terrible, though. The greatest source of that 
these days is Barani, his estranged wife. He knows that her mind 
has fragmented into two personalities: one that loves him and one 
that does not. He hopes that his research will provide him with the 
means to cure her (and possibly even Kosveret and himself) before 
its too late. 

He knows his mind is failing, and this is the most frustrating of 
all. After all, if the Mind Lords pass away, can the Last Sea be 
far behind? 
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Mindhome Folk 


CLIMATE/TERRAIN: Subterranean 
FREQUENCY: Very Rare 
ORGANISATION: Hive 
ACTIVITY CYCLE: Any 

DIET: Herbivore 


INTELLIGENCE: 


Average (8-10) 


TREASURE: 
ALIGNMENT: 
NO. APPEARING: 
ARMOUR CLASS: 
MOVEMENT: 


R (B) 
Neutral 
2-20 

14 

9 


HIT DICE: 


ATTACK (CMB/CMD: 


NO. OF ATTACKS: 


2+I 
+2 (41/11) 
I 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 


By weapon 


Psionics, mental link 


SPECIAL DEFENCES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 650 

PSIONICS: +4, PSPs 92, MAC 15 


Powers: danger sense, detect spirits, ego whip, ESP, know location, 


Mental immunity 
Nil 

S (3 tall) 
Average (10) 


mind blank, scrying, send thoughts, sense link, tower of iron will 


Mindhome folk are small humanoids, known as the Undermountain 
folk by the surface dwellers. They are a reclusive, shy breed that 
dwell in the caverns beneath the mountains of Athas, seldom 
encountered by surface dwellers. Their complexion is light blue, 
with no body hair. They have large eyes and infravision with a 
range of 120 feet. Their snouts are long, specialised for sniffing out 
subterranean plants, and their gait is soft and creeping. 

Mindhome folk have their own language, but it is used only 
in certain situations, due to the telepathic connection that all 


mindhome folk share. 


Combat: Mindhome folk are poor combatants. Their ability to sense 
danger alerts them to most threats, and they share this information 
with each other through an innate mental bond that all of their 
species share. This works exactly like the mindlink power, but it is 
limited to members of the same mindhome clan - see below. 

The mental link makes it very hard to surprise mindhome folk. 
In combat, all attack rolls, damage rolls, saving throws, ability and 
proficiency checks receive a +I bonus per mindhome folk present, 
to a maximum of +5. 

Mindhome folk are immune to all mind-affecting spells. Their 
telepathic link lends them considerable mental resilience, preventing 
such magics from having any effect. They are vulnerable to telepathic 
attacks as normal, however. 


Habitat/Society: The central structure of mindhome folk society is 
the mindhome itself. Mindhomes are communal groups, telepathically 


linked to each other. These groups are formed out of shared interests 
and beliefs. Those with similar views support one another. 

Communication outside a specific mindhome occurs either 
through psionics or through spoken word. Ideally, mindhome folk 
communicate with others outside their group through shared contact 
with someone who is both in their group and in the other group that 
they wish to communicate with. 

If a mindhome folk starts to think of other ways of doing things, 
or begins to develop new beliefs, he will lose his connection to the 
communal group. This is not something that results from a decision 
made by other members of the mindhome group. It simply happens 
of its own accord. 

For this reason, mindhome folk are terrified of anything that 
might cause them to develop thoughts that lead to them becoming 
ostracised by their communal mindhome. 

A mindhome folk who is a member of a group that is focused 
on raising children may find herself cast out of that communal 
group if she loses his desire to raise children, for example. If she is a 
member of other mindhome groups, she will continue to contribute 
to mindhome society and may even find new interests and passions 
that lead her to join other groups. 

From time to time, a mindhome folk loses their connection to 
all communal groups and is unable to forge links with new ones. If 
this situation is not remedied swiftly, the mindhome folk slips into 
a catatonic state and dies from starvation. 


Ecology: Because mindhome folk belong to mindhomes, they are 
rarely sought by outsiders. If taken away from their communal groups, 
individuals fall into a catatonic state and therefore make poor slaves. 

The mindhome folk lead simple lives deep beneath the surface, 
eating fungus and other subterranean plant life found in the 
subterranean realms of Athas. They are preyed upon by creatures 
such as the jastrak lizard. 
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Mole Boar 


CLIMATE/TERRAIN: Blossom Field/Pristine Tower 
FREQUENCY: Contios 
ORGANISATION: Colony 
ACTIVITY CYCLE: Any 

DIET: Carnivore 
INTELLIGENCE: Animal (I) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: 1-100 
ARMOUR CLASS: 13 
MOVEMENT: 15 (21) 

HIT DICE: 2+1 
ATTACK (CMB/CMD: +2 (+1/I1) 
NO. OF ATTACKS: 3 
DAMAGE/ATTACK: 1d4/1d4/1d6+2 


SPECIAL ATTACKS: 


Leap, surprise 


SPECIAL DEFENCES: Concealment 
MAGIC RESISTANCE: Nil 

SIZE: S (1’-2’ long) 
MORALE: Champion (15) 
XP VALUE: 175 
PSIONICS: Nil, MAC 14 


The mole boar is a cross between a weasel and a boar, though it’s 
more the size of the former. These small creatures are indigenous to 
the fields around the Pristine Tower, and likely began as mutated 
invaders centuries ago. All mole boars are immune to the mutating 
effects of the Pristine Tower. 

These creatures are short and squat, much like a badger, with 
large boarlike fangs and long claws used for both digging and 
attacking prey. The large, black eyes of the mole boar allow it to 
see beneath the earth and in the dark of the night, and suffers no 
penalties when attacking in daylight. 

Mole boars have only animal intelligence, and have no known 
form of communication. Anyone transformed into a mole boar as 
a result of Pristine Tower mutations is reduced to the creature's 
intelligence and does not retain their own. 


Combat: The squat nature of the mole-boar allows them to move 
beneath the cover of the blossom field before attacking. When an 
intruder is detected, the local colony of mole boars bursts from 
their burrows at a rate of 2I, which they can only maintain for 
two rounds or until confronting their prey. While moving at an 
accelerated speed, they're easy to detect, as dirt sprays behind them 
as they move. Since they travel beneath the blossoms, only their 
general location can be detected once they slow down. Because of 
their small size, up to IO mole boars can attack the same target. 

As a mole boar approaches a target, it leaps from the concealing 
brush, imposing a -2 to all surprise rolls since the direction and 
speed of the attack is generally unknown. 


When leaping, the creature can only attack with its claws, which 
do double damage asa charge-like attack. If one of the claw attacks 
hits, the creature has grasped hold of its victim and gains an 
automatic bite attack for the next round (if still attached). 

If thrown from a target, or if it does not leap, a mole boars uses 


its two claws and one bite on its victim’s legs and ankles. Damage 
takes the form of flesh torn from their targets, which they quickly 
consume (no penalties applied to attacks) before it has a chance to 
mutate. Once a mole boar has “consumed” I0 hit points worth of 
flesh, it becomes passive and returns to its burrow. 


Habitat/Society: Mole boars live in communities of up to 100 
throughout the blossom fields of the Pristine Tower. There are an 
equal number of female and male mole boars in each community, 
and there is no one dominant creature that controls a specific 
area. Each community claims a roughly I00 square yard territory, 
attacking any creatures not of it species that it detects. The all live 
together, hunting the blossom fields for floaters (their primary source 
of food) and reproducing at an alarming rate. If removed from 
their environment, the mole boars become docile and refuse to eat, 
eventually starving to death. 


Ecology: This small creatures primary source of food is the 
carnivorous floaters of the area, which must land in order to breed. 
In turn, the boars are one of the floater’s sources of food. Hence, 
each species reproduces at an alarming rate. Mole boars multiply at 
a rate of four times a year, and females are often constantly pregnant 
with young. They can live up to IO years, through few do. 
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Morg 


CLIMATE/TERRAIN: Am 
FREQUENCY: Very Ratz 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Nil 
INTELLIGENCE: As in life 
TREASURE: Varies 
ALIGNMENT: Any evil 
NO. APPEARING: I 


ARMOUR CLASS: 
MOVEMENT: 


As in life, minimum I6 


9 


HIT DICE: 


ATTACK (CMB/CMD: 


NO. OF ATTACKS: 


As in life, minimum II 
+II (+16/26) or higher 
I 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


3d6 or by weapon +6 
See below 
See below 


MAGIC RESISTANCE: Nil 


SIZE: As in life 

MORALE: Fanatic (17-18) 

XP VALUE: 4,000 +1,000 per HD over II 
PSIONICS: See below 


Psionics: A morg’s power checks, PSPs and MAC are equivalent to 
a psionicist with as many levels as the morg has Hit Dice, modified 
by Intelligence and Wisdom as required. 

Powers: A morg gains eleven powers from two disciplines, with a 
maximum level of one third of the morg’s Hit Dice. 


A morg is a powerful undead similar to a kaisharga or tliz but with 
one critical difference: a morg cannot bring himself into the eternity 
of undeath. The process of creating a morg is extremely complex 
and requires that the subject be dead before it commences. The lore 
of creating morgs was developed by Gretch and passed by Rajaat 
to his Champions during the wars; Kalid-Ma improved the spells. 
How many others know the secret is unknown, but certainly very few. 

Morgs’ desiccated, near-mummified features and brown-gray pallor 
mark them as noticeably dead. Their bodies often appear emaciated 
but not skeletal, for the mummification process leeches most of 
the liquids from the body, replacing them with spiced unguents 
and balms. The result is a smooth-skinned, sweet-smelling corpse, 
with flesh tight but not shriveled around the bones. Unlike tllizes, 
which must constantly anoint their corpses with oils, morgs’ bodies 
are preserved fully during the initial mummification and require no 
further application of unguents or balms. 

Morgs are created only rarely by the sorcerer-kings, the process 
being most often perceived as a gift bestowed on servants of great 
power and unquestioned loyalty. Especially since the development 
of spells to create kaishargas, in which the kaisharga’s loyalty can be 
magically guaranteed, fewer morgs have been created. 


The process of creating a morg involves a considerable amount of 
time and effort. The unguents that initially preserve a morg’s body 


require very expensive materials, and the entire process requires an 
investment of personal energy from the sorcerer-king, as well as the 
life force of 1,000 citizens loyal to the monarch. 


Combat: The transformation into morg, by design, allows the 
recipient to retain most of the powers and abilities they had in life. 
This, after all, is the purpose of the transformation. In addition, the 
new morg gain several other benefits. 

A morg gains great strength, equivalent to Strength 21. This 
allows the morg to deal 3d6 damage with its fist, should it desire to 
attack without a weapon. With a weapon, the morg receives a +5 
bonus to hit and a +6 bonus to damage. 

The morg gains a +4 bonus to Armour Class due to the hardening 
of its skin during the mummification process. This means that a 
morg will have at least AC I6, and probably higher, depending on 
ability scores and any magical items the creature possesses. 

As noted above, morgs gain psionic powers during their 
transformation. The powers gained differ from morg to morg, but 
come from two disciplines, and are of a maximum level equal to one 
third of the morg’s Hit Dice. So a 15 HD morg can have eleven 
powers up to fifth level. 
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Morgs can only be harmed by magical weapons. Sleep, charm, 
hold and heat-based spells have no effect on morgs, but cold-based 
spells cause normal damage. 

The morg retains all languages it knew in life, but their voices are 
often raspy due to a lack of internal moisture.. The transformation 
does not grant any new communication abilities. 


Habitat/Society: Morgs are most often found in the service and 
residences of the sorcerer-kings. Few other than these powerful defilers 
know the secrets of the morg-birth, and no others have the resources 
to bring about the transformation. There a small number of very old 
morgs that predate the Age of the Sorcerer-Kings (see below for one 
of these) but these are rare in the extreme. 

Because morgs are usually created as a reward for loyal service, 
most continue to exemplify this loyalty into undeath, acting as 
agents, emissaries, and trusted servants of their creators. Only when 
a sorcerer-king dies do his or her morgs gain true freedom. Most 
morgs would struggle to know what to do with such liberty so many 
years after their death. 


Ecology: As undead creatures, morgs hold no place in the ecology 
of Athas. They are, for the most part, extensions of their master’s 
will and act upon the world as their liege desires. 


Sdy Asean 


Human male fighter 14; AC 23 (studded leather +4); MV 12; 
hp 75; Attack +22; #AT 3; Dmg 1d8+4 (long sword +4); SZ M; 
ML 18; AL NE 

S 21, D 16,C 15,1 II, W 12, Ch 15 

Special Undead Powers: control undead 

Special Undead Weaknesses: rotten stench, susceptibility to 
obsidian 

Psionics: +14, PSPs 170, MAC 17 

Powers: ballistic attack, combat mind, control body, danger sense, 
detect life, free action, know course, levitation, inertial barrier, kinetic 
blast, radial navigation 


In life, Sekdo Azreg was a war-chief of the armies of the Neksos, 
one of Rajaat’s Champions. During the period when Sekdo lived, 
the Neksos was trying to improve the discipline and focus of his 
troops, so names were discouraged and ranks used instead. Azreg 
was known as Sekdo - “Commander of the First Thousand” - for 
most of his adult life. Sekdo was one of his master’s most loyal, and 
most successful, commanders, leading assaults on some of the most 
inaccessible dwarf-holds of the southern Tablelands. He personally 
slew the Stone-King of Knorhay, charging far ahead of the main 
body to hunt down the fleeing dwarven host and its commander. 

As he grew older, Sekdo feared that he would be cast aside like 
so many of his peers, abandoned by the Neksos once his energetic 
years were over. He petitioned to receive the gift of morg-birth, 
hoping to renew the strength of his youth and ensure his place of 
honor by his master’s side for eternity. 

When reborn as a morg, Sekdo was a well-trained warrior. He 
wields a magic bronze longsword, a weregild he claimed from a rival 
officer after that officer allowed a cohort of Sekdo’s troops to be 
ambushed while clearing a dwarven mine. Sekdo is also proficient 
with most ancient weapons and has a lovingly maintained armory of 
finely crafted metal weapons in his lair. 

Sekdo is aware of his master’s death and long since replaced his 
loyalty to his fallen master with his only other remaining passion - 
weapons-play. Sekdo has little patience for demihumans of any race, 
and he attacks any dwarf he encounters. The only exception is a 
skilled dwarven warrior, whom Sekdo proudly challenges to single 
combat and seeks to slay “the old-fashioned way.” 

Sekdo has no respect for anyone but warriors, considering clerics 
(including druids and templars, which he sees as other varieties of 
priests) and rogues as insignificant, and wizards as dangerous but 
unworthy. He respects mindbenders who use their psionic abilities 
to enhance physical prowess but only considers warriors his equals. 
He challenges warriors to single combat and has been known to offer 
fine weapons from his collection to any who best him. Sekdo likes 
to obtain and practice with new weapons; if he can get a perfect 
dragon’s paw or cahulaks, even if made of inferior material, he will 
take it, then craft his own weapon from metal he keeps in his smithy. 
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Morg, Absalom 


CLIMATE/TERRAIN: New Giustenal 

FREQUENCY: Unique 

ORGANISATION: Solitary 

ACTIVITY CYCLE: Any 

DIET: Nil 

INTELLIGENCE: Exceptional (16) 

TREASURE: V, Y 

ALIGNMENT: Lawful Evil 

NO. APPEARING: I 

ARMOUR CLASS: I6 

MOVEMENT: 9 

HIT DICE: I7 (97 hit points) 

ATTACK (CMB/CMD): +13 (claws) or +16 (sword) 
(+13/24) 

NO. OF ATTACKS: I 

DAMAGE/ATTACK: 3d6 (claws) or 1d8+6 (sword) 

SPECIAL ATTACKS: See below 

SPECIAL DEFENCES: See below 

MAGIC RESISTANCE: Nil 


SIZE: M (7 feet tall) 
MORALE: Fanatic (18) 

XP VALUE: 10,000 

PSIONICS: +19, PSPs 292, MAC 23 


Powers: aging, body weaponry, cause decay, complete healing, 
displacement, intellect fortress, mental barrier, metamorphosis, mind 
blank, thought shield, tower of iron will 

Spells: Ist level—command x2, cure light wounds x3, detect good, 
protection from good, fear x2; 2nd level—charm person x3, hold 
person x3, might of the sorcerer-kings, x2, silence 15’ radius x2; 
3rd level—blindness, cause serious wounds x2, dispel magic x3, 
prayer, paralysis, strength of one, summon insects, 4th level—cause 
critical wounds x2, cure critical wounds, divination, image of the 
sorcerer-kings, poison x2, sticks to snakes, tongues, 5th level—harm, 
heal, magic font, mindshatter, true seeing, 6th level—blade barrier, 
slay living, wisdom of the sorcerer-kings, word of recall 7th level— 
destruction, tentacle walls 


When Dregoth the undead dragon king decided it was time to 
appoint a new High Priest, he chose the powerful templar Absalom. 
Of course, Dregoth wanted someone special to oversee his quest for 
true godhood. He wanted a High Priest made in his own image - 
a dray. At the time, which was shortly after Dregoth’s death and 
Giustenal’s destruction, the dragon king had not yet perfected the 
dray transformation process. Only in death did the transformation 
stabilize. So to become Dregoth’s High Priest, Absalom had to die. 

Absalom underwent the imperfect transformation process, mutated 
into a perfect dray, then was killed to halt the process from changing 
him further. Death was not the end. Dregoth brought Absalom back 
as a morg, an undead creature similar to a greater mummy of other 


worlds. Now he wears the ornate robes of Dregoth’s High Priest. 


KA 


fi 


The finery does little to hide his mummified, dead-gray features. 
(Absalom is not wrapped in rotting strips of cloth.) He stands seven 
feet tall and looks like a well-preserved second generation dray who 
died thousands of years ago but continues to walk around. He wears 
the latest version of Dregoth’s holy symbol around his neck - a 
metal disc bearing the image of a roaring dragon head inside a 
crimson circle. 

The High Priest communicates as he did in life, speaking the 
language of ancient Giustenal. He can talk to others using the 
tongues spell. 


Combat: Absalom strikes with a powerful blow, using his sharp 
claws to inflict 3d6 points of damage. He also carries a metal long 
sword +3. The ancient weapon's point was broken off long ago, but 
when Absalom grips the hilt the ghostly image of the sharp point 
appears. The long sword causes Id8+3 points of damage, plus an 
additional 3 points due to Absalom’s great strength. 

Like all morgs (though very few of the entities are known to exist 
on Athas), Absalom can only be harmed by magical weapons. 
Sleep, charm, hold and heat-based spells have no effect on him. 
Cold-based spells cause normal damage. 

As Dregoth’s High Priest, Absalom has access to templar spells. 
He receives the following number of spells: IO Ist level, IO 2nd 
level, 9 3rd level, 9 4th level, 5 5th level, 4 6th level, 2 7th level. 
A sample selection of these spells is given above, but Absalom can 
select any spells he desires from those available to him as a templar. 
He also has a limited amount of psionic powers to call upon. 
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Morg, Absalom 


Habitat/Society: Absalom serves as High Priest of New Giustenal, 
indoctrinating the dray in Dregoth’s religion, preaching daily in the 
Temple of the Dragon, teaching about Dregoth’s rise to godhood 
and the coming Coruscation. All dray in New Giustenal respect the 
High Priest, and flock to listen to him sing the praises of Dregoth. 

The High Priest takes his position seriously. He truly believes 
that Dregoth is a god. While he agrees with most of Dregoth’s 
proclamations, Absalom takes exception to a vital point: he believes 
all dray are Dregoth’s children - even the banished dray of Kragmorta. 
Over the centuries, Absalom has made a habit of administering to 
the first generation dray’s needs, even though Dregoth has forbidden 
any contact with them. He often travels to Kragmorta to teach them 
and see how they are faring. 

Recently, Absalom discovered Dregoth’s deception of the Spirit 
of Kragmorta. He found out too late, however, to save over 300 first 
generation dray from being converted into undead warriors. Absalom 
hopes to find a way to save the remainder of Kragmorta’s dray before 
more march into Dregoth’s trap. He doesn’t want to do anything 
directly or openly, as he doesn’t want to appear to be challenging 
Dregoth’s plans. Any visitors to the under-regions who help sway 
the dray from following the advice of the Spirit of Kragmorta receive 
Absalom’s gratitude - and perhaps even his assistance. 


As the High Priest of New Giustenal, Absalom is an imposing 
and awe-inspiring figure. He can’t mingle with the common folk, 
for he is too easily recognized. To remedy that, Absalom uses his 
metamorphosis psionic power to take on the form of Akrag, owner 
of the public baths. Akrag is a cantankerous and seedy second 
generation dray who constantly watches and listens to gauge the 
mood of the general public. He also keeps an eye on the Blackjaw 
River, watching the comings and goings of the templars charged with 
the disposal of the dead. Absalom knows that Dregoth is building 
an undead army in a cave located along the river, and as Akrag he 
keeps count of just how large and powerful it is becoming. 


Ecology: Morgs can only be created by the sorcerer-kings of 
Athas. The creation of so powerful an undead servant requires an 
expenditure of personal energy and the life forces of 1,000 loyal 
citizens. Absalom was created in this way, after being subjected 
to an early version of the dray transformation process. As a morg, 
Absalom plays no further part in the natural ecosystem. He does 
not require food or water, though he rejuvenates himself with a small 
portion of every blood sacrifice made to Dregoth. 
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Mul 


CLIMATE/TERRAIN: Any land (mainly urban) 
FREQUENCY: Uncommon 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 

DIET: Omnivore 
INTELLIGENCE: Average (8-10) 
TREASURE: Varies 
ALIGNMENT: Any neutral 
NO. APPEARING: I 

ARMOUR CLASS: 10 
MOVEMENT: 12 

HIT DICE: I+4 
ATTACK (CMB/CMD: +2 (+3/13) 


NO. OF ATTACKS: I 
DAMAGE/ATTACK: Id3 or by weapon +2 


SPECIAL ATTACKS: Nil 

SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: M (6-7 tall) 
MORALE: Champion (15-16) 
XP VALUE: 65 

PSIONICS: Varies, MAC 13 


Muls became common shortly after the Cleansing Wars about 2,000 
years ago. They were intentionally bred by the sorcerer-kings for use 
in the armies and gladiatorial arenas of their respective city-states. 

Muls are the product of cross-breeding a human and dwarf parent 
to create offspring who have the best physical characteristics of both 
races. Once grown, muls retain the incredible endurance and raw 
strength of their dwarven heritage and the agility and long limbs 
of their human side. Such strength combined with dexterity and 
leverage makes muls very powerful humanoids. Adult muls are 6 to 
7 feet tall. They weigh 250 to 275 pounds, but some particularly 
strong muls weigh as much as 300 pounds. 

Muls are always lean, their metabolisms devoted to muscle growth 
and near-continuous activity. Their skin is usually fair, though is 
occasionally the coppery colour of their dwarven parent. Their faces 
are very human, though subtly altered. Their foreheads set off larger- 
than-normal eye ridges and their ears are pointed and swept back 
against the side of the head. Almost all muls, male and female, are 
bald. Slave muls are tattooed at an early age to denote ownership, 
occupation, parentage or, in the case of mul gladiators, to denote 
teams, weapon preferences, or victories. Muls are also branded for 
punishment and discipline purposes. 

A mul raised by both parents speaks either human or dwarf and 
has an 80% chance to speak the other fluently. If the mul was reared 
without his original parents, as is often the case, his language is the 
common language of slaves, and his command of it is dictated by 
how important his owner thought language skills would be to his 
function. 


Combat: Muls are very often born into the gladiatorial pits. Slave 
owners order the union of a human and dwarf for the express 
purpose of bearing a mul to become a gladiator. As infants, muls 
can bring a great price on the block. Their strength and speed make 
them excellent warriors, and the mobs adore their mul champions. 

Armed muls fight with a variety of weapons - spears, swords, 
impalers, and quabones are favourites. In the arenas, wrist razors 
are crowd pleasers. No matter the weapon the muls use, their great 
strength makes them a force to be reckoned with. Muls receive a +2 
damage bonus when attacking with hand-held or thrown weapons. 

Unarmed muls are also ferocious fighters. When using the 
Punching and Wrestling Results table from the Player’s Handbook, 
muls automatically gain a +I damage bonus and their %K.O. 
number is raised 5% for every hit. 

Roughly half of all muls possess some a psionic wild talent. Slave 
owners spend many anxious years waiting for their young muls to 
grow and mature, hoping for outstanding wild talents that make 
them more valuable. Check for each mul encountered to see if he 
has a wild talent (50%) and, if so, consult the Dark Sun Campaign 
Guide to determine the wild talent the mul possesses. 

Muls can outperform any human labourer and can continue 
without stopping for days at a time. When performing heavy 
labour, such as stone work construction or running, muls can work 
continuously for as long as 24 hours. Medium labour such as 
jogging, climbing, mining, light construction requires less energy and 
can be kept up for 36 hours straight. Lighter labour, such as training 
or walking, does not affect muls until after 48 hours have passed. 
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Once such a feat of endurance has ended, muls must sleep, 
though just eight continuous hours of uninterrupted sleep will dispel 
any nonmagical exhaustion. Irregular schedules are straining to muls’ 
longevity, so rest is always desired. Muls adopt a human I6 hours 
awake to 8 hours of sleep schedule whenever possible. 


Habitat/Society: Muls have no racial history or culture. They are 
sterile so have no cause to gather into family groups or communities. 
And since most muls live out their lives as slaves, they aren't allowed 
to congregate outside their specific function. These conditions make 
the muls. existence, even free muls, isolated and lonely. 

Mul slave trade is very profitable. A single mul can have many 
owners in his life, sometimes bought back and forth among many 
households in a single city. Free muls who allow themselves to be 
captured by slavers are easily sold into bondage again. A slave 
trader can make as much on the sale of a mul as he might with a 
dozen humans. 

Once born into slavery, the mul’s difficult life is just beginning. 
Often the parents of the mul child resent the act they were put 
through and shun the child. These outcasts live a hard existence 
for the first few years of life, left without attention to grow wild and 
savage. Eventually the mul child is taken from the general slave 
population and raised in a secluded environment. There the child is 
nourished and minimally educated. By adolescence, the child begins 
training in the profession chosen by its master, usually combat or 
heavy labour. The latter are given specific instruction in construction 
techniques and the management of other slaves. Construction muls 
are eventually returned to the general slave population. Those 
destined for the arena, however, receive far different treatment. 

A successful mul gladiator is a money maker for his owner. An 
owner of a mul gladiator with a few victories wants to keep the 
success alive, treating his property like he would any other good 
investment. A winning mul gladiator might have a complete retinue 
of other slaves to tend his every whim, oiling his body, bringing him 
food and drink on command. The line between owner and slave 
becomes somewhat blurred, but the mul is never allowed to forget 
that he is wholly owned. “Pampered like a mul” is an expression 
often bandied about common folk, but it burns in the ears of the 
muls who have lived it. 

Mul head tattoos can have a variety of meanings and there are 
several messages that can be gleaned from a mul’s highly decorated 
head. The basic design denotes the mul’s ownership. For instance, 
the centred three-eyed skulls are the marks of the guard slaves of the 
templars of Urik, while swirling ram’s horns indicate the Merchant 
House of Tsalaxa. Specific weapons can also be tattooed, showing 
the gladiator’s favourites. Weapon handlers need only look at the 
mul to see what weapon he might need in the coming match. Hash 
marks at the base of the skull, just above the neck, denote victories, 
while pictograms in the same spot usually portray beasts or monsters 
the gladiator has killed in the arena. Enslaved muls tend to accept 
their tattoos as a part of their existence. Free muls hate them and 
what they represent. Mentioning their tattoos might cause free muls 
to fight to defend their honour. 

Fewer than 20% of all muls are free. Even then, they are always 
in danger of being captured by slavers and returned to servitude, so 
they disappear from the well-travelled lands. Most free muls barter 
their fighting skills for coin, but many turn their backs on combat 
and seek the ways of the priest, psionicist, or even merchant. 


The elf tribes have some respect for muls, as well, noting their 
incredible endurance as more elf like than human. A mul who finds 
himself among the Sky Singers or other elf tribes may do better 
passing their tests and initiations. 

A solitary free mul is likely to have few possessions, just the 
essentials for survival in the life of a wanderer. He usually has food 
and water enough to sustain him for a few days or weeks, plus basic 
clothing and protection against the elements. A former gladiator 
might have metal weapons from his arena days, plus other weapons 
fashioned using his technical skills. One out of four has a crodlu or 
kank as a mount, and might have additional pack animals carrying 
other possessions or trade goods. Such a mul has a variety of goods, 
from the mundane skins or grain, to the more exotic metal or potion 
fruits. He also has money, but this is hidden and he protects it 
carefully. 


Ecology: Muls can only be born to human and dwarf parents. It 
does not matter which parent is male and which female. Conception 
is difficult, sometimes requiring months. Once achieved, carrying 
the child to term takes a full I2 months, endangering the mother’s 
life the entire time. The moment of birth is also very difficult, as 
the mother’s body struggles to let go of the unnatural child she has 
been carrying. A human mother is only 40% likely to survive the 
pregnancy and 40% likely to survive the birth. A dwarf mother is 
stronger and better able to survive; she is 60% likely to survive the 
pregnancy and 60% likely to survive the birth. The child survives 
pregnancy if the mother does, but has only a 75% chance of 
surviving the birth regardless of the mothers race. An experienced 
wet nurse who has assisted in the birth of a mul child gives both 
mother and child a +10% bonus to their chances of surviving 
both the pregnancy and the birth. Such women are known as 
“mulmothers” and are very valuable to the breeding slave owners. 
Muls often take humans and, less often, dwarves, to be lifelong 
mates. These childless couples are apt to take orphans into their 
households, and the harsh climate and wars of Athas provide a 
seemingly endless stream of orphans. Emotionally, muls are unfettered, 
subject to the full range of happiness and despair, love and rage. 
Muls live an average of 90 years. 
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Mul, Wild 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANISATION: 
ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 

NO. APPEARING: 2-7 
ARMOUR CLASS: 12 (10) 
MOVEMENT: 12 

HIT DICE: 5+5 
ATTACK (CMB/CMD: +6 (+11/21) 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 270 

PSIONICS: +6, PSPs 80, MAC 13 


Powers: conceal thoughts, control body, inflict pain, invisibility, 
levitation, mind blank, mind thrust, mindlink, telekinesis, thought 


shield 


Tablelands 
Common 
Clans 

Any 

Omnivore 
Average (8-10) 
L (C) 

Any 


By weapon +I 
Psionics 

Nil 

Nil 

M (6-7 tall) 
Steady (11-12) 


Muls are a cross-breed of dwarf and human that are raised for the 
gladiatorial games often played on Athas. While all are born into 
captivity, some escape and make their homes in the plains and oases 
of the Athasian deserts. 

Muls are stout humanoids, averaging 6 to 7 feet tall, and weighing 
up to 300 pounds. While their height comes from their human 
side, muls also have strong, stocky bodies, an obvious trait from 
their dwarven parentage. Muls are light skinned, sometimes having 
a coppery skin colouration. Muls have a face that is undeniably 
human looking, though their ears are swept back and mildly pointed, 
and their brow ridges are pronounced. All muls, both male and 
female, have no head or facial hair. 


Combat: Wild muls will often end up in combat situations during 
the course of their life. Muls are commonly tracked by bounty 
hunters hired by the templars and noblemen who operate the 
gladiatorial games. When a wild mul engages in combat, they are 
most effective fighters. 

Most muls encountered wear leather armour, it being the most 
common type found on Athas. This is usually the same armour 
worn by the muls at the time of their escape, and it provides 
adequate protection (AC 12). Many times they also carry a small- to 
medium-sized shield, an additional carry over from their gladiatorial 
days. Others acquire armour as they find it. 


Most muls are armed with long swords, though occasionally some 


are found with either short swords, polearms, flails, or maces. Most 
have either bone or stone weapons and have been known to carry 
obsidian and even metal weapons. A wild muls receives a +1 bonus 
to their damage rolls due to unusual strength. 

Additionally, like many creatures of Athas, muls are naturally 
psionic. Most muls (75%) are wild talents, possessing only one 
or two psionic abilities. Some (25%), however, are full-fledged 
psionicists, able to use a variety of psionic powers. 


Habitat/Society: Wild muls gather in small clans consisting of 
muls who escape together and remain together for mutual protection. 
Clans settle in the rocky barren areas of Athas, near where the 
plains and deserts meet. With plant life as scarce as it is, many have 
turned to animals, and even other races, aS a source of food. This 
causes most other races to fear wild muls. This is reciprocated by 
the muls, as they are paranoid that any who find them are hunting 
them for the templars and noble. Clans are unlikely to trust any who 
encounter them, except adventuring parties with a mul among them. 
Even then, mul clans are suspicious, believing they can trust no one. 
All muls are born sterile, and no clans have offspring among 
them. The only time that young muls are found in the wild is when 
they escape with a group of adults. Since wild muls are escaped 
slaves, they rarely re-enter cities. Any wild mul discovered within 
the walls of a city would be captured and publicly executed as a 
discouragement to any who might consider escape in the future. 


Ecology: Just as muls occasionally hunt and eat other humanoid 
races, they are hunted themselves. Some thri-kreen tribes hunt wild 
muls, which serves to foster an animosity between these two races. 
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Nightmare Beast 


CLIMATE/TERRAIN: An 


FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Omnivore 


INTELLIGENCE: 
TREASURE: Nil (F) 

ALIGNMENT: Chaotic Evil 

NO. APPEARING: I 

ARMOUR CLASS: 25 

MOVEMENT: 12, Cl 6 

HIT DICE: 15 

ATTACK (CMB/CMD: +15 (+20/30) 

NO. OF ATTACKS: 5 
DAMAGE/ATTACK: 2d6 (x2)/2d10 (x2)/4d10 
SPECIAL ATTACKS: See below 

SPECIAL DEFENCES: See below 

MAGIC RESISTANCE: 20% 

SIZE: G (30’ tall) 

MORALE: Champion (15-16) 

XP VALUE: 16,000 

PSIONICS: +15, PSPs 180, MAC 17 
ballistic attack, biofeedback, 


disintegrate, double pain, ego whip, id insinuation, intellect fortress, 


Average (8-10) 


Powers: control temperature, 
mental barrier, mind blank, mind thrust, molecular manipulation, 
psionic blast, psychic crush, summon planar creature, teleport, 


teleport trigger, thought shield, tower of iron will 


Of all the creatures that roam the planet Athas, none except the 
Dragon is as feared, or as dangerous, as the nightmare beast. Even 
the suggestion that one is in the area is enough to make many 
among the desert tribes depart to seek a safer locale. Save for the 
Dragon, few other beasts of the waste are as feared 

Nightmare beasts have one immediately identifying characteristic: 
their immense size. All are 30 feet tall and weigh close to 4,000 
pounds. Nightmare beasts’ four legs end in sharp claws, enabling 
them to climb quite well, despite their size. All have similar skin 
colouration and texture. Their skin is thick and tough, similar to 
that of an alligator, but more durable. Though usually a dark blue/ 
grey, sometimes a beast’s skin will be more purple. Nightmare beasts 
have large red eyes, which glow in the dark. 

A nightmare beast’s teeth reach eight inches in length, and are 
capable of chopping a victim in two with ease. Two pairs of teeth 
are nearly twice as long as the rest; one set in the lower jaw, one 
in the upper. These two pairs extend outside the creatures mouth 
and are exposed even when its mouth is closed. The lower pair is 
closer together and fits inside the upper pair. Nightmare beasts have 
large tusk-like horns on their heads, used by the creatures to rend 
their victims. 


Combat: Nightmare beasts are dangerous combatants, capable of 
defeating small armies by themselves. They are capable of rapid 
movement, allowing them to close with opponents. Their speed, 
combined with their great weight provides them with the ability to 
smash through nearly any obstacle, including city walls, trees, and 
small natural rock formations. When a nightmare beast attempts to 
smash through an obstacle, the DM should roll 1d20 on Table 52: 
Structural Saving Throws in the Dungeon Master’s Guide - use 
the screw or drill line. On a failure, the obstacle loses 1/4 of its 
structural integrity. Each subsequent failure reduces the integrity of 
the wall further, until it crumbles into rubble at the beast’s feet. 

Alternatively, the nightmare beast can be assumed to deal 10 
structural points of damage per round, if this system is in use. 

When engaged in melee combat, a nightmare beast is absolutely 
devastating. When they attack, nightmare beasts raise up onto their 
hind legs, enabling them to attack with their front limbs. A nightmare 
beast on its hind legs is approximately 40 feet tall. Nightmare beasts 
are capable of up five attacks per round. They attack first with their 
two front clawed limbs, doing 2d6 damage per successful attack. The 
beast then attacks with both its horns, each capable of inflicting 
2d10 damage. Finally, its bite causes 4d10 damage. 

The extremely thick skin of a nightmare beast provides it with 
incredible protection against attack (AC 25). In addition, only +I 
or better weapons have any affect on the creature. Nightmare beasts 
also have a small degree (20%) of magic resistance, and spells or 
spell-like abilities used by creatures of 4 Hit Dice of less do only 
half damage. Thus, a spell cast by a 4th-level mage that gets past 
the creature’s magic resistance will still only do half damage. Spells 
which save for half damage would do 1/4 damage when cast by 
characters with four or less Hit Dice. 

Nightmare beasts are also capable of magical and psionic attacks. 
Each round, a nightmare beast may attack normally, and use either 
one of its spells or one of its psionic powers. 

The creature is able to use the following spells, twice a day, once 
per round: fireball, lightning bolt, chain lightning, dispel magic, wall 
of fire, incendiary cloud, death fog, and cloudkill. A nightmare beast 
is immune to the effects of it own spells and all its spells are cast 
at 10th level of experience. All spells used by nightmare beasts are 
considered use of defiler magic - it is believed that nightmare beasts 
were created through use of defiler magic. 

A unique adaptation of defiler magic’s life draining effects has 
produced the nightmare beast’s ability to drain life energy from 
its victims. Instead of using its normal attacks in a given round, a 
nightmare beast can drain life energy from a victim, resulting in the 
victim losing I experience level. When a nightmare beast uses this 
attack, it gains the same number of hit points lost by the victim. A 
nightmare beast can use this ability only three times a day. 

The nightmare beast is also an extremely powerful mindbender, 
capable of feats usually performed only by the eldest and most 
experienced psionicists of Athas. As stated above, a nightmare 
beast can use one of its psionic powers each round that it doesn’t 
employ one of its spells. Also, the nightmare beast has strong psionic 
telepathic defence powers, all of which are considered to be always 
“on”. Thus, any psionic attack launched at a nightmare beast is 
automatically defended against with the most effective telepathic 
defence power. However, defence still depends upon whether or not 
the beast has sufficient PSPs to manifest the telepathic defence 
power it attempts to use. 
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Nightmare Beast 


A nightmare beast will often employ the most direct and brutal 
attack forms it has at its disposal. Among its psionic powers, it 
will often favour use of its psychokinetic discipline, as it allows 
the creature to destroy weapons as well as buildings which may be 
in its way. It will frequently use its psychoportation discipline too. 
The teleport power allows the creature to instantly appear before its 
enemies and vanish if it feels threatened. It will employ summon 
planar creature to summon creatures to further its destructive 
rampage. When it has sufficient PSPs, it will summon creatures 
from the outer planes first, then from the other planes as needed. 

One other unique psionic ability of the nightmare beast is its 
nightmare attack. With this ability, a nightmare beast can enter the 
dreams of its victims and prey on their subconscious minds. This 
ability is used in two distinctly different manners. The first is used 
against future victims, those which the beast is either stalking or is 
intent on attacking. The beast uses this ability when these victims 
are sleeping. Any intended victims must save vs. spells (at -2) or 
suffer from nightmares of extreme horror (in which the victim is 
stalked, hunted, and killed by the nightmare beast). These dreams 
are so vivid that they prevent the victim from properly resting. 
The victim does not naturally heal any hit points previously lost 
and suffers from fatigue. Victims of fatigue suffer a -I to all rolls, 
and they have their movement rates lowered as though they were 
moderately encumbered. These penalties are in effect for three days, 
or until a heal spell is cast upon the victim. 

This power can also be used in combat. At such times, this 
ability is treated as a normal psionic ability; it can be used in the 
same round as the beast’s melee attacks. When this ability is used, 
all creatures within a 50° radius of the nightmare beast must save vs. 
spells at -2. Those who make their saves are unaffected. Those who 
fail are affected the next time they go to sleep. While they sleep, 
victims of this attack have dreams as described above, in which they 
are stalked, hunted, and killed by the nightmare beast. The effects 
of these dreams are the same as those described above. They will 
also last for the same duration (three days) or until a heal spell 
is cast. Use of the nightmare attack ability in either manner costs 
the nightmare beast 50 PSPs and requires a power check against a 
power score of I5. 

Habitat/Society: Nightmare beasts can be 
encountered in virtually any terrain on Athas. 
Fortunately, there are very few of these creatures. 
Some historians think that once there were as 
many as a hundred of these beasts roaming, 
the world. Now there are believed to be only 
half a dozen remaining. 

Nightmare beasts live in their lairs for long 
periods (up to one year). After that time, they 
roam the desert until they find a suitable area in 
which to make a new lair. When a nightmare 
beast settles into a new lair, it will often settle 
near ancient ruins of the former civilization 
that once inhabited Athas. No matter where 
they make their lairs, nightmare beasts do so 
consistently. All beast lairs are defensible 
and well-protected. The nightmare beast 
will always choose a lair that is difficult to 
attack from both land and air. 


Nightmare beasts only rest in their lairs for short periods, usually 
no more than 6 hours at a time. The rest of their time is spent 
roaming the area near their lairs and feeding. These beasts will 
normally rotate between resting and roaming in 6-hour periods, 
maintaining this cycle for days and sometimes weeks at a time. (The 
only time that a beast will change this cycle is when it is preparing 
for battle.) When resting in its lair, a nightmare beast will often 
use a unique variant of the psionic danger sense power. This ability 
functions as described in the Dark Sun Campaign Guide except 
that its range extends to cover the entire lair and the duration is 
15 hours for 5 PSPs (with an hourly maintenance cost of 2 PSPs). 

When a nightmare beast roams the area surrounding its lair, its 
main purpose is to feed itself. These creatures eat nearly anything. 
Entire herds of erdlus and kanks have been killed when a nightmare 
beast has come across them while feeding. 

There are creatures that a nightmare beast will not attack, even 
when searching for food. Nightmare beasts will not attack drakes or 
megapedes, for example, nor would one ever try to fight the Dragon. 


Ecology: Nightmare beasts eat almost every type of food available. 
They are unsuitable as a food source because their bodies decay 
rapidly after death. It is thought that this is because the magic which 
sustained their lives vanishes when they die, causing an unnatural 
decay. However, their horns, claws, and teeth make excellent weapons 
and are usually used in arrowheads, daggers, and darts. Their horns 
can also be ground and mixed with water to create a paste. When 
consumed, the paste grants the consumer 30 additional PSPs and 
two wild talents. Its effect lasts for 5 rounds. 
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Nikaal 


CLIMATE/TERRAIN: Arm land 
FREQUENCY: Uncommon 
ORGANISATION: Tribal 
ACTIVITY CYCLE: Day 

DIET: Omnivore 
INTELLIGENCE: Average (8-10) 
TREASURE: Varies 
ALIGNMENT: Chaotic Neutral 
NO. APPEARING: 10-100 
ARMOUR CLASS: 12 
MOVEMENT: 12 

HIT DICE: 3 

ATTACK (CMB/CMD: +3 (+3/13) 
NO. OF ATTACKS: I or 2 
DAMAGE/ATTACK: By weapon or Id4/1d4 
SPECIAL ATTACKS: Acid spit 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: M (6 tall) 
MORALE: Steady (11-12) 
XP VALUE: 175 
PSIONICS: +3, PSPs 20, MAC 12 


Powers: ESP, mental barrier, mindlink, psychic crush, sense link 


The nikaal are a mysterious race of lizard-like humanoids. They are 
far-wandering traders and explorers. Though their origin is shrouded 
in mystery, some Athasians believe there is a nikaal homeland 
beyond the Ringing Mountains. 

The nikaal are 5 to 6 feet tall and weigh 150 to 250 pounds. 
Although their facial features are similar to humans, their scales 
and eyes set them apart. Their bodies are covered with fine, purple 
scales that regulate the body temperature in the searing desert sun 
and prevent evaporation of vital fluids. Nikaal need half as much 
water as humans, and they have twice the endurance while exposed 
to the harsh environment of Athas. Nikaalian eyes have a distinctly 
serpentine shape and colour. 


Combat: As traders, nikaal try to avoid unnecessary combat. When 
provoked, nikaal can be savage. 

Nikaal rarely use armour as it disrupts their natural thermostats. 
If the situation warrants, individuals may use wooden breastplates 
or hide armour but never metal armour. Wearing any armour 
doubles the nikaal’s water needs and metal armour quadruples water 
requirements. Frequently, nikaal use a small to medium-sized shield. 

Nikaal can use any weapons, but are known to prefer blowguns, 
javelins, spears, clubs, swords, and polearms. The nikaal have a 
weapon unique among their race, a polearm with a circular, jagged 
blade called a tkaesali (see the Dark Sun Campaign Guide for 
details). Tkaesali are reserved for celebrated warriors, tribal elders, 
and shamans, and frequently decorated with totems and war trophies. 


Nikaal carrying tkaesali are treated with reverence by other nikaal. 
If an individual loses his tkaesali, he is ostracised until he finds his 
prized weapon. If it is in the possession of a member of another 


race, that individual must be defeated in personal combat to regain 
stature among the tribe. 

Nikaal frequently go into combat without the benefit of weapons. 
In such situations, the creatures attack with two claws for Id4 points 
of damage each. Nikaal also have the ability to spit acid. This 
attack causes 2d4 points of damage and can be made once every 
third combat round. Victims can save vs. breath weapon for half 
damage. This acid attack is in addition to any other melee attack 
the nikaal receive. 


Habitat/Society: The nikaal are a nomadic tribal race led by an 
elder council. Nikaal tribes range from I0-I00 members. Tribes 
usually travel between major urban areas of Athas, trading goods 
acquired from other towns and in their journeys. 

For every IO nikaal in a tribe there is an elite warrior with 5 HD. 
If there are 30 or more, there is also a captain (AC I5 and 7 HD) 
that leads the tribe in combat. 

The tribal shaman is a cleric that worships any one of the 
elemental planes. Rarely do these clerics reach higher than 5th level 
and never higher than 8th. 


Ecology: Nikaal live an average of 50 years. Because they are 
nomadic tribes rarely stay in one place for more than a week except 
during a tribal crisis, such as the appointment of a new elder. 
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Pakubrazi 


CLIMATE/TERRAIN: Urban and inhabited areas 
FREQUENCY: Uncommon 
ORGANISATION: Solitary 

ACTIVITY CYCLE: Any 

DIET: Omnivore 
INTELLIGENCE: Average (8-10) 
TREASURE: B, R 

ALIGNMENT: Chaotic Evil 

NO. APPEARING: 1-4 

ARMOUR CLASS: II or 14 or by armour 
MOVEMENT: 12, Fl 18 (D) 

HIT DICE: 6 


ATTACK (CMB/CMD: +6 (+6/16) or +9 (49/19) 


by weapon 


NO. OF ATTACKS: 


3 or I weapon 


DAMAGE/ATTACK: 2d4+2/2d4+2/1d4 or by 
weapon +3 

SPECIAL ATTACKS: See below 

SPECIAL DEFENCES: See below 

MAGIC RESISTANCE: Nil 

SIZE: L (I0 long) 

MORALE: Fanatic (17-18) 

XP VALUE: 975 

PSIONICS: Nil, MAC 14 


Pakubrazi are insect creatures that feed on the blood of living 
creatures. They look like crosses between giant ticks and giant flies. 

A pakubrazi can shapechange any part or all of its body into 
humanoid form. The pakubrazi can pick the race, but not the 
individual features. The humanoid shape for each race is always the 
same, and can be recognized if seen again. The individual pieces 
that can be formed are: primary legs, secondary insect legs, arms, 
eyes, feeders, head, carapace, torso with wings. This flexibility allows 
for a wide variety of hybrid forms. 


Combat: In its natural insect form, a pakubrazi can attack with 
two claws and a bite. The two claws are not very large, but the 
extraordinary strength of the creature allows it to do significant 
amounts of damage. Using humanoid hands it can wield a weapon 
with a Strength of 18. The bite is actually a feeder tube which 
extrudes from the mouth to puncture the skin. Once it hits, the 
pakubrazi can automatically draw I-2 points of Constitution every 
round. Death occurs if the victim is drained to zero. A pakubrazi 
needs 20 points a week for basic sustenance. Victims regain I point 
a day. 

Any humanoid creature bitten by a pakubrazi may become 
tainted. If enough pakubrazi genetic material gets into the blood 
stream of the humanoid, it will try to force the person to change. The 
body’s immune system will fight the taint. There is a 5% chance per 
point of Constitution drained that the victim will become tainted. 
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During any moment of excitement or stress, there is a 10% 
chance that the tainted creature will change Id6 parts of its body 
into insect forms. The person becomes a wild beast lusting after the 
blood of the nearest available victim. The change lasts for Id4xIO 
rounds, or until the tainted creature drains IO points of blood. It 
is rumoured that the halflings may know a cure for the taint, but 
nothing else short of a wish spell will rid a body of pakubrazi taint. 


Id8 Changes Id8 Changes 

I Primary legs 5 Feeder tubes 

2 Secondary legs 6 Whole head 

3 Arms 7 Carapace 

4 Eyes 8 Torso with wings 


When it has a human torso, its Armour Class is II. The insect 
carapace gives it an Armour Class of 14. Although its secondary 
insect legs cannot attack, they do allow it to climb vertical surfaces, 
and even hang from ceilings. A pakubrazi needs small cracks, 
bumps or something to cling to when climbing. 


Habitat/Society: Pakubrazi are parasites, living off of other civilized 
races. They maintain a charade of normal life among these races, 
and are masterful actors. Frequently solitary, they are capable of 
cooperating in small groups. Each pakubrazi or cooperative group 
establishes its own hunting territory and defend it to the death. 


Ecology: Pakubrazi are thought to be a remnant of the Green Age. 
Pakubrazi blood has been used to intentionally taint an enemy by 
slipping it into his food. It makes a horrific form of revenge. 
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Paraelemental 


General Information 


The paraelementals are the embodiments of the four paraelements: 
magma, rain, silt, and sun. They have their own priests, their own 
interests, and are often at odds with the four traditional elements. 
The natures of these creatures and what pleases them is different 
than the natures of the more powerful paraelementals. They are not 
interested in the flavours of earth, the fiery feasts of destruction, the 
singing winds, or the babbling of streams. 

As the relentless sun scorches earth into dust and magma spills 
out over its cracking surface, the power of the paraelements is 
growing. They are beginning to achieve levels of power heretofore 
unknown, and they are hungry for more. Where the paraelementals 
are concerned with quantity and quality, the paraelementals have 
not matured to that stage — they only want quantity. 

The paraelements of silt, sun, magma, and rain are hybrids of 
two other elements. Silt comes from earth and water, sun from fire 
and air, magma from fire and earth, and rain from air and water. 
The ethereal creatures that emerge from these unions are not simply 
hybrid versions of their parental elements; rather, the paraelementals 
are independent of them, having taken on the attributes of both. 
They have entirely different views about the nature of things, and 
what pleases or displeases them lies in their own natures, for their 
own reasons. 

Paraelementals come in three varieties: lesser, standard, and 
greater. 


Psionics and Paraelementals: All paraelementals, greater, lesser, or 
standard, are immune to psionics of the telepathy, psychometabolism, 
and clairsentience disciplines. They are normally affected by the 
telekinesis and psychoportive disciplines. Their low intelligence 
prevents them from using any psionic powers, and their extraplanar 
nature grants them absolute resistance to telepathic abilities of 
psionic creatures from the Prime Material Plane. 


Lesser Paraelementals 


The presence of paraelementals tends to inspire fear in the general 
populous of Athas as they look on these beings with unease and 
even horror. The first paraelementals that a priest will be able to 
summon are the weaker lesser paraelementals. Clerics who obtain 
the power to summon these paraelementals are generally treated 
with more respect than younger acolytes who have yet to master the 
ability. Templars rightfully see this power as a direct threat to their 
own. Because of the conflict, the summoning of paraelementals is 
banned in many cities. 

If called on by a priest, the lesser paraelemental arrives to serve 
him. When a paraelemental is successfully conjured/summoned, 
the being is (sometimes unwillingly) pulled across the planes to the 
place of the conjurer/summoner. 

Very little is known about the life, habits, or function of lesser 
paraelementals when they are in their home paraelemental planes. 
Those who have magically communicated with paraelementals say 
that they describe their homes as violent and savage places. Many 
paraelemental worshippers have sought to cross over into their 
paraelemental planes of worship to escape life on Athas. Of those 
who “disappeared” to that end, none were ever heard from again; it 
is unknown if they were successful or not in their “crossing”. 


Lesser paraelementals are extremely vulnerable to the magic of 
defilers. When a defiler casts a spell to damage a paraelemental, 
the paraelemental is affected by the spell as if the caster were 5 
experience levels higher than he actually is. In addition, if the 
paraelemental is within the area of destruction of a defiler spell, that 
paraelemental is immediately destroyed. 

Not as powerful as their standard paraelemental brethren, lesser 
paraelementals can be harmed by any magical weapon of +I 
enchantment or better. Creatures with under two Hit Dice and 
without any magical abilities cannot harm a lesser paraelemental. 
Lesser paraelementals are affected by protection from evil spells 
just like standard paraelementals. Lesser paraelementals are just as 
intelligent as standard paraelementals, which is to say, not very. 


Summoning a Lesser Paraelemental: There are two ways to call a 
lesser paraelemental to the Prime Material Plane, and the strength 
of the conjured lesser paraelemental depends on the method used 
to summon it: 

e Conjured by spell: 2, 4, or 6 Hit Dice 

e Conjured by staff: 6 Hit Dice 


Summoning devices always call standard paraelementals, never 
lesser paraelementals. 


Controlling a Lesser Paraelemental: Regardless of its origins, a 
lesser paraelemental is severely restricted in its movements and 
actions. Lesser paraelementals cannot cross their opposing elements 
and do half damage against creatures of that opposing element. 
Lesser silt elementals are opposed by fire and air, lesser sun 
elementals are opposed by water and earth, lesser magma elementals 
are opposed by water and air, and lesser rain elemental are opposed 


by earth and fire. 


Stealing Control of a Lesser Paraelemental: Control of a lesser 
paraelemental can be stolen in the same manner as for standard 
paraelementals - through a dispel magic spell. On a roll of 20, the 
lesser paraelemental assumes a defensive posture only. If the dispel 
magic fails, the lesser paraelemental acts as a standard paraelemental 
in the same situation. 


Standard Paraelementals 


Standard paraelementals are exactly like standard elementals 
presented in the Monstrous Manual. They can be summoned, 
controlled, and stolen. 

Standard paraelementals are not harmed by any non-magical 
weapons or magical weapons of less than +2 bonus. Creatures with 
under four Hit Dice and without any magical abilities cannot harm 
a paraelemental either. 

Paraelementals are affected by protection from evil spells. A 
paraelemental cannot strike a creature protected by this spell and 
must recoil from the spell’s boundaries. 

All standard paraelementals share one major characteristic, 
however. They are basically stupid. This low intelligence makes it 
difficult for the paraelemental to resist a magical summons. But 
even the standard paraelemental is bright enough to know it does 
not like being taken off of its home plane and held in the Prime 
Material Plane. 
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Paraelemental 


Summoning a Paraelemental: There are three ways to summon a 
paraelemental. Its strength depends on the method used: 


e Conjured by spell: 8, 12, or 16 Hit Dice 
e Conjured by staff: 16 Hit Dice 
e Conjured by summoning device: 12 Hit Dice 


Each method of summoning, paraelementals can be used by one 
person to call one of any type of standard paraelemental per day. The 
exception to this is a character using more than one method to call 
paraelementals. That conjurer can call a number of paraelementals 
of the same type equal to the number of methods used. 


Controlling a Paraelemental: Concentration in conjuring the 
creature is vital. Any distraction to the summoner will result in a 
failure to control the paraelemental when it arrives on the Prime 
Material Plane. Paraelementals that are uncontrolled return to their 
home plane 25% of the time or attack the person who summoned 
them 75% of the time. There is no way to gain control of the 
paraelemental once it is lost. The uncontrolled paraelemental will 
always return to its plane of origin three turns after control is lost. 

There is always a 5% chance per round that a paraelemental 
is in the Prime Material (beginning with the second round) 
that the creature will break control and attack the person who 
summoned it. Also, if a person loses concentration while controlling 
a paraelemental, the creature becomes free-willed and will first attack 
the person who summoned it, then destroy any living thing it can 
find during the three turns after control is lost before returning to 
its home in the Inner Planes. A free-willed paraelemental can be 
banished with a dismissal spell, with a 50% chance of success. 

A successfully controlled paraelemental can be controlled from a 
distance up to 30 yards per level of the person who summoned it 
and dismissed by the summoner when its task is complete. 


Stealing Control of a Paraelemental: Control of a conjured 
paraelemental can be stolen from the person who summoned it by 
casting dispel magic at the magical control over the creature (not 
the paraelemental or the person controlling it). A roll of 20 by the 
caster means that all control has been dispelled and the creature is 
now free-willed. If control is stolen, the creature will follow the wishes 
of the new person controlling it as if he or she summoned it. 

If the dispel magic fails, the paraelemental is strengthened to its 
maximum 8 hit points per die and any new attempts to steal control 
of it fail. It recognizes the person who sought to take control of it as 
a threat. If the person currently guiding the creature loses control, 
the paraelemental immediately attacks the person who attempted to 
steal control of it - even before the person who first summoned it. 


Standard paraelementals are vulnerable to defiler magic. When a 
defiler casts a spell to damage a paraelemental, the paraelemental is 
affected as if the caster were 3 experience levels higher. In addition, 
if the paraelemental is within the area of destruction of the defiler 
spell, it suffers Id20 points of damage. Each time a paraelemental 
is affected by a defiler spell, the chance for it to break free of its 
control increases by 10%. This increase is in addition to the normal 
5% chance per round for a paraelemental to break free of control. 
If a paraelemental succeeds in breaking free of its control, after 
attacking the being who summoned it, it will attack the defiler next. 


Greater Paraelementals 


Greater paraelementals cannot be harmed by any non-magical 
weapon, or magical weapons of less than +3 enchantment. In 
addition, creatures of less than 5 Hit Dice without any magical 
abilities are unable to harm greater paraelementals. 

They are also affected by protection from evil spells, and cannot 
strike any creature protected by this spell. Further, paraelementals 
will recoil from the boundaries of this spell’s area of effect. 

All greater paraelementals have 50% magic resistance to priest 
spells from the sphere of their paraelement, and 25% resistance 
to spells from all other paraelemental spheres. A greater magma 
paraelemental, for example, would have 50% magic resistance to 
spells from the magma sphere and 25% resistance to the spells from 
the rain, silt, sun, and cosmos spheres, and all elemental spheres. 

Greater paraelementals are vulnerable to the magic of defilers. 
When a defiler casts a spell to damage a greater paraelemental, 
it is affected by the spell as if the caster were 2 experience levels 
higher. In addition, if the greater paraelemental is within the area 
of destruction of the defiler spell, it suffers IdIO additional points 
of damage. Each time a paraelemental is affected by a defiler spell, 
the chance for it to break free of its control increases by 10%. This 
increase is in addition to the normal 5% chance per round for a 
paraelemental to break free. If a paraelemental breaks free, after 
attacking the being who summoned it, it attacks the defiler next. 

All greater paraelementals share average intelligence. Although 
they are unable to resist a magical summons, they are able to 
resist the summons of a defiler (see below). Despite their limited 
intelligence, all paraelementals resent being taken from their homes 
planes and held in the Prime Material Plane. 

Paraelementals are 


Greater Paraelemental: 


su mmoned and controlled 


Summoning a 
in the same manner as standard 
paraelementals, except that they are most often summoned by 
preserver mages. The destructive nature of defiler magic weakens 
the magical summons and allows the paraelemental spirit to 
more easily resist it. When a defiler mage attempts to summon a 
paraelemental, the DM should make two saving, throws vs. spells 
for the paraelemental. If the first save fails, the paraelemental is 
summoned; it then makes its second saving throw. If this save is 
failed, the paraelemental obeys its summoner. If the paraelemental 
makes the second save, it is uncontrolled and turns on the defiler. 
If the first save is successful, the paraelemental has resisted the 
summons altogether and needn’t make the second. 


Controlling a Greater Paraelemental: A greater paraelemental 
must be controlled in exactly the same manner as a standard 
paraelemental. 

Stealing Control of a Greater Paraelemental: A greater 
paraelemental can be stolen in exactly the same manner as a 


standard paraelemental. 


Character Paraelementals 


Exceptionally powerful clerics can become character paraelementals 
as a form of advanced being. The rules for summoning, controlling, 
and stealing them are different to those for other paraelementals. 
Consult Dark Sun Campaign Options for more information. 
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Magma Paraelemental 


Lesser Standard Greater 
CLIMATE/TERRAIN: Magma Magma Magma 
FREQUENCY: Rare Rare Rare 
ORGANISATION: Solitary Solitary Solitary 
ACTIVITY CYCLE: Any Any Any 
DIET: Magma Magma Magma 
INTELLIGENCE: Low (5-7) Low (5-7) Average (8-10) 
TREASURE: Nil Nil Nil 
ALIGNMENT: Neutral Neutral Neutral 
NO. APPEARING: I I I 
ARMOUR CLASS: 16 I7 19 
MOVEMENT: 6 6 9 
HIT DICE: 2, 4, or G 8, I2, or I6 10, 14, or I8 


ATTACK (CMB/CMD: 


+2 (41/11), +4 (43/13), or 
+6 (+6/16) 


+8 (+9/19), +12 (413/23), 
or +16 (+17/27) 


+10, +14, or +18 (+12/22, 
+18/28, or +22/32) 


NO. OF ATTACKS: I I I 
DAMAGE/ATTACK: Id6, 2d6, or 2d6 3d6 4d10 
SPECIAL ATTACKS: See below Heat aura Heat aura 


SPECIAL DEFENCES: 


+I or better weapon to hit 


+2 or better weapon to hit 


+3 or better weapon to hit 


MAGIC RESISTANCE: 


Nil 


Nil 
L-H (8’-16’, height = HD 
Champion (15-16) 


50%/25% 
L-H (10’-18’, height = HD 
10/14 HD: Champion (I5- 


SIZE: S-M (2-4, height = HD) 
MORALE: 2 HD: Steady (11-12); 4-6 
HD: Elite (13-14) 
XP VALUE: 2 Hit Dice: 420 
4 Hit Dice: 650 
6 Hit Dice: 975 
PSIONICS: Nil 


Lesser Magma Paraelemental 


From the waist up, a lesser magma paraelemental resembles a stocky 
humanoid being, but the lower portion of its body is nothing but an 
amorphous mass of molten stone. Most of its upper body is black 
rock, but a reddish heat shines from within - particularly from the 
eyes and mouth of the creature. Lesser magma paraelementals enjoy 
melting solid objects into liquid forms. 


Combat: When it comes to combat, the magma paraelemental 
uses its super-heated touch to inflict damage to a victim and sets 
combustibles aflame. Any flammable object struck by the lesser 
magma paraelemental must save versus magic fire with a +I penalty 
or immediately burn. Targets within one yard of a lesser magma 
paraelemental take I point of damage from the creature's radiant 
heat. Natural weapons used against a magma paraelemental inflict 
1d4 heat damage against the attacker. 

Lesser magma paraelementals can be struck only by +I or better 
weapons, and they're immune to the effects of heat and flame. They 
suffer normal damage from cold-based attacks. However, if they 
sustain a number of points of cold damage equal to their Hit Dice 
- in other words, if a 4-HD paraelemental suffers 4 points of cold 
damage - the cold affects them as would a slow spell. 


16); 18 HD: Fanatic (17-18) 


10 Hit Dice: 6,000 
14 Hit Dice: 10,000 
18 Hit Dice: 14,000 


Nil 


8 Hit Dice: 3,000 
12 Hit Dice: 7,000 
16 Hit Dice: 11,000 


Nil 


All damage against water or air-based creatures is automatically 
halved. In addition, magma 
paraelemental during the cold Athasian nights is a risky proposition 
at best. If exposed to the cold of the night, the lesser magma 
paraelemental may not last the full length of its conjuration/ 


conjuring/summoning a lesser 


summoning, After 5 rounds in the cold, the creature must make 
a successful saving, throw versus death magic or return to the 
Paraelemental Plane of Magma. 


Standard Magma Paraelemental 


From the waist up, a magma paraelemental resembles a stocky 
humanoid, but the lower portion of its body is an amorphous mass 
of molten stone. Most of its upper body is black rock, but a reddish 
heat shines from within - particularly from the eyes and mouth of 
the creature. Magma paraelementals enjoy melting solid objects into 
liquid forms. They also derive sustenance from such actions. 


Combat: When it comes to combat, the magma paraelemental 
uses its super-heated touch to inflict damage to a victim and sets 
combustibles aflame. However, the paraelemental’s mere presence 
is also quite dangerous. Anyone within 20 feet of the creature is 
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affected as if he were the target of an enhanced heat metal spell. 
That is, during the first round in the area, all metallic objects grow 
hot. During the second round, they inflict Id4 points of damage to 
anyone in contact with them. In the third round (and all thereafter). 
anyone touching the scorching metal suffers 2d4 points of heat 
damage. What’s more, at this point, even victims who aren’t touching 
any metal sustain Id4 points of damage from the incredible heat 
exuded by the monster. Leaving the area reduces the effect by one 
step each round. 

Magma paraelementals can be struck only by +2 or better 
weapons, and they're immune to the effects of heat and flame. They 
suffer normal damage from cold-based attacks. However, if they 
sustain a number of points of cold damage equal to their Hit Dice 
- in other words, if an 8-HD paraelemental suffers 8 points of cold 
damage - the cold affects them as would a slow spell. 


From the waist up, a greater magma paraelemental resembles a 
stocky humanoid being, but the lower portion of its body is nothing 
but an amorphous mass of molten stone. Most of its upper body is 
black rock, but a reddish heat shines from within - particularly from 
the eyes and mouth of the creature. 

Greater magma paraelementals enjoy melting solid objects into 
liquid forms. They also derive a bit of sustenance from such actions. 


ombat: When it comes to combat, the greater magma paraelemental 
uses its super-heated touch to inflict damage to a victim and sets 
combustibles aflame. However, the greater paraelemental’s mere 
presence is also quite dangerous. Anyone within 30 feet of the 
creature is affected as if he were the target of an enhanced heat 
metal! spell. That is, during the first round in the area, all metallic 
objects grow hot, inflicting Id4 points of damage. During the second 
round, they inflict 2d4 points of damage to anyone in contact with 
them. In the third round (and all thereafter). anyone touching the 
scorching metal suffers 3d4 points of heat damage. What’s more, at 
this point, even victims who aren't touching any metal sustain Id6 
points of damage from the incredible heat exuded by the monster. 
Leaving the area reduces the effect by one step each round. 

Greater magma paraelementals can be struck only by +3 or 
better weapons, and they're immune to the effects of heat and flame. 
They suffer normal damage from cold-based attacks. 
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Rain Paraelemental 


Lesser Standard Greater 
CLIMATE/TERRAIN: Overcast areas Overcast areas Overcast areas 
FREQUENCY: Rare Rare Rare 
ORGANISATION: Solitary Solitary Solitary 
ACTIVITY CYCLE: Any Any Any 
DIET: Water vapour Water vapour Water vapour 
INTELLIGENCE: Low (5-7) Low (5-7) Average (8-10) 
TREASURE: Nil Nil Nil 
ALIGNMENT: Neutral Neutral Neutral 
NO. APPEARING: I I I 
ARMOUR CLASS: 16 18 19 
MOVEMENT: Fl 12 (A) FI 18 (A) FI 24 (A) 
HIT DICE: 2, 4, or G 8, 12, or 16 10, 14, or I8 


ATTACK (CMB/CMD: 


+2 (41/11), +4 (43/13), or 
+6 (+6/16) 


+8 (+9/19), +12 (413/23), 
or +16 (+17/27) 


+10, +14, or +18 (+12/22, 
+18/28, or +22/32) 


NO. OF ATTACKS: I I I 
DAMAGE/ATTACK: Id8, 2d6, or 4d4 3d8 5d8 
SPECIAL ATTACKS: See below See below See below 


SPECIAL DEFENCES: 


+I or better weapon to hit 


+2 or better weapon to hit 


+3 or better weapon to hit 


MAGIC RESISTANCE: 
SIZE: 


Nil 
S-M (2-4, height = HD) 


Nil 
L-H (8’-16’, height = HD 
Champion (15-16) 


50%/25% 
L-H (10’-18’, height = HD 
10/14 HD: Champion (I5- 


MORALE: 2 HD: Steady (11-12); 4-6 
HD: Elite (13-14) 
XP VALUE: 2 Hit Dice: 420 
4 Hit Dice: 650 
6 Hit Dice: 975 
PSIONICS: Nil 


Lesser Rain Paraelemental 


A lesser rain paraelemental resembles rain drops in a vaguely 
humanoid shape with lighting running through it. Lesser rain 
paraelementals enjoy watering plants and electrocuting those who 
harm plants. 


Combat: In combat, the lesser rain paraelemental uses a lightning 
bolt to harm its enemies (Id6 damage per Hit Die). These rays 
have a range equal to the lesser rain paraelemental’s Hit Dice in 
yards. These lightning bolts may jump between targets using metal 
weapons or metal armour. A target within a number of feet equal to 
the Hit Dice of the lesser rain paraelemental, using metal weapons 
or wearing, metal armour, must make a saving throw vs breath 
weapon or take the same amount of damage as the primary target. 

Lesser rain paraelementals can be struck only by +I or better 
weapons, and theyre immune to the effects of cold and lightning. 
If wounded in some way, a lesser rain paraelemental finds succour 
in rainy environments. When in contact with natural rain, it 
automatically heals Id4 hit points per round, up to its maximum. 

All damage against earth- or fire-based creatures is automatically 
halved. In addition, lesser rain paraelementals take 2 points of 
damage for each round they are in direct sunlight. 


16); 18 HD: Fanatic (17-18) 


10 Hit Dice: 7,000 
14 Hit Dice: 11,000 
18 Hit Dice: 15,000 


Nil 


8 Hit Dice: 3,000 
12 Hit Dice: 7,000 
16 Hit Dice: 11,000 


Nil 
Standard Rain Paraelemental 


A rain paraelemental resembles rain drops in a vaguely humanoid 
shape with lighting running through it. Rain paraelementals enjoy 
watering plants and electrocuting and freezing those who harm 
plants. 


Combat: In combat, the rain paraelemental uses its lightning bolts 
to harm its enemies. These rays have a range equal to the rain 
paraelementals hit dice in yards and deal Id6 damage per Hit Die. 
These lightning bolts may jump between targets that are using metal 
weapons or wearing metal armour. A target within a number of feet 
equal to the hit dice of the rain paraelemental, using metal weapons 
or wearing, metal armour, must make a saving throw vs breath 
weapon or take the same amount of damage as the primary target. 

The rain paraelemental may forgo it’s attack and instead cast a 
cone of cold spell as a caster of the paraelemental’s hit dice. The 
rain paraelemental may do this three times per day. 

Rain paraelementals can be struck only by +2 or better 
weapons, and are immune to cold and lightning. If wounded, a rain 
paraelemental finds succour in rainy environments. When in contact 
with natural rain, it heals Id8 hit points per round. 
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Rain Paraelemental 


Greater Rain Paraelemental 


A greater rain paraelemental resembles rain drops in a vaguely 
humanoid shape with lighting running through it. Rain paraelementals 
enjoy watering plants and electrocuting and freezing those who harm 
plants. 


Combat: In combat, the greater rain paraelemental uses its lightning 
bolts to harm its enemies. These rays have a range equal to the 
greater rain paraelementals Hit Dice in yards and deal Id6 damage 
per Hit Die. These lightning bolts may jump between targets that 
are using metal weapons or wearing metal armour. A target using 
metal weapons or wearing metal armour, within a number of feet 
equal to the hit dice of the greater rain paraelemental must make a 
saving throw vs breath weapon or take the same amount of damage 
as the primary target. 

The greater rain paraelemental may forgo it’s attack and instead 
cast a cone of cold spell as a caster of the paraelemental’s hit dice. 


The rain elemental may do this an unlimited times per day. 


Greater rain paraelementals possess an ability which allows them 
to turn into gigantic rain storms upon command. When using this 
ability, the paraelemental’s appearance changes to that of a large 
storm cloud. This cloud is 45’ high. The greater rain paraelemental’s 
width when in this form is dependent on its Hit Dice. Greater rain 
paraelementals of 10 Hit Dice are 50’wide, those of 14 Hit Dice 
are 70’ wide, and 18 Hit Die elementals are 90’ wide. Creating and 
dissipating this form takes one whole turn. 

Once created, the storm lasts for three melee rounds and allows 
the grater rain paraelemental to attack every target underneath it 
with lighting bolts that cause 3d8 damage. In addition, the storm 
saturates the area with rain. 

Greater rain paraelementals can be struck only by +3 or better 
weapons, and they're immune to the effects of cold and lightning. If 
wounded in some way, a rain paraelemental finds succour in rainy 
environments. When in contact with natural rain, it automatically 
heals IdIO hit points per round, up to its normal maximum. 


Silt Paraelemental 


Lesser Standard Greater 
CLIMATE/TERRAIN: Any silt Any silt Any silt 
FREQUENCY: Rare Rare Rare 
ORGANISATION: Solitary Solitary Solitary 
ACTIVITY CYCLE: Any Any Any 
DIET: Silt Silt Silt 
INTELLIGENCE: Low (5-7) Low (5-7) Average (8-10) 
TREASURE: Nil Nil Nil 
ALIGNMENT: Neutral Neutral Neutral 
NO. APPEARING: I I I 
ARMOUR CLASS: 16 18 19 
MOVEMENT: 12 21 21 
HIT DICE: 2, 4, or 6 8, 12, or I6 10, 14, or I8 


ATTACK (CMB/CMD: 


+2 (41/11), +4 (43/13), or 
+6 (+6/16) 


+8 (+9/19), +12 (413/23), 
or +16 (+17/27) 


+10, +14, or +18 (+12/22, 
+18/28, or +22/32) 


NO. OF ATTACKS: I I I 
DAMAGE/ATTACK: Id8, 2d8, or 3d8 7d4 7d6 
SPECIAL ATTACKS: See below See below See below 


SPECIAL DEFENCES: 


+I or better weapon to hit 


+2 or better weapon to hit 


+3 or better weapon to hit 


MAGIC RESISTANCE: 


Nil 


Nil 
L-H (8’-16’, height = HD 
Champion (15-16) 


50%/25% 
L-H (10’-18’, height = HD 
10/14 HD: Champion (I5- 


SIZE: S-M (2-4, height = HD) 
MORALE: 2 HD: Steady (11-12); 4-6 
HD: Elite (13-14) 
XP VALUE: 2 Hit Dice: 420 
4 Hit Dice: 650 
6 Hit Dice: 975 
PSIONICS: Nil 


Lesser Silt Paraelemental 


The lesser silt paraelemental appears as a vaguely humanoid shape 
formed entirely out of silt. It has crude features and seems to enjoy 
others reactions to its alien appearance. It has no legs, but rather 
rolls on a body of loose silt. 


Combat: The lesser silt paraelemental can travel freely through silt 
and loose sand. The monster can transform its body into a raging 
silt storm with a radius of IO feet. Those caught within the storm 
must make a successful saving throw versus rods or be blinded for 
1d4 rounds. The storm’s physical battering causes Id2 points of 
damage per Hit Die of the paraelemental, regardless of saves. 

The lesser silt elemental does not fight fire-based or waterborne 
creatures very effectively. All damage inflicted against such opponents 


is halved. 


Standard Silt Paraelemental 


The silt paraelemental appears as a vaguely humanoid shape formed 
entirely out of silt. It has crude features and seems to enjoy others 
reactions to its alien appearance. It has no legs, but rather rolls on 
a body of loose silt. 


16); 18 HD: Fanatic (17-18) 


10 Hit Dice: 6,000 
14 Hit Dice: 10,000 
18 Hit Dice: 14,000 


Nil 


8 Hit Dice: 2,000 
12 Hit Dice: 6,000 
16 Hit Dice: 10,000 


Nil 


Combat: The silt paraelemental can travel freely through silt and 
loose sand. When fighting, a silt paraelemental can lash out with a 
pseudopod of swirling silt. If the paraelemental makes an unmodified 
(natural) attack roll of 19 or 20, it completely engulfs its opponent. 
Engulfed victims are powerless to act and their flesh starts being 
ripped from their bones. Victims suffer 2d6 points of damage per 
round until they die, at which point their bodies are nothing but 
bones or chitin. A paraelemental can engulf only one creature of 
size S or M at a time. Once a victim is engulfed, the victim must 
make a Strength check with a -4 penalty to break free. 

The monster can transform its body into a raging silt storm with 
a radius of 40 feet. Those caught within the storm must make a 
successful saving throw versus rods or be blinded for IdIO rounds. 
Nothing can save them from the storm’s physical battering, which 
causes Id2 points of damage per Hit Die of the paraelemental. 


Greater Silt Paraelemental 


The greater silt paraelemental appears as a vaguely humanoid shape 
formed entirely out of silt. It has only basic features and seems to 
enjoy others reactions to its alien appearance. It has no legs, but 
rather rolls on a body of loose silt. 
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t: The greater silt paraelemental can travel freely through silt 
sal loose sand. When fighting, a greater silt paraelemental can lash 
out with a pseudopod of swirling silt. If the paraelemental makes an 
unmodified (natural) attack roll of 19, or 20, it completely engulfs its 
opponent. Engulfed victims are powerless to act and their flesh starts 
being ripped from their bones. Victims suffer 3d6 points of damage 
per round until they die, at which point their bodies are nothing 
but bones or chitin. A greater paraelemental can engulf only one 
creature of size S or M at a time. Once a victim is engulfed, the 
only way to free him is to kill the paraelemental. 

The monster can transform its body into a raging silt storm 
with a radius of 60 feet. Those caught within the storm must 
make a successful saving throw versus rods or be blinded for 2d10 
rounds. However, nothing can save them from the storm's physical 
battering, which causes Id4 points of damage per Hit Die of the 
paraelemental. 


Attackers suffer -2 penalties to their attack rolls when trying 
to target anyone in the silt storm with ranged weapons. Also, the 
choking dust crawls into lungs and noses, making breathing difficult. 
Those in the storm suffer -2 penalties to all attack and damage rolls 
due to the tiring effects of breathing the silt. 

Adventurers can reduce the penalties imposed by the choking 
dust if they take precautions. Using moistened cloths to cover the 
nose and mouth, for example, will filter most of the dust. This 
reduces the attack and damage roll penalties to -I. 
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Sun Paraelemental 


Lesser Standard Greater 
CLIMATE/TERRAIN: Anywhere in sunlight Anywhere in sunlight Anywhere in sunlight 
FREQUENCY: Rare Rare Rare 
ORGANISATION: Solitary Solitary Solitary 
ACTIVITY CYCLE De Day Diy 
DIET: Sunlight Sunlight Sunlight 
INTELLIGENCE: Low (5-7) Low (5-7) Average (8-10) 
TREASURE: Nil Nil Nil 
ALIGNMENT: Neutral Neutral Neutral 
NO. APPEARING: I I I 
ARMOUR CLASS: 16 18 19 
MOVEMENT: Fl 16 (A) Fl 24 (A) 36 (A) 
HIT DICE: 2, 4, or G 8, I2, or 16 10, 14, or I8 


ATTACK (CMB/CMD: 


+2 (41/11), +4 (43/13), or 
+6 (+6/16) 


+8 (+9/19), +12 (413/23), 
or +16 (+17/27) 


+10, +14, or +18 (+12/22, 
+18/28, or +22/32) 


NO. OF ATTACKS: I I I 
DAMAGE/ATTACK: Id6, IdI2, or 2d8 3d8 7d6 
SPECIAL ATTACKS: See below See below See below 


SPECIAL DEFENCES: 


+I or better weapon to hit 


+2 or better weapon to hit 


+3 or better weapon to hit 


MAGIC RESISTANCE: 
SIZE: 
MORALE: 


XP VALUE: 


PSIONICS: 


Nil 

S-M (2-4, height = HD) 
2 HD: Steady (11-12); 4-6 
HD: Elite (13-14) 


2 Hit Dice: 420 
4 Hit Dice: 650 
6 Hit Dice: 975 


Nil 


Nil 
L-H (8’-16’, height = HD 
Champion (15-16) 


8 Hit Dice: 3,000 
12 Hit Dice: 7,000 
16 Hit Dice: 11,000 


Nil 


50%/25% 

L-H (10’-18’, height = HD 
10/14 HD: Champion (I5- 
16); 18 HD: Fanatic (17-18) 


10 Hit Dice: 6,000 
14 Hit Dice: 10,000 
18 Hit Dice: 14,000 


Nil 


Lesser Sun Paraelemental 


A lesser sun paraelemental resembles a blazing phoenix made of 
sunlight. Their wingspan is equal to their Hit Dice in feet. Lesser 
sun paraelementals enjoy absorbing sunlight during the hottest parts 
of the day and burning things that block sunlight. 


Combat: In combat, the lesser sun paraelemental uses its heat rays 
to burn opponents with super heated air. These rays have a range 
equal to the lesser sun paraelementals Hit Dice in feet and deal 
Id6 damage per Hit Die. 

Lesser sun paraelementals may forgo their attack and instead 
flare brightly and attempt to blind their foes. Foes looking at the 
lesser sun paraelemental when it flares must succeed at a saving, 
throw vs death magic or be blinded for Id6 rounds. Lesser sun 
paraelementals can be struck only by +I or better weapons, and 
they're immune to the effects of heat and flame. 

All damage inflicted by the sun paraelemental against earth- or 
water-based creatures is automatically halved. In addition, lesser sun 
paraelementals take 2 points of damage for each round they are in 
total darkness, magical or otherwise. 


Standard Sun Paraelemental 


A sun paraelemental resembles a blazing phoenix made of sunlight. 
Their wingspan is equal to their Hit Dice in feet. Sun paraelementals 
enjoy absorbing sunlight during the hottest parts of the day and 
burning things that block sunlight. 


Combat: In combat, the sun paraelemental uses its heat rays to 
burn opponents with super heated air. These rays have a range 
equal to the sun paraelementals hit dice in feet. However, the 
paraelemental usually prefers to attack by emitting rays of light. It 
can release six different beams, each with its own effect: 

e Dark red beam: inflicts 3d8 points of heat damage. 
Red beam: inflicts 3d8 points of acid damage. 
Red-orange beam: inflicts 3d8 points of electrical damage. 
Orange beam: inflicts 3d8 points of bludgeoning damage. 
Orange-yellow beam: inflicts 3d8 points of piercing damage. 

e «Yellow beam: inflicts 3d8 points of slashing damage. 

Each beam is I foot wide and has a range equal to the Hit Dice 
of the paraelemental in tens of yards. The creature can emit only 


one beam each round. The beams don’t automatically hit their 
target, the paraelemental must make an attack roll. 
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Sun paraelementals may forgo their attack and instead flare 
brightly and attempt to blind their foes. Foes looking at the sun 
paraelemental when is flares must succeed at a saving throw vs 
death magic or be blinded for IdIO days. Sun paraelementals can 
be struck only by +2 or better weapons, and they're immune to the 
effects of heat and flame. 


A greater sun paraelemental resembles a blazing phoenix made of 
sunlight. Their wingspan is equal to their Hit Dice in feet. Greater 
sun paraelementals enjoy absorbing sunlight during the hottest parts 
of the day and burning things that block sunlight. 

Greater sun paraelementals can disguise themselves as harmless 
rays of sunlight during the day. It may also disguise itself in any 
reflective object. The object will radiate light in a radius equal to 
the greater sun paraelemental’s Hit Dice. In either of these forms, 
the greater sun paraelemental is unable to attack. 

A greater sun paraelemental can only be summoned during the 
day in an area of unobstructed sunlight. 


In combat, the greater sun paraelemental uses its heat rays 
to a burni opponents with super heated air. These rays have a range 
equal to the greater sun paraelementals Hit Dice in feet. However, 
the paraelemental usually prefers to attack by emitting rays of light. 
lt can release six different beams, each with its own effect: 


Dark red beam: inflicts 5d8 points of heat damage. 
Red beam: inflicts 5d8 points of acid damage. 
Red-orange beam: inflicts 5d8 points of electrical damage. 
Orange beam: inflicts 5d8 points of bludgeoning damage. 
Orange-yellow beam: inflicts 5d8 points of piercing damage. 
Yellow beam: inflicts 5d8 points of slashing damage. 

Each beam is I foot wide and has a range equal to the Hit 
Dice of the paraelemental in tens of yards. The creature can emit 


only one beam each round, but it can otherwise use the rays as 
often as it likes. The beams don’t automatically hit their target; the 
paraelemental must make an attack roll. 

Sun paraelementals may forgo their attack and instead flare 
brightly and attempt to blind their foes. Foes looking at the sun 
paraelemental when it flares must succeed at a saving throw vs death 
magic or be blinded for IdI2 days. Even a successful save cannot 
save a victim from the intense heat of the flare, which causes 5d6 
points of damage to all targets within IO yards of the paraelemental. 
Sun paraelementals can be struck only by +3 or better weapons, 
and they're immune to the effects of heat and flame. 
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Paraelemental Beast 


General Information 


Paraelemental beasts are creatures native to the four paraelemental 
planes (known as the Paraelemental Planes of Magma, Rain, Silt, 
and Sun by Athasian clerics and scholars). Born of two elements, 
paraelemental beasts find peaceful existence only on their respective 
paraelemental planes. There the two elements blend, co-existing in 
a comfortable state. Anywhere else, the conflicting natures of these 
semi-intelligent beasts emerge, seeking to overpower each other. This 
gives conjured paraelemental beasts personalities that range from 
mean and confused to murderous and irrational. Either way, they 
aren't the friendliest of creatures to meet outside their native planes 
- even on their best days. 

As with elemental beasts, paraelemental beasts aren’t worshipped 
by the priests of Athas. They are considered divine in nature, 
however, as these creatures are composed of the pure forces of the 
elements. Still, that doesn’t make them revered. Elemental priests 
don’t trust things of the paraelemental planes, so the beasts are 
rarely called upon by the clerics of air, earth, fire, and water. 

Paraelemental clerics, on the other hand, readily conjure the 
divine beasts to increase their own power or to perform missions that 
benefit their patron paraelementals. Like the paraelementals they 
serve, these clerics seek quantity over quality. Nothing elevates the 
position of a paraelemental priest like the presence of a beast from 
his associated plane. The longer such a beast remains with him, the 
more favoured by the paraelementals he’s believed to be. 

Paraelemental beasts will only be encountered on Athas if 
summoned by magical means. Each beast adopts a shell composed 
of the basic elements it represents. If the shell is destroyed, it returns 
to its native plane. 

These beasts can only be harmed by magical weapons with a +I 
attack bonus or better, wizard and priest spells, and psionic powers 
from the telekinetic and psychoportive disciplines. Spells related 
to their native planes in any way don't effect them, and defiling 
magic doesn’t have any additional adverse effects on them besides 
the normal effects of the spells (as it does on lesser elementals and 
paraelementals). 


Summoning a Paraelemental Beast: There are three methods for 
calling a paraelemental beast to the Prime Material Plane conjured 
by spell (conjure elemental, wizard or priest version), conjured by 
staff, or conjured by summoning device. The level of control gained 
over a paraelemental beast is influenced by the method used to 
summon it. 


Controlling a Paraelemental Beast: Concentration during the 
summoning process is essential to ensuring control over a conjured 
paraelemental beast. Any distraction to the summoner, either mental 
or physical, results in a failure to control the beast when it arrives on 
the Prime Material Plane Control lasts for the duration of the spell 
that summoned it plus one day per level of the summoner, until the 
shell housing the beast is destroyed, or until its rage and insanity 
overcome it. Paraelemental beasts that are uncontrolled and acting 
upon their own desires are called free-willed. 

Unlike the elemental beasts, paraelemental beasts aren’t bothered 
by pain caused by the impurity of the Prime Material Plane. Instead, 
they suffer from elevated emotions due to the steady separation of 
their mixed natures that results from being removed from their native 
plane. Each day outside its native plane, a paraelemental beast 
becomes more enraged and insane. Even if successfully controlled, a 
beast must check each day to see if its rage overcomes it. 

The base chance for a paraelemental beast to be overcome by its 
insanity is 10%. This increases by 10% each day, until after nine 
days, when the chance remains fixed at 90%. On the day that a 
check is failed, the beast’s rage becomes a blinding fury. It attacks 
any living creatures nearby and then flees in an attempt to find its 
way home (or a suitable terrain type where it can find some small 
comfort). 


Paraelemental Beasts on Athas: Paraelemental beasts aren’t native 
to Athas. They can only arrive via magical summons, and they have 
no way to leave of their own accord. Controlled beasts are usually 
in the presence of or working for a priest whose patron is of their 
native planes. Uncontrolled beasts are very rare, and always found 
in the vicinity of some terrain feature that closely resembles the 
environment of their native planes. 

Paraelemental beasts of rain are the rarest type of these creatures 
encountered, as the shell they inhabit can’t survive long under 
the harsh, crimson sun. Paraelemental beasts of silt are the most 
common, as these creatures have actually found a niche in Athasian 
ecology. 
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Magma Paraelemental Beast 


CLIMATE/TERRAIN: Anywhere there is lava 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 

DIET: Magma 
INTELLIGENCE: Semi (2-4) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: I 

ARMOUR CLASS: I7 
MOVEMENT: 9, Sw I5 

HIT DICE: 8 

ATTACK (CMB/CMD: +8 (+9/19) 

NO. OF ATTACKS: I 
DAMAGE/ATTACK: 3d6/3d6 
SPECIAL ATTACKS: See below 
SPECIAL DEFENCES: +I or better weapon to hit 
MAGIC RESISTANCE: Nil 

SIZE: L (I? tall) 
MORALE: Champion (15-16) 
XP VALUE: 3,000 
PSIONICS: Nil, MAC 10 


Paraelemental beasts of magma are found only near volcanoes and 
other places lava flows to the surface. When summoned they form 
themselves from the magma as it pours from the ground. 

Paraelemental beasts of magma resemble large humanoids 
composed of magma. They have massive wings at least 10 feet across 
when spread, huge, clawed hands and feet, and thick tails 7 feet 
long. Their bodies are almost black on the surface, but the surface 
constantly cracks as they move, revealing bright magma beneath. 
Their eyes are fiery red. They leave a lava trail wherever they go and 
any thing near them most likely melts or ignites. 


Combat: Paraelemental beasts of magma attack with their huge, 
clawed hands for Id6 damage plus IdI2 additional damage because 
of the great heat radiating from them. 

The creatures can swim through magma at a speed of I5 and they 
can also use open pits of magma to launch themselves into the air. 
They crash down on their opponents, causing double damage with 
their claws. This attack also gives them a +3 bonus to their attack 
roll and imposes a -5 penalty on their opponents’ surprise rolls. 
Touching the creature causes IdI2 points of burn damage to those 
not protected from magical fire and heat. All flammable objects 
(including clothing) that come in contact with the creature must 
successfully save vs. magical fire at -2 or they ignite. 

Paraelemental beasts of magma can fire blasts of molten lava at 
opponents up to 30 feet away. The blast causes 4d6 damage unless 
a successful save vs. spell is made for only half damage or unless the 
target is resistant to fire-based and heat-based attacks. 


Non-magical weapons that touch these creatures melt or burn 
away if hit. The hit causes the creature no damage, but the weapon 
must make a successful save vs. magical fire at -6 or be destroyed. 
Magical weapons must make a successful save vs. magical fire (no 
penalty) or they too are destroyed. 

Paraelemental beasts of magma can regenerate I hit point per 
round if they are in contact with lava. If they are within an open pit 
of magma they can regenerate 3 hit points per round. 

They are immune to all heat-based and flame-based attacks, but 
suffer double damage from cold-based attacks. They suffer I point of 
damage for every five gallons of water poured on them. They cannot 
regenerate damage caused by water unless they are in an open pit 
of magma. 


Habitat/Society: Paraelemental beasts of magma are solitary 
creatures. Free-willed beasts often take up residence inside volcanoes 
or other lava flows where they have full access to their paraelement. 
They seldom interact with others except to attack those who remind 
them of their summoners. 


Ecology: Paraelemental beast of magma hold no natural place on 
the Prime Material Plane. They seldom interact with other creatures 
and actively cause eruptions only to injure other living creatures 
after the beasts have been attacked for no reason. 
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Rain Paraelemental Beast 


CLIMATE/TERRAIN: Anywhere with recent rain 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Water 
INTELLIGENCE: Semi (2-4) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: I 
ARMOUR CLASS: 18 
MOVEMENT: Fl 30 (A) 
HIT DICE: 8 


ATTACK (CMB/CMD: +8 (+10/20) 
NO. OF ATTACKS: I 


DAMAGE/ATTACK: 3d6 

SPECIAL ATTACKS: See below 

SPECIAL DEFENCES: +I or better weapon to hit 
MAGIC RESISTANCE: Nil 

SIZE: H (I6 tall) 

MORALE: Champion (15-16) 

XP VALUE: 3,000 

PSIONICS: Nil, MAC 10 


Paraelemental beasts of rain are the rarest of all the paraelemental 
beasts because they can only be conjured where it is currently 
raining. Also, rain paraelemental beasts usually find the Athasian 
climate too intolerable and return to their elemental plane shortly 
after gaining free will. 

Paraelemental beasts of rain appear to be free-floating waterfalls. 
They are composed of heavy rain drops that fall down and then 
up again, over and over in a circular pattern. They draw what little 
humidity they can from Athas’ atmosphere to sustain themselves. 

They speak their own language that is formed from the sound of 
falling rain drops, but only they can understand it. 


Combat: Rain paraelemental beasts appear to be harmless, but they 
have a number of powerful attacks. Their attacks, combined with 
their great speed, make them difficult and unpredictable opponents. 

Rain paraelemental beasts can direct blasts of rain toward their 
opponents. These blasts are so focused that they cause 3d6 points 
of damage and knock down the victims unless the opponent makes 
a successful Dexterity check at -4. 

Those who attempt to walk through the creature suffer great 
internal damage as the water within their own bodies begins 
following the same circular pattern as the water that makes up the 
creature. For each round a victim spends inside the paraelemental 
beast, it suffers 4d8 points of damage unless it makes a successful 
save vs. death magic, in which case it suffers half damage. Rain 
paraelemental beasts often force others inside themselves for this 
effect, flowing over their opponents. 


Rain paraelemental beasts can also cause damage to all living 
beings within a radius equal in feet to their current hit points by 
draining the moisture from their bodies to add to its own rain. Rain 
paraelementals cannot use this attack while taking any other action 
and remain motionless while doing so. All living victims must make 
a successful save vs. spells or suffer Id6 points of damage from 
dehydration. Rain paraelemental beasts gain half as many hit points 
as their victims lose. 

Magical fire causes full damage to rain paraelementals, but they 
easily extinguish non-magical fire smaller than a bonfire without 
suffering damage. 


Habitat/Society: Rain paraelemental beasts often rest over oases, 
wells, small lakes, and other sources of water, gathering moisture from 
them in order to retain their forms. They seldom remain on the 
Prime Material Plane for more than a few weeks before returning to 
the Elemental Inner Plane. In rare cases, rain paraelemental beasts 
have been known to hover over entire city-states, gathering moisture 
from the local water supply and from the inhabitants themselves. 
The templars must dispatch them quickly before they kill all the 
local inhabitants and become too powerful to dismiss. 


Ecology: Rain paraelemental beasts have no natural place on Athas. 
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Silt Paraelemental Beast 


CLIMATE/TERRAIN: Large areas of silt 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Silt 
INTELLIGENCE: Semi (2-4) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: I 
ARMOUR CLASS: 18 
MOVEMENT: 9, Sw 15 
HIT DICE: 7 


ATTACK (CMB/CMD: +7 (+11/21) 
NO. OF ATTACKS: 7 
DAMAGE/ATTACK: Id6 (x6)/3d6 


SPECIAL ATTACKS: See below 

SPECIAL DEFENCES: +I or better weapon to hit 
MAGIC RESISTANCE: Nil 

SIZE: L (I? across) 

MORALE: Champion (15-16) 

XP VALUE: 3,000 

PSIONICS: Nil, MAC II 


Paraelemental beasts of silt can only be summoned where there are 
large amounts of silt. If they gain free will, they often travel to the 
Sea of Silt or other places where they can roam in their element. 

Paraelemental creatures of silt resemble the krakens of legend, 
except they are composed entirely of silt. They have 8 tentacles, each 
of which sports a head similar to those of silt drakes. A billow of 
fine silt dust rises like steam from their nostrils. 


Combat: Paraelemental beasts of silt attack with a central mouth 
and six of their tentacles. Their central bite causes 3d6 damage. 
Each tentacle causes Id6 damage and on a successful CMB check 
can wrap around the victim and constricts for 2d4 damage each 
following round until the tentacle is cut loose or the victim breaks 
free. Any Medium or smaller creature can be attacked by the 
creature with only one tentacle at a time. 
Once a victim has been grabbed, the 
creature attempts to pull it down into 
the silt where it suffocates. On a 
percentage roll of I-25 neither of a 
victim’s arms are pinned, on a roll 
of 26-50 the left arm is pinned, 
on a roll of 51-75 the right arm is 
pinned, and on a roll of 76-100 both 
arms are pinned. When both arms are pinned, 
the victim cannot attack. When one arm is pinned, 
the character's attack rolls are at -3. When neither arm is pinned, 
the victim’s attack rolls are at -I. 


The tentacles have 18 Strength and any creature with Strength 
greater than I8 can negate its constriction attacks by pulling against 
it. When this happens, the creature bites the victim until it stops 
struggling. The creature does not need to make an attack roll and 
can automatically bite any victim held this way. 

Each tentacle has 8 hit points (in addition to the creature's 8 
HD). When it receives 8 points of damage it turns into fine silt 
and pours to the ground. The paraelemental beast can no longer 
keep mental control over its shape because of the damage it suffers. 

The paraelemental beast of silt also has a fearsome whirlpool 
attack. The creature can swirl about within the silt, creating a 
funnelling effect. The effect draws everything within a I-foot radius 
per hit point it has straight down into the funnel. Once it stops 
spinning, the silt above closes in, trapping any creature drawn in 
below the surface. Victims caught beneath the silt must hold their 
breath or drown. 

Paraelemental beasts of silt are virtually invisible until they attack 
because they usually slink about in the same silt from which they 
are made. Only when they rise above the silt are their shapes visible. 

Paraelemental beasts of silt receive double damage from all wind- 
based attacks and no damage from attacks relating to their own 
paraelement. Whenever in direct contact with a large quantity of silt, 
they can regenerate at a rate of 2 hit points per round. 


Habitat/ Society: Paraelemental beasts of silt are solitary creatures. 
They generally roam about silt-filled areas, attacking only those 
who attack them or those who remind them of their summoners 
(including most humans, humanoids, and demihumans). 


Ecology: While paraelemental beasts of silt are unnatural extraplanar 
creatures, they have found a place in the ecology of Athas. They 
now help reduce number of predators that roam their silt-filled 
homes. 
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Sun Paraelemental Beast 


CLIMATE/TERRAIN: Any above-ground area 
FREQUENCY: Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Day 

DIET: Sunlight 
INTELLIGENCE: Semi (2-4) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: I 
ARMOUR CLASS: 18 
MOVEMENT: 6, Fl 36 (D) 
HIT DICE: 9 


ATTACK (CMB/CMD: +9 (+10/20) 
NO. OF ATTACKS: 3 


DAMAGE/ATTACK: — 2d6/2d6/3d6 

SPECIAL ATTACKS: See below 

SPECIAL DEFENCES: +I or better weapon to hit 
MAGIC RESISTANCE: Nil 

SIZE: L (I6 wingspan) 
MORALE: Champion (15-16) 

XP VALUE: 3,000 

PSIONICS: Nil, MAC II 


Paraelemental beasts of sun can be summoned anywhere there is 
strong sunlight, of which there is no shortage in Athas. Paraelemental 
beasts of sun that gain free will often choose to make Athas their 
permanent home because of the great presence of their paraelement. 

Paraelemental beasts of sun resemble two-headed phoenixes 
composed of flames. Their flaming wings span I6 feet across. Their 
two heads work in tandem, seemingly under the control of one brain. 
It hurts to look directly at paraelemental beasts of sun because they 
radiate light even more intense than a light spell. 


Combat: Paraelemental beasts of sun attack by swooping, 
down on their opponents and attacking them with their two 
talons for 2d6 damage each, and with one beak for 3d6 
damage. Opponents with resistance to magical flames g 
suffer half damage. The talons and beak are 
fiery hot and leave terrible burns. 
Flammable objects that touch these 


and 


extinguished or consumed unless they 


creatures ignite burn until 
successfully save vs. magical fire at -2. 
beasts of 


generate intense heat that causes sunstroke 


Paraelemental sun can 


and dehydration. For each round the creature uses 
this attack, all victims within a I-foot radius per hit point 

it has lose Id6 Constitution unless the victims make a 

successful save vs. breath weapon or have some special 

protection from heat stroke and dehydration. 


Paraelemental beasts of sun regenerate 3 hit points per round 
while in sunlight. When removed from sunlight, their regeneration 
powers do not function and they have a -4 penalty to attack and 
damage rolls. Their flight speed is reduced by -3 for every 12 hours 
straight they are not exposed to sunlight and they also lose 2d6 hit 
points. 

The creatures can create massive bursts of sunlight from their 
bodies that can blind any seeing opponent within a 150-foot radius 
unless the opponent makes a successful save vs. spell. All undead 
caught in this burst of light suffer 6d6 points of damage with no 
saving, throw. When the paraelemental beasts use this power they 
lose 5 hit points because they burns up part of themselves producing 
the light. When they reach zero hit points they explode into solar 
energy producing the same effect as this power. 

Paraelemental beasts of sun are immune to all heat-based and 
fire-based attacks, both non-magical and magical. They can only be 
hit by a +I or better magical weapon, by creatures of 4 HD or 
greater, and by creatures with magical abilities. They are immune 
to all sleep, charm, and hold spells. Cold-based attacks cause them 
I additional point of damage per die of damage caused. Darkness 
spells cause them 2d6 damage and continual darkness causes them 


4d6 damage. 


Habitat/Society: Paraelemental beasts of sun gather in small flocks 
of as many as IO whenever possible, but because of their rarity on 
the Prime Material Plane, they are usually encountered alone. They 
spend most of their time flying high above the land, basking in solar 
energy. They seldom attack creatures except in defence or when they 
spot humans, humanoids, or demihumans that remind them of those 
who summoned them. 


Ecology: Paraelemental beasts of sun are among the easiest creatures 
to summon and outnumber all other paraelemental beasts two to 
one. They are often spotted circling far overhead but are almost 
never seen near the ground except when they are recently summoned 
or when they attack those whom they believe summoned them. 
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Pit Snatcher 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANISATION: 


Tar Pits 
Uncommon 


Pack 


ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 


Any 
Carnivore 


Low (5-7) 


TREASURE: 
ALIGNMENT: 


Z 
Neutral Evil 


NO. APPEARING: 1-4 
ARMOUR CLASS: I6 
MOVEMENT: Special 
HIT DICE: 5 
ATTACK (CMB/CMD: +5 (+6/16) 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK: 1d8/Id8 
SPECIAL ATTACKS: Burning 


SPECIAL DEFENCES: 


S ee below 


MAGIC RESISTANCE: 


SIZE: 
MORALE: 
XP VALUE: 


Nil 
M (7’ tall) 
Steady (12) 
800 


PSIONICS: +5, PSPs 60, MAC 12 


Powers: attraction, detect life, know course, know location, mind 
blank, mindlink, precognition, thought shield, synesthete 


Pit snatchers are creatures that dwell in the tar pits of Athas. Some 
sages believe that the tar pits that give birth to the snatchers are not 
natural, but were formed by defiling magic so intense that the very 
earth erupted in noxious boils of smoking black goo. There may be 
some truth to this, for those areas inhabited by the snatchers are 
much hotter, smokier, and fouler than few found elsewhere beneath 
the crimson sun. The most concentrated population of pit snatchers 
is in the area around the ruins of Giustenal, where tar pits are found 
in vast numbers. 

The pit snatchers may have once been earth elementals dwelling 
in the soil when the defiling magic drew out the very essence of 
the land. Now they are no more than tortured creatures desiring 
nothing more than to pull in unsuspecting victims to share their 
eternal misery. 

A snatcher looks much like an earth elemental, except its flesh 
is made of smoking, dripping tar. There are three holes in its head 
that seem to form rough eyes and a wailing mouth through which 
noxious fumes are continually emitted. A snatcher’s arms can reach 
well over six feet from the rim of a pit, and its hands leave black 
stains on flesh that never fade. 

Though pit snatchers show cunning and intelligence, they do not 
seem capable of (or at least interested in) communicating with their 
prey. No pit snatcher has ever been encountered that used anything 
close to a recognizable language. 


Combat: Pit snatchers lie in wait beneath the surface of the tar for 
unwary victims to pass by. When they sense a nearby presence, they 
erupt from the pit and grab hold of any creature within six feet of 
the rim. If either of the snatcher’s attack hit, the victim is mired in 
the gooey, tarformed limb and slowly dragged into the pit. 

Each round after the attack, the character and the snatcher roll 
CMB checks. If the character wins by four or more, he breaks 
free and the snatcher has to try again next round. If the snatcher 
wins by four or more, it drags the victim into the tar pit. Victims 
dragged into the tar take 3d8 damage immediately, and Id8 every 
round thereafter. Ties or victories of less than four better than the 
opponent's roll indicate neither side made any progress that round. 

A character can opt to make an attack in the same round as 
the CMB test, though both rolls receive a -2 penalty in this case. 

Due to their insubstantial nature, pit snatchers take only a single 
point of damage from slashing or piercing weapons. Magical or 
bludgeoning weapons do full damage. 

A pit snatcher can ooze through the earth up to 20 yards from 
its pit, but only if it can emerge in another tar pit. If it is ever 
drawn out of a pit, a snatcher seeps back into the earth reappears 
in a nearby pit IdI0+2 rounds later. If kept from the tar for more 
than one hour, it dissolves into a puddle of gelatinous goo and dies. 

If a pit snatcher’s attack roil is a natural 13 or 20, the boiling 
tar of its skin burns into the victim's flesh, leaving a permanent 
black mark. Some elf tribes superstitiously believe that such marks 
are signs of treachery, and aren't likely to trust someone with such 
a brand. The gith of the area simply consider someone with such a 
mark to be a fool for wandering too close to a pit snatcher’s tar pool. 
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Pit Snatcher 


Habitat/Society: What the pit snatchers do beneath their black, 
bubbling den when not dragging some unfortunate to his doom is 
unknown. If the sages are correct and these creatures were once earth 
elementals, then they likely are trapped in the pits in eternal torture. 
It is said that on a quiet night, a traveller can sometimes hear tar 
bubbles bursting out of the mire. As the bubble breaks, a careful 
listener might hear a low, miserable moaning - the pleading call of 
the wracked creatures below. 

When confronted by an earth cleric, a pit snatcher attempts to 
somehow contact the priest. As it has few means for making its 
alien desires known, it will eventually become enraged and attack. It 
is said that an earth cleric can free a pit snatcher from its eternal 
torment, but all who have ever tried simply ended up being dragged 
into the tar as the snatcher lost patience. 


Ecology: Pit snatchers can travel between pits within a given area. 
Explorers have occasionally made the mistake of marking a pit as 
inhabited by a snatcher while turning their backs on another pit 
close by. Frequently, the only signs of their folly are splashes of black 
tar around a pile of dropped equipment. 

The equipment carried on the body of a pit snatcher’s victim 
remains at the bottom of the snatcher’s pool of tar. How someone 
can safely retrieve such valuables is the matter of much speculation 
and planning among the braver inhabitants of the Giustenal region. 
Thus far, no one who discovered a safe means of retrieval has spoken 
up, and such salvage remains merely lively tavern speculation. 
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Plant, Carnivorous 


Blossomkiller Dew Fronds Poisonweed Strangling Vines 
CLIMATE/TERRAIN: Forest/J ungles J ungles Forests J ungles 
FREQUENCY: Rare Rare Rare Rare 
ORGANISATION: Solitary Solitary Solitary Solitary 
ACTIVITY CYCLE: Day Day Day Day 
DIET: Carnivore Carnivore Carnivore Carnivore 
INTELLIGENCE: Non (0) Non (0) Non (0) Non (0) 
TREASURE: Nil Nil Nil Nil 
ALIGNMENT: Neutral Neutral Neutral Neutral 
NO. APPEARING: I I I I 
ARMOUR CLASS: II See below [2 I5 
MOVEMENT: Nil Nil Nil Nil 
HIT DICE: 9 3+ (see below) 10 (see below) 1-5 (see below) 
ATTACK (CMB/CMD): +9 (+13/23) +3 (43/13) or more Nil (see below) +I (+1/II) to 
+5 (+9/19) 

NO. OF ATTACKS: I I I I 
DAMAGE/ATTACK: Id6ó Id6 Id6 IdIO 
SPECIAL ATTACKS: Paralysis Blood drain Poison Strangulation 
SPECIAL DEFENCES: See below Nil See below See below 
MAGIC RESISTANCE: Nil Nil Nil Nil 
SIZE: G (45 radius) M-H (3-15) S (2’ area) H (25’ long) 
MORALE: Nil Nil Nil Nil 
XP VALUE: 2,000 3-4 Hit Dice: 175 2,000 650 

5-6 Hit Dice: 420 

7-8 Hit Dice: 975 

9-10 Hit Dice: 2,000 
PSIONICS: Nil, MAC 10 Nil, MAC 10 Nil, MAC 10 Nil, MAC 10 
Blossomkiller When a victim steps on any of the plant's roots, the flowers shoot 


Blossomkiller is a unique plant found in all the vegetated areas of 
Athas. The plant has many different features, including its stalk, 
roots, tendrils, and flowers. 

A single blossomkiller plant occupies an area with a radius of 
up to 45 feet. The roots and vines of this plant stretch across the 
area, between, in, and around any other nearby plants. The stalk of 
a blossomkiller is the size of a large tree trunk, but as it grows it 
lays flat down on the ground, where it spreads out in all directions. 

The roots of the plant, which criss-cross the entire 45-foot-radius 
area, and are similar in nature to trip wires. The tendrils branch out 
from the roots and await an unsuspecting victim. The tendrils are 
two to three inches thick, from five to ten feet in length, and green in 
colour. Every five to ten feet, there is a group of four tendrils which 
sprout out from one of the blossomkiller’s roots. The flowers of the 
blossomkiller are large and bright yellow, with dark green stems and 
leaves. Within the area of the blossomkiller, there are any number 
of flowers, most often six to nine, spread out evenly throughout the 
area. The stamen of a blossomkiller flower looks like a pin cushion, 
and for good reason; it is from the stamen that this plant shoots 
quills that damage its targets. 


a spray of quills in all directions, entirely covering the area occupied 
by the plant. The quills carry on them a natural paralysis poison, 
and any creature or being hit by them must make a saving throw 
vs. paralysis. Those who succeed take Id6 points of damage, but are 
otherwise unaffected. Those who fail take Id6 points of damage and 
are paralyzed for 2 turns (20 minutes). When a victim is paralyzed, 
the blossomkiller’s tendrils move out and begin to wrap themselves 
around it. 

A blossomkiller has I Hit Die for each ten feet of area to a 
maximum of 9 Hit Dice. Each flower has only three hit points, while 
the roots have eight hit points each. The roots, tendrils, and flowers 
of a blossomkiller are not very sturdy, and are easy to cut (AC II). 


Dew Fr onds 


Dew fronds are found in the jungle areas of Athas, where they easily 
blend in with the tropical surroundings and foliage. When newly 
grown, each frond is three to five feet in length and is a yellowish-tan 
colour. The fronds of this plant are usually encountered in groups 
of four, all growing out of a single stalk. A young plant has a radius 
of approximately 4 feet and is three to four feet tall. As it feeds, a 
dew frond plant grows at an alarming rate. 
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Plant, Carnivorous 


A dew frond lives off of the blood of its victims. As it feeds on 
more blood, the plant grows, soon reaching a height of fifteen feet 
and having a radius of 20 feet. The dew frond feeds through use of 
its sharp, barbed fronds. As a creature passes by one of these plants, 
it will lash out with its fronds, cutting the creature. To the victim, 
it will seem like the frond simply shifted, as though moved by the 
wind, etc. When a dew frond attacks, it does Id6 points of damage. 
When it cuts the creature, the barbs dig into its skin, causing the 
fronds to stick in the wound. The fronds then begin to draw blood 
from the victim at a rate of I hit point per two rounds, until the 
victim is either drained or breaks free. Breaking free requires three 
rounds. This can be done more quickly, but doing so results in the 
victim taking Id6 points of damage. 

A young dew frond plant has I hit die and an AC of I0. For 
each ten hit points of damage a dew frond inflicts on a target, it 
gains I Hit Die, and its AC is increased by I (to a maximum of 
AC 20). Also, a dew frond plant grows one foot in height for each 
hit die it gains. Thus, after inflicting ten points of damage, a dew 
frond would have 2 Hit Dice, an AC of II, and be four to five 
feet tall. After inflicting 30 points, it would have 4 Hit Dice and 
an AC of 13. The additional damage inflicted by quickly removing 


a frond from a wound does not count towards the plant’s growth. 


Poisonweed 


Poisonweed is found within the forest areas of Athas. Along the 
roots of this weed grow large, beautiful flowers, bearing bright 
orange-coloured petals and light green-tinted leaves. The flowers of 
a poisonweed plant are from four to six inches in diameter and are 
very hard to miss. A single poisonweed plant will bear up to 30 
flowers, which are spread over a 20 foot radius. 

These flowers tend to extend out towards foot trails and paths 
which are commonly used by animals and man-sized travellers in the 
forest. At the centre of a flower is a poison sac, filled with poisonous 
dust. As a victim touches or brushes against one of these flowers, a 
large cloud of poison is released into the air affecting all within 15 
feet of the plant. Every being inside the affected area must save vs. 
poison or fall fast asleep, taking Id6 points of damage as they do 
so. Those who successfully save remain conscious, but still take the 
damage. Once asleep, the victim is covered with the dust, which, as 
the victim breathes it, continues to keep him unconscious. Once the 
victim is asleep, the poisonweed roots quickly grow around and on 
its body, until it is completely entangled by them. It takes 3 turns 
for a poisonweed plant to completely entangle a victim. 


The poisonweed roots then secrete a corrosive enzyme that slowly 
eats away at the victim's flesh, eventually killing it. These corrosive 
enzymes do IdI0 points of damage per round. 

Poisonweed plants are difficult to kill, since each time they are 
hit, they disperse another cloud of poison dust. Each flower on a 
given plant can generate two clouds of dust before its poison sac is 
emptied. This means an average plant can create up to 60 poison 
clouds before being depleted. For each new cloud created, any 
creatures within the area of effect must again save vs. poison or be 
rendered unconscious. 

Each poisonweed flower has only 2 hit points, but the whole plant 
has a total of 10 Hit Dice. Poisonweed is immune to cold attacks, 
but takes double damage from fire-based ones. When a poisonweed 
plant is killed, it will automatically disperse as many poison clouds 
as possible before it dies. The only known method of safely killing 
a poisonweed plant is through the use of defiler magic. When the 
life source of the plant is drained, it is unable to disperse its dust 
clouds, and, like all plant life within range of defiler magic, is 
instantly killed. 


Strangling Vines 


Strangling vines are roughly 25 feet in length, usually stretched 
between three or four trees, most often crossing over footpaths and 
trails in the forest. The vines have approximately ten leaves per 
five-foot section; these leaves conceal sharp thorns. The stalk of a 
strangling vine is brownish-green in colour, while the leaves are a 
shiny, moss-like, deep green. 

A strangling vine usually lies drooping between trees, waiting for 
a victim to pass by. As a suitable prey passes beneath the vine, it 
will drop suddenly and wrap itself around the prey’s neck, strangling 
it. It will then attempt to pull the victim off the ground, hanging it 
until it dies. 

Because a strangling vine looks natural in its surroundings, 
creatures attacked by it suffer a -I penalty on their surprise rolls. 

When a strangling vine attacks, its first strike causes IdIO points 
of damage, due to the plant's long thorns. Each round after that, 
when the vine is attempting to strangle its victim, the vine’s prey 
takes Id6 points of damage. Breaking free of a strangling vine is 
difficult, requiring a Strength check be made with a -5 penalty. This 


may only be attempted one time by the victim. 
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Plant, Poisonous 


A’nor Azure Burrgrass Golden Smokebrush 
CLIMATE/TERRAIN: Tablelands Tablelands Tablelands 
FREQUENCY: Rare Rare Rare 
ORGANISATION: Solitary Solitary Solitary 
ACTIVITY CYCLE: Day Day Dap 
DIET: Carnivore Carnivore Carnivore 
INTELLIGENCE: Non (0) Non (0) Non (0) 
TREASURE: Nil Nil Nil 
ALIGNMENT: Neutral Neutral Neutral 
NO. APPEARING: I I I 
ARMOUR CLASS: 10 II II 
MOVEMENT: Nil Nil Nil 
HIT DICE: I I 2 
ATTACK (CMB/CMD): Nil Nil Nil 
NO. OF ATTACKS: I 0 0 
DAMAGE/ATTACK: Nil Nil Nil 
SPECIAL ATTACKS: Poison See below See below 
SPECIAL DEFENCES: Nil Nil Nil 
MAGIC RESISTANCE: Nil Nil Nil 
SIZE: S (2 area) S (2’ area) S (2’ area) 
MORALE: Nil Nil Nil 
XP VALUE: 150 Nil Nil 
PSIONICS: Nil, MAC 10 Nil, MAC 10 Nil, MAC 10 


A’nor Plant 


The deadly a’nor plant grows in the dry sandy areas of the tablelands 
of Athas. A small, purple, flowering plant, the a’nor stem sprouts 
three branches which themselves bear three violet leaves of a velvet 
appearance. Such branch groupings appear every 4-6” along the 
plant’s 2 stem. The plants are typically cultivated by men for use as 
a barrier or deterrent to thieves and intruders. In such cases, beds 
of multiple plants will be encountered covering tens to hundreds 
of square feet. 


Combat: The a’nor plant is highly poisonous to the touch. 
Thousands of slaves died during the planting of the a’nor fields in 
Tyr. The a’nor plant uses spores to reproduce. These spores cover 
all parts of the plant. Anyone or anything that comes into contact 
with the plant picks up the spores. The microscopic spores assail the 
victim via pores and breathing passages. Often the victim is unaware 
they are infected until the onset of symptoms. The spores thrive on 
the victim’s rich supply of body moisture, growing and spreading 
throughout the body cavity. 

Within a period of Id4+I hours, the victim’s skin turns an ashen 
gray and he is racked with raging fever. As the spores spread, an 
infected individual loses one point from each of his ability scores 
every hour. When a score reaches zero, the victim may no longer 
use that ability. When the characters Constitution score reaches 
zero, the character dies. 


The a’nor plant saturates the victim within 24 hours and a new 
bed of tiny a’nor plants sprouts from the carcass. Slow poison spells 
will reduce the ability loss to one point per day. Neutralize poison 
and heal will negate the poison. An individual must successfully 
save versus poison each round they are in contact with the a’nor 
plant in order to avoid suffering the effects of the plant’s poisonous 
spores. 

The a’nor takes damage from all attacks normally, but anyone 
coming into physical contact or standing within 5’ of a disturbed 
plant must save against the a’nor’s poison spores. 


Azure Burrgrass 


Azure burrgrass is a spiny, low spreading grass with tiny barbed 
thistles covering its blades. The thorny, thistled foliage can only be 
consumed by the hardiest creatures of Tyr. Humanoids who ingest 
the dark blue thistle must save versus poison or suffer the effects 
of the poison (Class I, ingested, onset 2d6 rounds, Strength 30/15). 
Thri-kreen are unaffected by the poisonous nature of the plant, but 
find the thorny burrs difficult to digest. 

No experience is awarded for the destruction of azure burrgrass 
as it easily can be avoided or destroyed through any normal means 
and presents no threat unless ingested. The plant is often used as 
a barrier to deter wild animals from encroaching on a road, field, 
or other area. 
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Plant, Poisonous 


ge, o a 


Golden Smokebrush 


Appearing as a small bush with a wrinkled stem, the foliage of 
the smokebrush consists not of leaves, per se, but golden feathery 
tendrils that wave in the slightest breeze and create the appearance 
that gives the plant its name. Even when healthy, the plant appears 
dry and withered. This unappetizing, dead appearance is one of its 
natural defenses from grazing animals. When the plant is burned, it 
gives off toxic fumes (Class L, ingested, onset 2-8 rounds, Strength 
10/0). 

The tough, stringy stem of a golden smokebrush makes it difficult 
to cut or uproot, but it has no special defenses against attacks and, 
in fact, suffers a -4 penalty on saves vs. fire or flame. No experience 
is awarded for destroying a golden smokebrush. 
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Pond Fiend 


CLIMATE/TERRAIN: Any tainted water 
FREQUENCY: Very Rare 
ORGANISATION: Pack 
ACTIVITY CYCLE: Day 

DIET: Carnivore 
INTELLIGENCE: Semi (2-4) 
TREASURE: Nil 
ALIGNMENT: Chaotic Evil 
NO. APPEARING: 1-4 
ARMOUR CLASS: 16 
MOVEMENT: 3, Sw I5 

HIT DICE: 4+3 
ATTACK (CMB/CMD: +5 (+5/15) 
NO. OF ATTACKS: 3 
DAMAGE/ATTACK: 1d4/1d4/1d6 
SPECIAL ATTACKS: Spit acid 
SPECIAL DEFENCES: Immune to acid and poison 
MAGIC RESISTANCE: Nil 

SIZE: M (6’ tall) 
MORALE: Steady (II-12) 
XP VALUE: 120 
PSIONICS: Nil, MAC II 


Pond fiends are a species of immense amphibian subjected to 
environmental and elemental toxins that cause it to warp and 
change into a hideous monstrosity.. 

In their initial form, pond fiends are much like large frogs or 
toads, making their homes in what little water remains on Athas, or 
in the gardens of sorcerer-kings or out on the mud flats. When their 
homes are exposed to powerful magic, extreme defiling, or elemental 
catastrophe, the creatures can mutate in a very short period, growing 
to become man-sized horrors infused with the same corruption that 
has tainted their home. 

In its mutated form, a pit fiend grows great claws and fangs, and 
its hide thickens. Spines grow from its back and it develops a feral 
cunning that belies its low intelligence. 


Combat: In combat, a pond fiend slashes with both claws for 1d4 
damage and bites for Id6 damage. It is also able to spit a gout of 
acid that strikes all creatures within a 30’ line of the pond fiend’s 
head. Creatures in this area take 3d4 damage (save vs. breath 
weapon for half damage). 

If possible, pond fiends will seek to grapple targets (making a 
CMB check) and then pull them beneath the surface of their watery 
home. Victims must make a CMB check to escape or they will be 
forced to hold the breath and risk drowning. 

Pond fiends are immune to acid and poison. Often, their homes 
have been rendered both acidic and toxic; their mutated state allows 
them to continue to exist there. 


Habitat/Society: Pond fiends are the direct result of the deterioration 
of life on Athas. The circumstances that bring them into existence 


are varied, but all involve some degree of catastrophic damage to the 
creatures’ home environment. 

The pond fiend’s response to this catastrophe is remarkable - 
rapid mutation, turning an amphibious sedentary creature into 
a savage and malign predator. Although pond fiends are barely 
intelligent, they develop a formidable degree of cunning, luring 
victims close to their ponds so that they can drag them below the 
surface to feed. Often, these ponds have become acidic and toxic, 
meaning that the pond fiend can overcome its prey with ease. 


Ecology: Pond fiends are the result of an inversion of the natural 
order, a demonstration of what happens when an ecological system 
us upended. They abandon their previous roles in the local ecology 
and instead become hunters and killers. 
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Prismatic Rose 


CLIMATE/TERRAIN: Forest, Jungle 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Sunlight 
INTELLIGENCE: Non (0) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: I 
ARMOUR CLASS: 14 
MOVEMENT: Nil 

HIT DICE: 10 


ATTACK (CMB/CMD: 
NO. OF ATTACKS: 


+10 (414/24) 
3 (see below) 


DAMAGE/ATTACK: 1d8/1d8/1d8 
SPECIAL ATTACKS: Colour spray 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: G (30° across) 
MORALE: N/A 

XP VALUE: 2,000 
PSIONICS: Nil, MAC 12 


The prismatic rose is normally a large rosebush that fed directly on 
sunlight. When exposed to strange magical energies, however, the 
prismatic rose responds by becoming magically aware and capable 
of attacking any who draw its attention. Its appearance is unaltered: 


a broad, low bush studded with flowers of a rich and beautiful hue. 


Combat: The prismatic rose begins any encounter by unleashing its 
stores of sunlight in a blast of energy that functions much like the 
colour spray spell. This ability can be used three times per day, after 
which the prismatic rose must restore its reserves of energy. 

Up to IO creatures can be affected by the spray, provided that 
all are within 20 feet of the blossom and looking in its general 
direction. All creatures of up to 5 Hit Dice are instantly blinded 
by the attack for 2d4 rounds. Creatures with between 6 and 10 Hit 
Dice are entitled to a saving throw vs. spells, with failure indicating 
that they are blinded for Id4 rounds. Creatures with more than I0 
Hit Dice are unaffected by the colour spray. 

After unleashing its colour spray, the plant attacks with its thorny, 
whip-like tendrils (Id8 damage each), and attempts to flay its victims 
alive. The plant can bring three such tendrils to bear on any one 
opponent, but can attack up to sixteen Medium opponents at once 
(halve this for every size category above Medium; double it for every 
size category below). 

The prismatic rose has no meaningful combat tactics beyond this 
- it is quite mindless - and simply repeats this approach, attempting 
to blind and then flay any who come within reach. Those able to 
survive these attacks will doubtless make short work of the plant. 


Habitat/Society: The prismatic rose is seldom seen. Its habitat is 
rare enough on Athas, and the plant rarer still. Even less frequently 
encountered are the circumstances required to bring out the rose’s 
defensive mechanisms. Nevertheless, travellers in the remaining 
forests (or those fortunate enough to view the gardens of the sorcerer- 
kings) will run across one sooner or later - and enjoy the colourful 
consequences. 


Ecology: As one of many aggressive plant species on Athas, the 
prismatic rose occupies a well-tested niche in the planets ecology. 
Namely, it murders the living and allows their bodies to nourish the 
parched ground. Beyond this, the plant is remarkable for its beauty 
and its petals can be used as components in spells and magic items 
that rely on colour, blinding, and similar visual effects. 
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Psi-Shadow 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANISATION: 


Any shadowy areas 
Rare 
Solitary 


ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 


Dusk and twilight 
Small amounts of light 
Very (II-12) 


TREASURE: 
ALIGNMENT: 


A 
Chaotic Evil 


NO. APPEARING: I (1-4) 
ARMOUR CLASS: 20 
MOVEMENT: 18 

HIT DICE: 6+6 
ATTACK (CMB/CMD: +7 (+6/16) 


NO. OF ATTACKS: 


As form 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


As form 
See below 
See below 


MAGIC RESISTANCE: 


10%, see below 


SIZE: 
MORALE: 
XP VALUE: 4,000 

PSIONICS: +7, PSPs 250, MAC 19 


Powers: control flames, control light, ego whip, id insinuation, 
intellect fortress, life draining, mind thrust, psionic blast, thought 
shield, tower of iron will plus all powers from psychometabolism 


S (3’ pool) or as form 
Fearless (19-20) 


Psi-shadows look like inky black, but mundane, shadows. They are 
in fact from the plane of existence known as the Black, a realm of 
cold and darkness, though they travel in the Prime Material Plane 
from time to time. Their true body form is a shadowy blob, rather 
like a pool of ink. They cannot fly and always must be attached to a 
surface. However, they can move on any surface. They can travel on 
walls or ceilings as easily as on floors. They are 90% undetectable 
in shadows or darkness. 

Psi-shadows are not undead and cannot be turned or harmed by 
holy water. They can speak the language of any form they assume 
(see below ). Otherwise, they cannot communicate. 


Combat: Psi-shadows do not have a corporeal form and only spells, 
magical weapons, and light-producing attacks (see below) can harm 
them. While in their natural form they are not able to cause 
physical damage, but they can freely move through tiny openings 
such as keyholes, cracks, and slits. 

Psi-shadows have the ability to assume the form, much like a 
doppelgänger does, of any creature with 6+6 Hit Dice or less. 
When using an assumed form, they can no longer pass though 
tiny openings, but they can deliver the assumed form’s physical 
attacks. The assumed form is only semi-corporeal and the psi-shadow 
continues to enjoy several benefits in this state. 


The psi-shadow retains a formidable Armour Class and still is 
90% undetectable in shadows and immune to non-magical weapons. 


They use this to lurk in a shadowy hallway, then assume the form 
of some monster, imposing a -4 penalty on opponents’ surprise rolls. 

Psi-shadows are susceptible to bright light. Attacks which also 
produce light cause double damage if applicable. Continual light 
causes the creature to save vs. spell or be destroyed, while light and 
other light-producing spells cause them to save vs. death or suffer 
Id8 points of damage per spell level, to a maximum of 4d8. 

Psi-shadows are immune to all forms of mental control or attack 
except for the five telepathic attack powers. They can mentally 
control all shadows within a 50-foot radius). These shadows can form 
any pattern desired (often appearing live and intelligent); they cause 
no real effects or damage, but all attacks against the psi-shadow 
suffer a -I to hit penalty due to disorientation. 

Any creature reduced to zero hit points through a psi-shadow’s 
life draining power becomes an undead shadow under control of 
the psi-shadow. 


Habitat/Society: Psi-shadows prefer a little light, enough to cast 
shadows, but not enough to chase the darkness away. They are 
hostile to any who threaten the shadows they inhabit. Psi-shadows 
are territorial individuals but cooperate to protect their shadows 
(which is when Id4 psi-shadows can be encountered). It is common 
to find Id6 shadows serving a psi-shadow. Sages theorize psi-shadows 
were the original cause of all undead shadows. 


Ecology: A psi-shadow’s only use for riches is in producing more 
shadows. Their treasure is found spread around the lair in little 
mounds to lure greedy victims into its clutches. Once destroyed, 
a psi-shadow vanishes and its undead servants become free willed. 
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Psionic Tree 


CLIMATE/TERRAIN: Yathazor 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 

ACTIVITY CYCLE: Any 

DIET: Photosynthesis 
INTELLIGENCE: Non (0) 

TREASURE: Nil 

ALIGNMENT: Neutral 

NO. APPEARING: I 

ARMOUR CLASS: 15 

MOVEMENT: Nil 

HIT DICE: 2 

ATTACK (CMB/CMD: N/A 

NO. OF ATTACKS: N/A 
DAMAGE/ATTACK: N/A 

SPECIAL ATTACKS: Psionics i 
SPECIAL DEFENCES: Immunities ' 
MAGIC RESISTANCE: Nil 

SIZE: L (8° tall) 

MORALE: N/A 

XP VALUE: 65 

PSIONICS: +5, PSPs 50, MAC 15 


Powers: detect life, psychic crush 


The psionic tree, known as the zhakkori in the githyanki tongue is 
an aggressive plant with crude psychic abilities. Not native to Athas, 
it was brought to the world by githyanki invaders millennia ago. 
Since their departure (and the degeneration into gith of those who 
remained), it is only found in the caverns around the ruined city of 
Yathazor. Other specimens may have made their way into the wider 
world, but such cases have yet to be confirmed. 

The zhakkori is a stubby tree with russet leaves and a root system 
that look very much like claws anchoring it to the earth. It is barely 
sentient, immobile, and is notable primarily as a threat to any who 
come too near to it. 


Combat: The zhakkori just wants to be left alone. It uses detect life 
to sense the proximity of any creatures, then unleashes a psychic 
crush against them in an attempt to dissuade them from coming 
any closer. It does not feed upon its victims in any way - its psionic 
powers are intended to be purely defensive. 

The psionic tree is immune to all powers from the telepathy 
discipline and all mind-affecting spells. 

Victims of the psionic tree usually have no indication of what is 
attacking them - the tree does not move and gives no indication of 
its position or its desire for living beings to remove themselves from 
its proximity. On the other hand, once it is identified, a psionic tree 
can usually be dispatched fairly rapidly, as it is not a formidably 
strong opponent by any real measure. 


ee] 
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Habitat/Society: The githyanki brought many strange plants to 
Athas with them - the zhakkori is merely one example of their 
strange biome transplanted onto the world of the crimson sun. In 
its native environment, the psionic tree is part of a complicated 
ecosystem. On Athas, it has been forced to adapt to life in the 
environs of Yathazor, becoming more aggressive and isolationist as 
a result. 

If the DM wishes, more types of psionic tree can be devised. 
Generally speaking, a psionic tree should have one or more powers 
from the clairsentience and telepathy disciplines, to allow it to sense 
its surroundings in some way. Detect life, sense link, synesthete and 
similar powers are all good choices in this regard. The tree should 
also have some method of defending itself against those it perceives 
as aggressors — telepathic attack powers are useful, but powers from 
any other discipline that allow the tree to attack creatures that 
approach it are also suitable. 


Ecology: As noted above, the zhakkori has been removed from its 
native ecosystem and transplanted to Athas. It is now subjected to 
the trials of life under the crimson sun, and forced to compete with 
Athas’ many other dangerous plant species. 
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Psionocus 


CLIMATE/TERRAIN: Any 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: See below 
INTELLIGENCE: See below 
TREASURE: Nil 
ALIGNMENT: See below 
NO. APPEARING: I 
ARMOUR CLASS: 14 
MOVEMENT: 6, Fl 18 (A) 
HIT DICE: 3 
ATTACK (CMB/CMD: +3 (+1/I1) 


NO. OF ATTACKS: I 

DAMAGE/ATTACK: Id6 or Id4 
SPECIAL ATTACKS: Poison bite 
SPECIAL DEFENCES: 


Psionic absorption 


MAGIC RESISTANCE: Nil 

SIZE: T (18” tall) 
MORALE: Champion (15-16) 
XP VALUE: 270 

PSIONICS: Nil, MAC 17 


A psionocus is a creature created by powerful psionicists for use as 
a familiar and a scout. 

Psionoci resemble small, winged lizards. Their wings are bat-like, 
with a thin membrane stretched between a skeletal frame. Although 
they lack front legs, their small feet sport razor sharp claws that can 
be deadly in combat. Psionoci also have pointed teeth they use to 
inject their poison. 


Combat: Psionoci prefer to avoid combat with more than one 
creature at a time. If psionoci must fight, they can either use their 
bite and inject their poison or, while flying, they can make diving 
attacks with their claws. 

If possible, a psionocus descends upon its intended victim and 
attacks with its bite. A powerful venom is injected into the foe 
that causes a deep and fitful sleep lasting 5d10 minutes (successful 
save vs. poison to negate). During this sleep, two Psionic Strength 
Points bleed away each round. A psionocus within 30 feet of the 
sleeping victim absorbs these points as its diet. These points can 
be transferred to the psionocus’ creator, as if using the harness 
subconscious proficiency. 

The creature's saving, throws are the same as that of its creator. 
Spells that affect one don’t usually affect the other. However, mind- 
affecting spells and psionic mind attacks affect the creator when 
focused on the psionocus. Any attack that destroys the psionocus 
causes its creator to lose 5dI0 PSPs and the creator must make a 
successful system shock roll or lose two experience levels. 


ee gE 
Habitat/Society: Psionoci are psychic constructs. Only psionicists of 
at least 8th level with empower and cell adjustment can make one. 
A gem worth at least 2,000 cp becomes the brain of the psionocus 
while one pint of the creators blood forms its body. It takes six 
weeks of uninterrupted effort to make a psionocus. If more than one 
psionocus is linked to the same creator, they will attack each other 
until only one remains. 

After it is complete, the psionocus is mentally linked to its creator. 
Its creator sees and hears everything the psionocus experiences. Its 
creator can control the psionocus, with minimal concentration, as 
long as he is within 400 yards of the creature. If the psionic link 
is severed, the psionocus enters a comatose state and may easily be 
destroyed. The psionocus is a reflection of its master’s temperament 
and personality. The psionocus has the same intelligence as it 
creator and reflects his mannerisms and quirks. It is, however, a 
separate entity from its creator. It cannot be taken over by another 
psionicist. 


Ecology: As psychic constructs, psionicist have no links to the 
natural order of Athas. They are not affected by the defiling magics 
of dragons as are other natural beings. 
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CLIMATE/TERRAIN: 


Forest, Jungle, Mudflats 


FREQUENCY: Very Rare 
ORGANISATION: Nil 
ACTIVITY CYCLE: Any 
DIET: Photosynthesis 
INTELLIGENCE: Semi (2-4) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: 2-16 
ARMOUR CLASS: 15 
MOVEMENT: Nil 

HIT DICE: 5 
ATTACK (CMB/CMD: N/A 
NO. OF ATTACKS: N/A 
DAMAGE/ATTACK: Nil 
SPECIAL ATTACKS: Psionics 
SPECIAL DEFENCES: Psionics 
MAGIC RESISTANCE: Nil 

SIZE: S (3° tall) 
MORALE: N/A 

XP VALUE: 1,000 
PSIONICS: +5, PSPs 100, MAC 15 Habitat/Society: Psivy grows in the tropical jungles of the Forest 


Powers: ego whip, id insinuation, intellect fortress, mental barrier, 
mind blank, mind thrust, psionic blast, psychic crush, thought 
shield, tower of iron will 


Identical to esperweed in appearance, psivy is a flower that grows in 
large patches. It shares esperweed’s psionic-enhancing properties, but 
differs from esperweed in one significant way: psivy is intelligent and 
fights back when attacked or harvested. 

Like esperweed, psivy grows up to three feet in height, with a stalk 
that is brownish-green near the ground, but becomes bright green 
near the leaves and flowers. The leaves are oval, three to four inches 
long, and the flowers are large with half a dozen six-inch petals, each 
sporting a bright red stamen. The petals are red at their base, but 
fade to reddish-orange at their outer edge. 

Unlike esperweed, psivy is not solitary, but grows in large patches. 
It is believed that the plant’s innate psionic power allows it to 
flourish, keeping away those who would deplete it. 


Combat: Psivy is a docile and unassuming plant until someone tries 
to harvest it. The plant then responds with a wide array of telepathic 
attacks, striking at its foes until they are dead or the plant is slain. 
As psivy grows in large clumps, numbering up to sixteen plants per 
patch, those seeking to harvest it soon find themselves under attack 
from all sides. 

Psivy’s telepathic defence powers are considered to be always 
active, so long as the plant has enough PSPs to power them - it 
does not need to take an action to manifest them. 


Ridge and the Crescent Forest, and on the mudflats near the Sea 
of Silt. The gith of the Black Spine Mountains have also cultivated 


several patches of the plant in their subterranean gardens. 


Ecology: Like esperweed, psivy can boost psionic powers to very high 
levels for one turn when eaten. 

When the plant’s root is eaten, psionicists (single and multi-/ 
dual-classed) have their psionic powers boosted the equivalent of 
5 experience levels. The player should calculate the number of 
additional PSPs the character gains and determine which new 
powers are gained (roll on the Wild Talent Tables on pages 394- 
396 of the Dark Sun Campaign Guide). The psionicist’s power 
checks are increased by +3 for the same duration as the psionic 
power boost (I turn). 

Wild talents who eat esperweed also gain a boost in their psionic 
power. Their power score is increased by +2, and the character 
receives an additional 20 PSPs. 


Repeated Use of Psivy 


Creatures can eat esperweed and enjoy psivys psionic boosting 
capabilities a number of times equal to their Hit Dice (or experience 
level) without ill effects. Each use beyond that permanently reduces 
their psionic ability by the equivalent of two experience levels. This 
reduction can be reversed by a restoration spell. Once a creature’s 
psionic ability reaches 0 level, they permanently loses their psionics. 

Psivy retains its psionic boosting properties for a limited time. A 
root will retain its effectiveness for one week after being picked, after 
which time its potency fades quickly into nothingness. 
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Psurlon Psurlon Adept Giant Psurlon 
CLIMATE/TERRAIN: Astral Plane Astral Plane Astral Plane 
FREQUENCY: Very Rare Very Rare Very Rare 
ORGANISATION: Community Solitary Solitary 
ACTIVITY CYCLE: Any Any Any 
DIET: Carnivore Carnivore Carnivore 
INTELLIGENCE: Genius (17-18) Supra-Genius (19-20) Genius (17-18) 
TREASURE: y R, V C, G, V 
ALIGNMENT: Lawful Evil Lawful Evil Neutral Evil 
NO. APPEARING: I (1d4 on the Astral Plane) I I 
ARMOUR CLASS: 16 I7 18 
MOVEMENT: 9 9 I5 
HIT DICE: 7 12 18 
ATTACK (CMB/CMD: +7 (+7/17) +12 (+12/22) +18 (+20/30) 
NO. OF ATTACKS: 3 3 3 
DAMAGE/ATTACK: 3d4/3d4/2d8 3d6/3d6/3d8 3d8/3d8/3d10 
SPECIAL ATTACKS: Psionics Psionics Psionics 
SPECIAL DEFENCES: See below See below See below 
MAGIC RESISTANCE: 40% 50% 60% 
SIZE: M (5 tall, 7 long) M (6 tall, 10’ long) H (14 tall, 20’ long) 
MORALE: Champion (15-16) Fanatic (17-18) Fearless (19) 
XP VALUE: 4,000 9,000 15,000 
PSIONICS: See below See below See below 


Psionics: +7, PSPs 50, MAC 15 

Powers: astral projection, banishment, ego whip, environmental 
adaptation, flesh armour, id insinuation, intellect fortress, life 
draining, mass domination, mental barrier, mind blank, mind thrust, 
mindlink, psychic crush, thought shield, time/space anchor 


Psurlons are extremely intelligent worm-like humanoids. The 
psurlons are an advanced race living on the Astral Plane, and are 
sometimes summoned by evil psionicists who have the power to 
summon planar creatures. 

Psurlons have earthworm-like bodies, and arms and legs that end 
in toothed maws, and arms that end in claws with black talons. 
Their heads are similar to those of earthworms, with large, gaping 
maws ringed with teeth-like projections. They have no eyes and use 
other senses to “see”. They wear richly coloured robes and never 
wear armour or carry weapons. 

Psurlons communicate with one another telepathically and 
through grunts and squeals. 


Combat: When psurlons engage in physical combat they use both 
their claws, causing 3d4 points of damage each, and their bite, for 
2d8 points of damage. They seldom engage in physical combat, 
preferring to fight psionically. 

Psurlons have a natural AC I6 and can only be hit by a +I or 
better magical weapon or by creatures of 6 HD or better and those 
with natural magical abilities. 
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Wounds of other types cause very little damage and heal instantly. 
Their enhanced protection is because of their magical and psionic 
experimentation on their own flesh. Psurlons are immune to all 
sleep, charm, and hold spells and have 40% magic resistance. 


Habitat/Society: Many thousands of years ago the psurlons lived 
on another world. The psurlons were a highly evolved race with 
vast knowledge and psionic power. In their quest for knowledge 
and power, the psurlons developed a means to psychically link all 
members of their race. However, disaster struck. A psychic backlash 
occurred, creating a massive rift into the Astral Plane, and their 
home world was destroyed. All surviving psurlons were sucked into 
the rift and became permanent residents of the Astral Plane. 

With their world destroyed, the psurlons built cities within the 
Astral Plane, and have no desire to return to the Prime Material. 
In the Astral, they can pursue research that is impossible elsewhere. 
They have noted Athas because it is a world that could survive 
the massive amounts of psionic force they used to destroy their own 
world. As a race they have no particular plans for Athas, although 
individual psurlons might have some. The psurlons, who are far 
smaller in number than they were on their home world, are trying 
to boost their psionic powers and hone their abilities in order to 
attempt the mind meld again, despite their diminished population. 

Psurlons are only encountered on Athas when summoned. Their 
knowledge is sought by many, especially psionicists and wizards who 
travel the Astral Plane. They hate being forced to serve, and seek 
vengeance upon those who summon them. 


Ecology: Psurlons normally feed on the flesh of living creatures, 
especially that of other sentient races. They particularly lake human 
and halfling flesh. 

The typical lifespan of a psurlon is 1,500 years. They are at the 
top of the food chain and are seldom preyed upon. Athasian rocs 
consider psurlons a delicacy, but fortunately for the psurlons there 
are no rocs on the Astral Plane. 

Some evil psionicists summon psurlons in hopes of gaining their 
knowledge. The price is very high and often leads to the death of 
the summoner. Summoners who gain knowledge from psurlons and 
then attempt to slay them or send them back are tracked down and 
forced to pay what is due either by the psurlons they summoned or 
by others of their race. 


Psurlon Adepts 
Psionics: +16, PSPs 75, MAC 19 


Powers: astral projection, banishment, danger sense, ego whip, 
environmental adaptation, flesh armour, id insinuation, intellect 
fortress, know location, life draining, mass domination, mental 
barrier, mind blank, mind thrust, mindlink, psychic crush, psychic 
drain, scrying, thought shield, time/space anchor, ultrablast 


Psurlon adepts serve as leaders of the small psurlon communities. 
They are specially gifted psurlons whose psionic potential extend 
beyond that of most within their race. They are trained from an early 
age to serve as both a protector and a leader among the psurlons. 
Some psurlons have become astral explorers, traveling across the 
Astral Plane, seeking new knowledge and power, hunting food and 
suitable creatures that might be subjugated and used as slave labour. 
Small exploration parties usually consist of 2d4 psurlon adepts. 


Giant Psurlons 
Psionics: +20, PSPs 100, MAC 22 


Powers: astral projection, banishment, danger sense, disintegrate, 
double pain, ego whip, environmental adaptation, flesh armour, id 
insinuation, inertial barrier, intellect fortress, know location, levitation, 
life draining, mass domination, mental barrier, mind blank, mind 
thrust, mindlink, psychic crush, psychic drain, scrying, telekinesis, 
thought shield, time/space anchor, ultrablast 


Giant psurlons are mutated psurlons who existed when their kind 
destroyed their world. They absorbed so much psionic energy when 
their world was destroyed that they became nearly immortal and they 
grew in size and psionic ability. 

Only a handful of these creatures are left. These creatures make 
their own solitary dens upon the Astral Plane and have little 
contact with others, including those of their own kind, since other 
psurlons consider them cursed monsters. 

There are a few, however, who have taken control of small psurlon 
communities, ruling them as harshly as any sorcerer king ever ruled. 

Giant psurlons can attack with their claws and bite that cause 
far greater damage than those of both typical psurlons and psurlon 
adepts, but they seldom need to do so. 
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Pterran 


CLIMATE/TERRAIN: Hinterlands 
FREQUENCY: Connon 
ORGANISATION: Clan 
ACTIVITY CYCLE: Any 
DIET: Omnivore 
INTELLIGENCE: Very (II-12) 
TREASURE: J (C) 
ALIGNMENT: Neutral 
NO. APPEARING: 1-10 
ARMOUR CLASS: 12 
MOVEMENT: 12 
HIT DICE: 4 
ATTACK (CMB/CMD: +4 (+4/14) 
NO. OF ATTACKS: 3 or I 
DAMAGE/ATTACK: 1d4/1d4/1d6 or by weapon 
SPECIAL ATTACKS: Psionics 
SPECIAL DEFENCES: Nil 
MAGIC RESISTANCE: Nil 
SIZE: M (6 tall) 
MORALE: Steady (II-12) 
XP VALUE: 175 

Druid: 420 

Psionicist: 270 
PSIONICS: +4, PSPs 70, MAC 12 


Powers: aura sight, danger sense, detect life, ego whip, ESP, id 
insinuation, know course, mind blank, mindlink, thought shield 


Pterrans are a race of lizard men who inhabit the Hinterlands 
near the Ringing Mountains. While most never make it past the 
mountains, some small clans have made their homes on the desert 
side, living in the forests and jungles near the Forest Ridge, near 
the rocky barrens which border the deserts of Athas. A few others 
have come to the cities of the Tablelands as envoys, seeking to 
open trade routes, and have settled there, making their homes in 
the Seven Cities. 

Pterrans look more like humanoid pteranodons than they do 
lizards, indicating that they may be related in some way to the 
pterrax, a race of flying creatures found on the rocky barrens of 
Athas. Standing roughly six feet tall, pterrans have light brown scales 
for skin. Along with their two arms and legs, pterrans also have a 
short, tail-like appendage and two rounded stubs on their backs that 
may be vestigial wings, which further hints at their relationship to 
pterodactyls. 

The head of a pterran features large, almost bulbous eyes and 
a long snout, which is also the creature's mouth. The mouth of a 
pterran has many teeth, which are used for ripping its food apart. 
The arms of pterrans end with clawed hands, usable in both hunting 
and fighting. There are no obvious characteristics which distinguish 
males from females under normal circumstances. 
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The language of pterrans is a collection of vocal sounds that are 
combined with clicks and taps made with their claws. The vocal 
sounds of the pterrans are largely hisses and pops, with occasional 
snarls or growls. It is almost impossible for humans and demi- 
humans to speak the pterran language because human voices are 
unable to create the necessary sounds. It is accordingly difficult for 
humans or demihumans to interpret this language, resulting in a 
-5 to any language proficiency checks made when attempting to 
understand the pterran language. 


Combat: Pterrans are naturally suspicious of other races, particularly 
of humans and halflings. Thus, most confrontations between these 
races end in combat situations, a contingency that pterrans are 
more than capable of handling, The colouration of a pterran’s scales 
provides good camouflage in the areas that they inhabit. When 
pterrans attempt to surprise their opponents in this environment, 
their intended victims suffer a -I penalty to their surprise rolls. 

Their scales provide pterrans with a tough, armoured exterior, 
granting a natural Armour Class of 12. 

All pterrans can attack up to three times per round, using their 
two claws and bite. Each claw attack does 1d4 points of damage, 
while a bite does Id6 points. 

Many clan warriors carry weapons of pterran design, which they 
often use in combat encounters. There are two weapons of tribal 
design employed by pterrans. The first type is, in essence, a wooden 
long sword, carved from young hardwood trees and treated with a 
mixture of tree sap and id fiend blood. This treatment renders the 
blade of the weapon extremely strong, giving it nearly the strength 
of steel. These weapons, called slodaks, do Id8 points of damage 
against targets of all sizes. 
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Pterran 


The other type of weapon is called a thanak and resembles a saw 
blade. It is made of two strips of hardwood bound together. Between 
the strips is a row of teeth taken from the pterrax. The thanak is 
wielded in a manner similar to that of an axe in that it is swung 
at the target. When it strikes, its toothed edge rips into the target’s 
flesh. A successful attack from a thanak does 2d6 points of damage 
to all size creatures. 

The teeth of the weapon are often coated with a powerful, 
debilitating poison. Those struck by a poison-coated thanak must 
save vs. poison (at -2) or suffer a I point reduction in both their 
Strength and Constitution ability scores. Each day thereafter, the 
victim’s Strength and Constitution are further reduced by I point, 
until they reach zero, at which time the victim dies. The effects of 
this poison can be countered by either a neutralize poison or heal 
spell. There are no other known remedies for this poison. 

Pterrans will often engage in combat from the air, mounted on 
pterrax, a flying creature which resembles a pteranodon. Mounted 
pterrans will use both melee and missile weapons, but tend to use 
ranged attacks from the air. Most mounted pterrans are armed with 
spears that do Id6 points of damage when they strike. Pterrans 
often coat the tips of their spears with the same type of poison they 
employ on thanaks. 

Some members of a pterran clan are psionicists. While all 
pterrans are at least wild talents, some have all the powers of a 
psionicist PC. Like many of the creatures of Athas, pterrans have 
developed natural telepathic defence powers which are considered 
to be always “on”. Regardless of its actions, a pterran subjected to 
attack in psionic combat may use its telepathic defence powers, as 
long as it has enough PSPs to manifest the power. 


Habitat/Society: Pterrans gather in tribes, ranging in size from IO 
or I2 members, in small tribes, to over a hundred members in larger 
ones. A pterran tribe will settle in villages usually located deep 
within the jungle areas near the Forest Ridge, or further out into the 
Hinterlands. A pterran village is composed of many smaller family 
dwellings, all situated near or around the centre of the village, where 
the ceremonial area is located. 

Pterran society is based largely on ceremony and celebrations. 
Each tribe usually has several celebrations during a given year, each 
a celebration of thanks for their world. Pterrans believe that their 
race originated from the very earth itself and that Athas is their 
Earth Mother. With each celebration, the pterran tribes reinforce 
their beliefs and faith. As would be expected, the priests of pterran 
society are druids. 

A pterran tribe will usually have many different families within 
it. Each of these families usually has its own dwelling, marked with 
family symbols and colours identifying the family. On rare occasions 
more than one family will share a dwelling, usually when members 
of the two families have been joined in marriage. A typical family 
dwelling has several small chambers, each only large enough for 
two pterrans to sleep in. The dwelling also has a central room 
connecting, all other rooms. 

Thus, just as the dwellings of a village are centred around the 
ceremonial area, the rooms of a dwelling are centred around a 
central family area. Families of pterrans will usually have four to 
eight members, two parents and four to six young, Pterrans always 
bear their young in pairs, and most families have an even number 
of members. 


A pterran tribe is led by its Triumvirate, which is comprised of 
the eldest tribal member from each Life Path (see below for details 
on pterran Life Paths). The Triumvirate is responsible for most 
of the tribe’s decisions, though the entire tribe is consulted before 
actions of any kind are taken. Typical decisions of the Triumvirate 
include when to move the village to a new location, when and 
where to send out scouting groups, whether the tribe should involve 
themselves with other Athasian races, etc. 


Ecology: Pterrans are omnivorous, eating both meat and vegetation. 
Living mostly in the forests and jungles, their diet consists largely of 
game animals. Pterran hunting parties spend many hours a day in 
search of food for the tribe. The meat from a kirre is a favourite food 
of pterrans, as is that from an id fiend. When the hunting parties 
venture out towards the rocky barrens, they will, on occasion, catch 
a flailer, also a preferred food. 


The Life Paths of Pterrans 


When pterran young reach the age of 15 years, they each must 
choose what is called a “Life Path”. Life Paths are essentially careers 
which the pterran will pursue throughout its life. There are three 
main Life Paths in the pterran society: the warrior, the druid, and 
the psionicist. Lesser Life Paths also exist, in addition to these three. 
They allow pterrans to become scouts, traders, or even follow more 
than one calling at once. 
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Warriors 


Most pterrans (65%) choose the Path of the Warrior. Pterrans that 
choose the warrior path become the fighters and protectors of the 
tribe. The warriors are also responsible for preparing the new village 
site when the tribe moves from one place to the another. Pterran 
warriors are taught many methods of combat, including use of their 
natural weapons, tribal weapons, and the weapons used by their 
enemies. Warriors are also the weaponmakers of the tribe, crafting 
both slodaks and thanaks, and are responsible for the creation of the 
unique poison that is used on these weapons. 

When a pterran chooses the warrior Life Path, but before he 
is named as a warrior of the tribe, he must undergo a test of his 
abilities. This test requires that he or she catch and train a pterrax. 
Catching a pterrax is a difficult task, accomplished only after many 
months (sometimes years) of training and studying. 

A pterran warrior candidate attempting to catch a pterrax must 
first locate a pterrax nest. He/she must then observe the nest to 
determine which, if any, of the pterrax in the nest are capable of 
becoming mounts. When a pterrax is chosen as the warriors mount, 
the pterran must climb to the nest and physically catch the creature. 
Most pterrax take flight the moment they are caught, resulting in 
the first true test of the pterran warrior — whether he can control the 
pterrax and force it to land. 

Once a pterrax is caught and grounded by the warrior candidate, 
it must be trained. This process usually takes from 3 to 6 weeks, 
after which the pterran must prove his mastery of his mount before 
his peers and the tribe’s Triumvirate. 


Druids 


A small number of pterrans (25%) follow the Path of the Druid. 
These become the priests of the tribe, responsible for furthering the 
faith of the tribe and providing healing services. Pterran druids have 
all the normal powers of the druid class, including spell casting. The 
guarded area of a pterran druid will most often be the forest area 
surrounding that druid’s village. 

Like warriors, druids of pterran society must pass a test before 
being named Druid of the tribe. The druid candidate must spend 
six months in the forest alone, with no tools save those he makes 
during that time. The druid must not come in contact with any 
other member of the tribe for the entire six-month period. At the 
end of this time, the druid returns to the tribe and is questioned 
about his experiences by the elder druids and the tribe’s Triumvirate. 


Psionicists 


Very few members of a pterran tribe (10%) follow the Path of the 
Psionicist. Many are regarded with suspicion and doubt by the 
majority of the tribe. Nonetheless, psionicists are an important part 
of the tribe, most often used in negotiating with the other races of 
Athas that come into contact with the pterrans. 

Like warriors and druids, psionicist candidates must pass a test 
before they are named Psionicist of the tribe. This test requires that 
the psionicist read the thoughts of the elder psionicists and share 
them telepathically with the tribe’s Triumvirate. This means that 
all pterran psionicists will have the telepathy discipline among their 
psionic powers. 
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CLIMATE/TERRAIN: Rocky Badlands 
FREQUENCY: Coina 
ORGANISATION: Flock 
ACTIVITY CYCLE: Any 

DIET: Omnivore 
INTELLIGENCE: Animal (I) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: 1-6 
ARMOUR CLASS: 13 
MOVEMENT: 3, Fl 12 (B) 
HIT DICE: 5 

ATTACK (CMB/CMD: +5 (+6/16) 
NO. OF ATTACKS: 3 
DAMAGE/ATTACK: 1d8/1d8/2d6 
SPECIAL ATTACKS: Psionics 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: L (10° long) 
MORALE: Average (8-10) 
XP VALUE: 420 
PSIONICS: +5, PSPs 100, MAC 13 


Powers: animal affinity, biofeedback, complete healing, conceal 
thoughts, detect life, empathy, flesh armour, id insinuation, intellect 
fortress, lend health, mental barrier, mindlink, psychic crush, tower 
of iron will 


Pterrax are large pteranodon-like creatures capable of flight. They 
occupy the plains and rocky barrens of Athas and are sometimes 
encountered near the edges of the Forest Ridge, where they are 
commonly used by pterrans as flying mounts. 

Pterrax are ten feet long, with slender reptilian bodies and large 
wings. Pterrax have two pairs of limbs, legs and arms, all of which 
have sharp claws at their ends. The head is similar in shape to 
that of pterran, suggesting that the two species are somehow related. 
Pterrax have long, sharp teeth, which are used by pterrans in the 
creation of the thanak. 


Combat: Pterrax commonly engage in fighting, either when being 
used as pterran mounts, when scavenging for food, or when protecting 
themselves and their flock. They are able to strike up to three 
times per round, using a claw/claw/bite attack. Each claw does Id8 
damage, while the bite does 2d6. 

When fighting against land-based opponents, they swoop down, 
make their attacks, and then return to the air, where they are 
protected from melee attacks. An opponent can make melee attacks 
against a swooping pterrax if its initiative is within 2 (higher or 
lower) of the creature's (when using the optional Individual Initiative 
system). 
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Pterrax commonly possess psionic powers. Instead of using their 
natural attack form, a pterrax can use any one of its psionic powers 
in a round. Pterrax possess natural telepathic defence powers. So 
long as the pterrax has enough PSPs to manifest these powers, the 
creature can employ them, whether it is attacking with its claws and 
bite or with its psionic powers. 


Habitat/Society: Pterrax make nests in the cracks and crevices in 
the rocky terrain that is characteristic of the plains of this desert 
world. Most are solitary, but occasionally gather in groups of up 
to six. Their nests are made from dead branches and sticks found 
in nearby forests and oases. À pair of pterrax will mate in Sun 
Descending, and the female will usually produce three to four 
eggs. The eggs are incubated by the mother for a period of three 
months. Young pterrax are cared for by the mother for another two 
months before they are cast out on their own. While their eggs are 
incubating, pterrax are very protective of their nest and will attack 
any who threaten it or their eggs. 

As stated above, pterrax are often used by pterrans as flying 
mounts. By the time a pterrax is two years old, it is strong enough to 
be used as a mount. The capture and training of a pterrax mount is 
a part of one of the significant Life Path rituals among the pterrans. 


Ecology: The eggs of pterrax are a very valuable source of food, and 
each one, along with water, can sustain a man for a period of two 
days without difficulty. The teeth of pterrax are used by pterrans in 
the creation the thanak, a weapon used by many of that species’ 
warriors. Also, pterrax skin is sometimes used in making ceremonial 
drums employed by pterrans in many rituals and yearly celebrations. 
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Puddingfish 


CLIMATE/TERRAIN: The Last Sea 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Carnivore 
INTELLIGENCE: Animal (1) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: I 
ARMOUR CLASS: 16 
MOVEMENT: Sw 3 

HIT DICE: 9 


ATTACK (CMB/CMD: +9 (+11/21) 
NO. OF ATTACKS: I 


DAMAGE/ATTACK: 3d8 
SPECIAL ATTACKS: Paralysis 
SPECIAL DEFENCES: See below 
MAGIC RESISTANCE: Nil 

SIZE: H (20’+ long) 
MORALE: Average (10) 
XP VALUE: 3,000 
PSIONICS: Nil, MAC 10 


The puddingfish is a gigantic sort of jellyfish found only in Athas’s 
Last Sea. It looks similar to a traditional jellyfish, only larger and 
slightly more substantial. Its dome is nearly eight feet across, and its 
tendrils drag down over 20 feet below it. 

The creature is composed of a blue-green substance somewhat 
similar to that of a gelatinous cube. Due to its colouring, the 
puddingfish can be difficult to spot floating along in the water, and 
more than one fishing boat has run aground on a_puddingfish’s 
back. This is usually little more than an annoyance, however, as 
the creature is unable to lift its tendrils upward at all. As long as 
no one falls into the water, the occupants of the boat will be fine. 


Combat: When a small boat or raft runs into a puddingfish, each 
passenger near an edge should roll against his Dexterity to avoid 
falling into the sea. Those people unfortunate enough to end up in 
the drink next to a puddingfish had better swim away as fast as they 
can. The puddingfish is deadly when in contact with a victim, but 
it is slow to move and can be outdistanced by a strong swimmer. 
Of course, there are very few such people on Athas outside of the 
valley of the Last Sea. 

A character struck by a puddingfish’s stinging tendrils must save 
vs. paralysation or be paralyzed (anaesthetised) for 4d4 rounds. In 
the water, this can easily prove fatal unless the victim is fortunate 
enough to have a friend brave enough to haul his poisoned body out 
of the water. Once a victim has perished, the puddingfish’s snakelike 
tendrils draw the corpse up into its dome where it is slowly digested 
over a period of Id4+2 days. 


Habitat/Society: Puddingfish are solitary creatures. They are asexual 
and reproduce by dividing once they have reached a certain critical 
mass. They are hunted by the lizard men for their hides (which are 
not poisonous), out of which many useful things such as clothing 
and sails are made. 


Ecology: The dome of a puddingfish is actually its stomach, a place 
filled with horribly corrosive acids. This material can actually be 
harvested by foolhardy adventurers willing to risk their lives to obtain 
such potentially useful materials. 
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CLIMATE/TERRAIN: 


Scrub Plains 


FREQUENCY: Rare 
ORGANISATION: Hive 
ACTIVITY CYCLE: Any 

DIET: Herbivore 
INTELLIGENCE: Animal (I) 
TREASURE: Nil (A) 
ALIGNMENT: Neutral 

NO. APPEARING: 1-4 
ARMOUR CLASS: 16 
MOVEMENT: FI 18 (B) 
HIT DICE: 7 

ATTACK (CMB/CMD: +7 (+6/16) 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: Id6 
SPECIAL ATTACKS: Paralysis/poison 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: S (X long) 
MORALE: Average (8-10) 
XP VALUE: 2,000 
PSIONICS: Nil, MAC II 


Pulp bees are large wasps which inhabit the plains along the edges 
of the Athasian deserts. Pulp bees secrete a pasty substance which 
hardens into a material similar in texture and consistency to wood. 

Pulp bees are usually two feet long, have four legs, and a sharp, 
stinger. Pulp bees are capable of flight, due to the two pairs of 
foot-long wings located on the creature’s back. Like many insects, 
pulp bees can cling to vertical surfaces (walls, rock ledges, etc.) The 
chitinous body of a pulp bee is black in colour and is segmented 
from head to its abdomen. The thorax and limbs of a pulp bee are 
coloured bright red, making identification of this creature fairly easy. 


Combat: Pulp bees attack any who threaten their hives, where the 
queen and her eggs live. When threatened, pulp bees attack with 
their stinger, through which they are able to inject a paralytic poison 
into their victims. The actual sting itself does Id6 points of damage, 
but those successfully attacked must save vs. poison or suffer an 
additional 4d6 points of damage. Any creature that fails the poison 
save must then save vs. paralysis or become paralyzed after 2dI2 
rounds. This paralysis lasts for 2d6 hours, after which time the victim 
will remain very weak for another 10-12 hours (-2 Strength). 


Habitat/Society: Like most insects, pulp bees gather in hives. Pulp 
bees make their homes on the plains which surround the deserts of 
Athas. Pulp bee nests are made of a substance which they secrete. It 
is a paste-like material which hardens to a near wooden consistency. 
The bees use this material to form their nests. Nests made of this 
material offer very good protection against any intruders. 


Within a hive, there are three different types of pulp bees: 
fighters/builders, food gatherers/ producers, and the queens. The 
queens are responsible for laying and hatching eggs, which produce 


more members of the hive. Food gatherers/producers are responsible 
for providing food for the hive. They go out and gather food from 
nearby plants and flowers, and return with it to the nest. Once 
there, they break down the food into a mushy paste, which they 
ingest. This paste serves as raw material for the food-producing 
bees, who then secrete a sweet liquid which, when it hardens, is the 
main source of food for the hive. Fighters/builders perform the same 
functions as soldiers and workers in other insect hives. They guard 
the nest while the queens. eggs are incubating, and they are the ones 
who build the nest itself. All members of the hive are identical in 
appearance, though the queen is generally a much larger specimen. 

Aside from living in the wild, pulp bees are also cultivated by 
some Athasian cultures as a source of building material. Clans of 
both humans and elves have been known to raise pulp bees, often 
within a city or oasis village. 


Ecology: The wood-like substance secreted by pulp bees is sought 
after by many cultures as a source of building materials. Also, the 
liquid secreted by food-producing bees is very tasty and nutritious. 
One quart of this liquid alone is capable of sustaining an adult 
in the desert for two days. When hardened, it looses some of its 
nutrition, but can still sustain an adult for up to one day. 
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Pyreen 


CLIMATE/TERRAIN: — Any 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Omnivore 


INTELLIGENCE: Supra-Genius (19) 

TREASURE: V (x3) 

ALIGNMENT: Neutral Good 

NO. APPEARING: I 

ARMOUR CLASS: 20 (10) 

MOVEMENT: 24 

HIT DICE: 16-20 

ATTACK (CMB/CMD: +16 (+19/29) to +20 
(+23/33) 

NO. OF ATTACKS: I 

DAMAGE/ATTACK: By weapon +3 

SPECIAL ATTACKS: See below 

SPECIAL DEFENCES: See below 

MAGIC RESISTANCE: 25% 

SIZE: M (6-7) 

MORALE: Fearless (20) 

XP VALUE: 14,000 

PSIONICS: +20, PSPs 225+1d100, 
MAC I6 


Powers: absorb disease, aura sight, chameleon power, chemical 
simulation, complete healing, conceal thoughts, danger sense, detect 
psionics, detect spirits, ego whip, empathy, energy containment, 
enhancement, gird, identity penetration, intellect fortress, mental 
barrier, mind blank, mind over body, mindlink, psionic blast, psychic 
messenger, psychic surgery, thought shield, tower of iron will, truthear 


Pyreens (or Peace-Bringers) are mysterious beings that roam the 
world of Athas. They are powerful psionicists and very powerful 
druids. They travel about Athas attempting to set things right, 
although it looks like a hopeless battle. Few know of their existence, 
and fewer still have ever met one. They are sworn enemies of defilers, 
and their actions indicate they are bent on the destruction of the 
sorcerer-kings. 

Pyreens are humanoid, although they are not identifiable as any 
of the current humanoid or demi-human races - rather, they have 
characteristics of all of them. They have the broad bodies of dwarves, 
the pointed ears of the elves, the eyes of a human or giant, and 
the childlike face of the halflings. Pyreens are almost never seen in 
their natural form, for with their druidic abilities they can take the 
form of any animal. Peace-bringers also have forms in each race 
and generally travel about looking like any of a thousand faceless 
wanderers on the roads. 

Pyreens speak all of the languages of humans and demihumans. 
In addition, there is a 65% chance that they speak any other 
language spoken by intelligent creatures of Athas. 


Combat: Pyreens do not like combat, but they are devastating foes 
if they do decide to fight. In addition to their formidable psionic 
powers, all pyreens are druids of at least 16th level. As such, they 
each have guarded lands, but these lands are huge (for instance, the 
entire Forest Ridge or the Ringing Mountains of the west). They 
have major access to the spheres of the Cosmos and to all of the 
elemental spheres. The pyreens are generally I6th level, although 
there are four at I7th level, four at 18th level, two at 19th level, and 
their leader, Alar Ch’Aranol, is 20th level. 

In addition to psionics, spells, and the other druid powers, pyreens 
all carry several magic items, among which is usually a magical 
metal weapon. This is generally a dagger or knife, something easily 
concealed. The weapon is always highly enchanted (+3 or better) 
and sometimes has other special powers. Other magic items favoured 
by pyreens include rings, cloaks of protection, and bracers of defence. 

Pyreens are naturally immune to the initiative loss of defiler 
magic. Their connections with the spirits of the lands are strong 
enough that they cast all spells spontaneously without preparation. 

A pyreen very rarely enters combat on someone else's behalf, 
although they might make an exception if a defiler is involved. This 
is not to imply that a peace-bringer is in any way fearful, but rather 
that they feel that someone who has lived thousands of years should 
not risk his life to save a short-lived human. The destruction of 
the land is another matter entirely. A party battling a defiler may 
suddenly find a sand elemental fighting on their side, or a sudden 
forceful wind may arise that knocks down the defiler, spoiling his 
spell. Such parties have been aided by a pyreen, although they will 
never see him nor find the slightest trace of him. 

The chance for a pyreen to help a battling party is based entirely 
on the combat involved. If a pyreen observes a druid defending his 
guarded lands or a party fighting a defiler, he may lend his help. On 
the other hand, if he stumbles upon a group of adventurers simply 
battling a creature that wants to eat them, the pyreen is likely to 
just carry on about his business. This seemingly callous attitude is 
caused by the pyreen’s thousands of years existence. A short-lived 
human or elf is just not worth a risk to the pyreen’s greater mission. 

In addition, pyreens have a good knowledge of the world. If 
the party is well known and powerful, the pyreen is 75% likely to 
know about them. In this case, the amount of help (or opposition) 
proffered by the pyreen depends entirely on the partys previous 
actions. If they are known for defeating a defiler, for instance, they 
stand a good chance of receiving some sort of aid from the pyreen, 
even against some lowly monster. 


Habitat/Society: Pyreens are solitary creatures, even in the midst of 
a city. They usually have a mission to perform, something connected 
with restoring the land or defeating a defiler (the ultimate defilers, of 
course, being the sorcerer-kings). Alar Ch’Aranol’s current mission 
is the ultimate destruction of the Dragon of Tyr. While Alar is very 
powerful, he knows that he is no match for the Dragon. So, he is 
trying to see that good adventurers survive to reach levels of power 
even greater than his own. Much of his time is spent helping the 
land recover from visits by the Dragon, aiding enslaved humans 
and demihumans, and doing what he can to prevent the further 
destruction of the land. This has been his mission for almost a 
thousand years now, and it looks like it may take many more. He 
knows that his mission is virtually impossible, but he also knows that 
given enough time, anything can be accomplished. 
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Peace-bringers have no permanent home, although they may take 
up residence in one place for 50 or 100 years. Generally, they are 
travellers, seeking to do what they can to restore the land. This 
includes aiding druids in defending or restoring their guarded lands. 

Pyreens have vast knowledge concerning the way Athas was before 
its ecology was ruined. They never reveal this knowledge, even to 
save their own lives. (They are also some of the very few beings who 
have travelled extensively in the Hinterlands.) The knowledge they 
possess might be shared with a deserving party, but only regarding 
the current condition of the land. A pyreen will never talk about 
the land’s state as it used to be. They are perhaps the only beings 
who might know just where and how the Dragon came to be, for it 
is thought that they even predate the Dragon. 

These noble beings can always recognize one another, in whatever 
form they are currently using. Only rarely do they work together, for 
each has slightly different ideas on what needs to be done to restore 
the world to its former state. 

It is not known whether their extremely long life spans are a racial 
trait or are due to their druid powers. There is no record of a pyreen 
ever dying of old age. There were once many more of them. 

Pyreens are able to sustain themselves without water or nourishment 
anywhere on Athas, just as a high-level druid in his guarded lands. 
They can and do eat and enjoy fine wines and foods. 

Peace-bringers use their powers to aid the land and the people 
in it. Legends tell of a man dying of thirst in the desert finding a 
bottle of fresh cold water. Most put this down to an “old elves” tale, 
but the man was helped by a pyreen. If a pyreen can help without 
revealing himself and feels it will benefit the land, he will help. A 
favourite trick is to shapechange into human or half-elven form and 
approach the party claiming to be a low-level druid. 


The pyreen is very careful never to reveal powerful magic, even 
moderating his spells if necessary. Thus, he might use a create 
water that only creates two or three gallons of water, rather than 
the eight to ten he could normally create. A pyreen never becomes 
too involved with any individual or group of adventurers; if they 
need help more than once in their lifetimes, they are not the type 
of adventurers that a pyreen is looking for to aid his great mission. 


Ecology: Pyreens are a throwback and have no real place in the 
ecology of Athas, although they certainly have an effect on it. An 
adventurer that battles a defiler may not be able to do anything 
about the destruction caused by the defiler. However, if he returns 
to the battle site a few months later, he may find grass and trees 
growing where none should. Unfortunately, a pyreen is only able to 
cast a rejuvenate spell once per month. This is a great weakness in 
their battle to restore the land, and perhaps the reason they help 
parties to reach higher levels. If they witness a mage or priest casting 
a rejuvenate spell, they are likely to follow that being in animal form 
for quite some time. They seek to aid and protect someone who 
can do almost as much to restore the land as they can. In spite of 
this aid, the world is so big, and the peace-bringers so few, that an 
human may adventure his whole lifetime and never meet a pyreen. 


Alar Ch’Aranol, Leader of the Peace-bringers 


S 18, D 19, C 17, I 20, W 23, Ch 19, AL Neutral, Mv 12, AC 
24, HD 20, HP 105, #AT I, Damage by weapon + 3, SA psionics, 
spells, SD psionics, spells, PSPs 325. 

Alar wears bracers AC I8, a ring of protection +2, and a ring of 
regeneration. He carries a dagger +3, +5 vs. magic using creatures, 
and a staff of conjuring elementals that can summon one of each 
type of lesser elemental per day. Such elementals always recognize 
Alar as a friend and treat him as they would an elemental noble. 

His psionic powers include all of those listed above, as well as 
teleportation, dimension door, dream travel, and appraisal. 


Alar Ch’Aranol may be the oldest living being on Athas, the only 
possible exception being the Dragon. He is incredibly wise, never 
making a move without studying possibilities and ramifications first. 
He almost never enters combat, but prefers to work through others. 
He has trained many druids, posing as another wandering druid. 

Alar has sworn death to the Dragon. Even for someone of his 
power, this is almost impossible, since he is no match for the Dragon. 
For almost a thousand years he has been helping adventurers, trying 
to gain powerful allies in his opposition to the terrible scourge. Alar 
has often been disappointed and has sent several parties to their 
deaths against the Dragon. He has resolved to wait until things are 
ready, although the dying of the land hurts him almost as much as 
it hurts the land. Alar will go out of his way to aid a powerful group 
of adventurers, but this aid often comes in the form of a warning 
(for example, if the Dragon is coming). 

Though he is considered the leader of the pyreens, Alar gives 
no orders nor does he expect loyalty from the other pyreens. This 
is because of the pyreens’ fierce independence. Alar realizes that 
defilers must be stopped, but he also knows that the land can no 
longer restore itself. He continually looks for an answer to this 
dilemma, and his aid of adventurers is just a small way to help stop 
the total ruin of a world. 
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Raaig 


CLIMATE/TERRAIN: Am 

FREQUENCY: Very Rare 
ORGANISATION: Solitary 

ACTIVITY CYCLE: Any 

DIET: Nil 

INTELLIGENCE: Highly (13-14) 
TREASURE: E, V 

ALIGNMENT: Any 

NO. APPEARING: 1-4 

ARMOUR CLASS: As in life or 20 (see below) 
MOVEMENT: 9, Fl 18 (B) 

HIT DICE: As in life, minimum 8 
ATTACK (CMB/CMD: As in life, minimum +8 


(+8/18) 
I or as in life 


NO. OF ATTACKS: 
DAMAGE/ATTACK: 


Id8 or by weapon 


SPECIAL ATTACKS: See below 

SPECIAL DEFENCES: See below 

MAGIC RESISTANCE: 50% 

SIZE: M (6 tall) 

MORALE: Fanatic (17-19) 

XP VALUE: 3,000 +1,000 per HD over 8 
PSIONICS: Nil, MAC 15 


Raaigs are incorporeal undead who serve as guardians of temples 
dedicated to ancient, long-forgotten gods. All raaigs are thousands 
of years old and the shrines they guard include stone buildings, 
underground complexes, wooded groves, and deserted grottos. 

Raaigs appear much as they did in life, except they are incorporeal. 
They usually dress in the raiment of a warrior or priest. All raaigs 
are of the old races (human, elf, dwarf, giant, and halfling). Raaigs 
can turn invisible at will and seldom make their presence known 
except to those they are trying to warn away. 

Raaigs can communicate with all intelligent creatures. This innate 
power may be treated as a tongues spell. 


Combat: Raaigs warn trespassers at least once before taking action 
against them. If the trespassers disobey them, the raaigs attack by 
surprise. Raaigs become materialized during the attacks and use 
either the weapon they wielded in life or their touch. Their touch 
inflicts Id8 damage, causing open sores to appear immediately on 
those they touch and infecting them as a cause disease spell. 

Raaigs can be harmed only on the Ethereal Plane or when 
corporeal and injured only by +1 or better magical weapons, spells, 
or by 6 HD or greater beings. They are immune to sleep, charm, 
and hold spells, poison, and paralysation. Holy water has no effect 
on them, but raise dead destroys them if they fail a save vs. spell. 

Even when corporeal, raaigs can remain invisible, imposing a -6 
penalty on the surprise rolls of those they attack. Those who cannot 
see or detect the raaigs have a -4 penalty to their attack rolls. 


Habitat/Society: Raaigs are unaffected by daylight and appear 
whenever they must. Raaigs are seldom seen, but appear to those 
who are unworthy of entering their temples to refuse them entry. 
They allow those who hold similar beliefs to their own (those of 
the same alignment) to enter their temples as long as they do not 
steal from them. Occasionally they even speak with those who have 
somehow proven themselves worthy, but they speak in their own 
long-dead language that requires magic to translate. 


Ecology: Raaigs reside on the Ethereal Plane near the shrines they 
guard. They rarely leave their temples, because for each day they 
are more than 500 feet away from them, they lose I HD until they 
either return or fade away totally. If they return to their temples, they 
regain I Hit Die per day. 


Eldena, Guardian of the Mountain Temple 


Elf female C14; AC 15 (cloak of protection +3); MV 9, FI 18 
(B); hp 38; Attack +8; #AT I; Dmg Id8+2 (long bow +2) or Id4 
(dagger); MR 50%; SZ M; ML Fearless (19); AL N 

S 9, D 16, C I5, I 16, W 18, Ch 18 

Spells: Ist level—animal friendship, bless, command, cure light 
wounds (x2), light, protection from evil, sanctuary, 2nd level— 
barkskin, charm person, hold person (x2), messenger, obscurement, 
silence I5’ radius, withdraw, 3rd level—cure disease, curse, dispel 
magic, hold animal, locate object, magical vestment, prayer, 4th 
level—return to the earth, sand warriors (x2), stone of sharpening, 
thorns of binding, woodiron; 5th level—conjure elemental, elemental 
forbiddance, transmute rock to mud; 6th level—sand blade, transmute 
water to dust, 7th level— conjure greater elemental 

Special Undead Powers: cause fear, +I on all saves, +2 or better 
weapon needed to hit 

Special Undead Weaknesses: code of honour, easier to turn 


Millennia ago, Eldena was the last high priestess of the mountain 
temple before the great wars started that would destroy the world as 
she knew it. In hopes of protecting her temple, she called upon her 
god to transform her into one of the undead so she could always 
watch over the sacred place and protect it from the evils of the 
world. 

The deities do not recognize Athas. so their was nothing resulted 
from her plea. Despairing, she poisoned herself. However, Eldena’s 
belief was so strong, that upon her death she was transformed into 
a raaig and remains bound to the temple. 

Eldena longs for companionship with others, but finds that she 
cannot be with the living for long periods of time without becoming 
depressed completely. She does have the power to turn a dead spirit 
into a raaig, but only at the moment of the person’s death, and 
only if the spirit is truly willing to become one. The new raaig must 
always remain within 500 feet of Eldena, or fade away to nothing, 
She longs to be able to create such a companion for herself someday. 

Eldena has become known as a great healer among the nomadic 
elves who sometimes live below the mountain. Adventurers might 
hear of her through the legends of the people of the area and it 
might even be possible to convince her to aid an injured victim. 
However, she could demand that one of the adventurers join her as 
a raaig for doing so. 
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Nameless Sentinel of the Forbidden Caverns 


Human male F9; AC 23 (full plate +2, shield +I); MV 9, Fl 
18 (B); hp 77; Attack +16; #AT 3/2; Dmg Id8+9 (battle axe +2); 
MR 45%; SZ M; ML Fearless (19); AL LE 

S 19. D 12. C 18.1 13, W 14, Ch 10 

Special Undead Powers: control undead, enhanced senses 

Special Undead Weaknesses: can’t cross running water, code of 
honour, reduced weapon resistance 


This enigmatic watchman appears when anyone tries to enter a cave 
leading down into a series of tunnels and caverns that run deep 
within the limestone below a mountain. 

The “forbidden cavern,” as it is called, is said to be the home 
of a long-dead culture. Supposedly there are buildings far below in 
the caverns and great treasure and large numbers of underground 
springs that provide a vast amount of water to the underground 
lakes. 

Adventurers who hear of this myth and search out the cavern 
have trouble finding it and must face a number of challenges first. 
Once they reach the entrance itself, this guardian appears and 
immediately attacks the adventurers without warning. He attacks by 
surprise if possible and attempts to take out spellcasters first. 

This undead cannot speak at all and refuses to listen to anyone 
except Varoxil Rante, whom he will obey. 


Varoxil Rante, Sentinel of the Forbidden Caverns 


Human male C10; AC 24 (full plate +2. MV 9, Fl 18 (B); hp 
55; Attack +8; #AT I; Dmg Id8+2 (long sword +2); MR 50%; 
SZ M; ML Fearless (19); AL LE 

S 9, D 16, C 15,1 16, W 18, Ch 17 

66442 

Spells: Ist level—command, darkness, detect good, detect magic, 
light, magical stone, 2nd level—charm person (x2), dust devil, hold 
person, know alignment (x2); 3rd level—continual darkness, bestow 
curse, dispel magic, stone shape; 4th level—acid rain, lungs of water, 
reflecting pool, thorns of binding, 5th level—conjure elemental, 
crumble 

Special Undead Powers: accelerate aging, cause despair, control 
undead, fangs 

Special Undead Weaknesses: easier to turn, energy susceptibility 
(double damage from electricity) 


Varoxil Rante was once a priest to the people inhabiting the 
Forbidden Caverns. His most sacred duty was to protect the springs 
from outsiders seeking to steal the water. Even in undeath Rante 
continues to perform the same job, though his people have long 
since passed away. 

Rante is an evil being who allows no one to enter, not even 
if they are of the same alignment as he, because he views all as 
outsiders to the sacred place. He allows no one to drink from the 
water of the caverns. He is insane enough to believe that some of 
his people might still be alive, living deep within the caverns where 
he cannot travel. 

As the last remaining priest, the nameless sentinel who also 
guards the caverns answers to him. Rante often allows adventurers to 
enter narrow cave so he can attack them one-on-one with his spells. 
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Raakle 


CLIMATE/TERRAIN: Rocky Badlands, Forest 
FREQUENCY: Rare 
ORGANISATION: Solitary or pair 
ACTIVITY CYCLE: Day 

DIET: Carnivore 
INTELLIGENCE: Animal (1) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: I or 2 
ARMOUR CLASS: 15 
MOVEMENT: 9, Fl 24 (C) 
HIT DICE: 4 

ATTACK (CMB/CMD: +4 (+5/15) 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK: Id6/Id6 
SPECIAL ATTACKS: Spit acid 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: L (12’ tall) 
MORALE: Elite (13-14) 
XP VALUE: 420 
PSIONICS: Nil, MAC 12 


Raakles are predatory birds that roam the forests and rocky wastes 
of the Tablelands in search of prey. They have brilliant orange and 
red plumage and a body the size of a half-giant. Their clawed feet 
are powerful and their short beaks are tubular and no wider than a 
human finger. The raakle stands 12 feet tall and weighs 900 pounds. 


Combat: When forced into combat, the raakle strikes with its claws 
for Id6 damage each, slashing ferociously at its foes. It is also able to 
spit acid over its foes in a 20° line. Anyone caught in this line takes 
6d4 damage (save vs. breath weapon for half). The raakle prefers to 
grip prey with its claws (making a CMB check) and then spray acid. 
Targets gripped by its claws do not receive a saving throw. 

The acid is powerful enough to reduce flesh and bone alike to 


a pulpy ooze, which the raakle then sucks up through its small, 
tubular beak. 


Habitat/Society: The raakle is a solitary predator that hunts 
throughout the canyons and forests of Athas. It prefers forest terrain 
but is able to pursue prey quite effectively in rocky badlands. The 
raakle avoids more open terrain, as its colourful plumage can give it 
away on the plains or dunes. Instead, it prefers to hunt prey in areas 
where it can strike from ambush. 

Twice a year, a raakle will seek a mate, lay eggs, and raise chicks. 
During this period, the mated pair will hunt together, at which time 
it is possible to encounter two raakles at once. When the chicks are 
born, the birds take turns tending the nest and hunting. Once the 
chicks are a year old, all go their separate ways. 
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Ecology: As a predator, the raakle occupies an important part of the 
Athasian ecology. The birds are large enough to take on a variety 
of opponents and are themselves preyed on by even larger beasts. 
Raakles are also hunted by the races of the Tablelands for their 
meat and their plumage, and sought after by the beast-masters of the 
city-states for use in the arenas. With their bright feathers, aggressive 
attitudes, and their ability to spit acid, raakles are popular opponents 
for gladiators and are often seen battling it out on the arena sands. 
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Racked Spirit 


CLIMATE/TERRAIN: Anw 
FREQUENCY: Uncommon 
ORGANISATION: Pack 
ACTIVITY CYCLE: Night or darkness 
DIET: None 
INTELLIGENCE: Average (8-10) 
TREASURE: M x2, O 
ALIGNMENT: Chaotic Evil 
NO. APPEARING: 3-12 


ARMOUR CLASS: 
MOVEMENT: 


14 or as in life (see below) 


12, Fl 18 (B) 


HIT DICE: 
ATTACK (CMB/CMD: 
NO. OF ATTACKS: 


4 or as in life 
+4 (44/14) or as in life 


2 or as in life 


DAMAGE/ATTACK: 


Id6 or by weapon 


SPECIAL ATTACKS: Energy drain 
SPECIAL DEFENCES: See below 
MAGIC RESISTANCE: Nil 

SIZE: M (5-6 tall) 


A being drained of all its life energy becomes a lesser spirit that 
has only half its former experience level and none of the racked 
spirit psionic powers. 

Lesser spirits are under the control of the racked spirits who 
destroy them. Those who become lesser spirits can only be laid to 
rest by destroying the racked spirit. 

Racked spirits single out happy individuals, attempting to ruin 
their lives through “bad luck”. They appear to those they have 
ruined to offer their help in exchange for services. The services they 
require always conflict with the strongest beliefs of the victims. If 
the victims refuse to do what the spirit requests, the spirit descends 
on them and drains their life energy. Those who agree and go 
against their own beliefs become full-strength racked spirits upon 
their deaths. 

Racked spirits can only be harmed by a +I or better magical 
weapon, a creature of 5 HD or greater, or by creatures with magical 
abilities. Racked spirits are immune to sleep, charm, hold, and cold- 
based spells, and poisons and paralysation. Holy elements inflicts 
2d4 points of damage. A raise dead spell destroys racked spirits if 
its save vs. spell is not successful. 


Habitat/Society: Racked spirits can roam anywhere at will. They do 
no associate with one another. 


Ecology: Like most undead, racked spirits have no ecological impact. 


MORALE: Champion (15-16) 
XP VALUE: 2,000 + 500 per HD over 4 
PSIONICS: +4, PSPs 55, MAC 12 


Powers: aura sight, detect life, ego whip, empathy, ESP, false 
sensory input, id insinuation, inflict pain, intellect fortress, mental 
barrier, mind thrust, molecular manipulation, psionic blast, 
repugnance, soften, telekinesis, telempathic projection, thought 


shield, tower of iron will, truthear 


Racked spirits are the evil remnants of persons who committed 


acts during their lives that violated the very nature of their being. 
Racked spirits cannot appease their consciences and the only way 
to suppress their personal agony is by destroying the lives of happy 
living beings. 

They look just as they did at the time of 
their death, except they are slightly transparent 
because part of them is still on the Ethereal 
Plane. Racked spirits vary in race, but 
dwarven banshees (see earlier) are the most 
common. Dwarven banshees are created 
whenever dwarves forsake their life purpose. 
Other types of racked spirit include the elven dune 
runner and the dwarven cursed dead that exist below the 
ruins of Giustenal. 


Combat: Racked spirits usually attack with their touch that causes 
1d6 points of damage from its chill. Even creatures immune to cold- 
based attacks receive the damage. Their touch drains one energy 
level from their victim. The damage from the chill can heal normally, 
but the experience points must be earned again, or regained with a 
restoration spell. 
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Rasclinn 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANISATION: 


Rocky Badlands 
Rare 
Pack 


: pKa Y 


ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 


Night 
Herbivore 
Animal (I) 


TREASURE: 
ALIGNMENT: 
NO. APPEARING: 
ARMOUR CLASS: 
MOVEMENT: 


Nil 
Neutral 
I-12 

18 

36 


HIT DICE: 


ATTACK (CMB/CMD: 


NO. OF ATTACKS: 


4 
+4 (+3/13) 
I 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


Id4 
Bite bonus, rage 


S ee below 


MAGIC RESISTANCE: 


SIZE: 


Nil 
S (3’ at the shoulder) 


MORALE: 
XP VALUE: 
PSIONICS: 


Powers: tower of iron will 


Average (8-10) 
120 
Special, MAC 17 


The rasclinn is a small canine that feeds on vegetation. They extract 
trace metals from the plants, which gives them a metallic hide. They 
are hunted for their hides, but are tough to kill. 

The rasclinn is small, only 3 feet at the shoulder, and weighs up 
to 50 pounds. Its metallic hide gives it a silvery colour, although 
pups are usually brown, white, or a combination of the two. 

Rasclinn have no language of their own, but communicate by 
barks and yelps. These warn the young to flee or indicate if a 
rasclinn has found food or water. 


Combat: Rasclinn fight to defend their young if they cannot flee. A 
rasclinn leader makes full use of its cunning, and a pack is quite 
likely to hide in a patch of spider or sand cacti, if one is available. 

If cornered, the adults attack with their bite. Their teeth are 
especially hard, granting a +I attack bonus. This bonus does not 
apply against an opponent wearing metal armour. If a pup is hurt, 
the adults become enraged, and receive a +2 bonus to hit and 
damage for as long as the young are being hurt or threatened. 

Because of their diet, rasclinn are immune to all poisons derived 
from plants and receive a bonus of +4 to their saves versus all other 
poisons. Adults also project a continual tower of iron will, which 
gives them considerable protection from telepathic attacks. 

Rasclinn have sharp hearing and are surprised only on a 2 or less 
on a dIO. If a pack surprises a party, it flees. They have a fox-like 
cunning when it comes to losing pursuers. Metallic pads on their 
feet allow them to run through terrain that can rip up pursuers’ feet. 


Young rasclinn have I Hit Die, a +I attack bonus and inflict 
Id3 points of damage with their bite. 


Habitat/Society: The rasclinn is a family animal. Packs always 
consists of one male and up to five females. If more than six are 
found, the extras are pups. Pups fight only to defend themselves and 
are trained to flee at the first yelp of danger from an adult. Rasclinn 
know the male is necessary to the pack, and females are the ones to 
drop back and fight first. Only if the pack is cornered does the male 
attack. Otherwise, all but one of the females drop back to defend 
the pack, while the rest flee. It is not easy to corner a rasclinn; its 
speed and cunning allow it to outrun or outwit most foes. 

A rasclinn female gives birth to Id3 live young every Sun 
Ascending. Most pups are female (90%), so the rare male is 
protected even more than the females. They reach maturity at about 
one year, when most females are taken into the pack; males leave 
with at least one female. If two rasclinn are encountered they are 
always a young male and female. A single rasclinn is usually a male 
that has lost his mate. Such creatures can be tamed. 


Ecology: Rasclinn are the natural enemy of most plant life. They 
can eat any type of vegetation. Few animals hunt them, since their 
hide makes them unpalatable. They are the only creature known 
that can get the traces of metal from the plants that they consume. 
The rasclinn’s only natural enemies are humans and demi-humans. 

A person skilled in armour making and tanning can make a set 
of hide armour from two adult rasclinn skins. This armour gives AC 
16, although it does weigh about 40 pounds. 

It is possible to smelt 50 cp worth of iron from a single hide with 
a full smithy. Such a smithy costs 20,000 cp. 
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Razorwing 


CLIMATE/TERRAIN: Sea of Silt, Silt Basins 
FREQUENCY: Uncommon 
ORGANISATION: Pack 

ACTIVITY CYCLE: Any 

DIET: Carnivore 
INTELLIGENCE: Semi (2-4) 
TREASURE: Nil 

ALIGNMENT: Neutral 

NO. APPEARING: 2-8 

ARMOUR CLASS: 17/14 


MOVEMENT: 3, Fl 30 (B), Glide 24 (E) 
HIT DICE: 4 

ATTACK (CMB/CMD: +4 (+4/14) 

NO. OF ATTACKS: 3 
DAMAGE/ATTACK: 2d4/2d4/1d4 

SPECIAL ATTACKS: Surprise, 2x charge damage 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: M (8 wingspan) 
MORALE: Average (8-10) 

XP VALUE: 420 

PSIONICS: +4, PSPs 45, MAC II 


Powers: control sound, detect life, mind blank, telekinetic flight 
Note: The razorwing’s telekinetic flight grants MV 30 (B). 


The razorwing is a winged carnivore that hunts its prey by hiding 
in silt and then emerging to attack creatures above the dust. packs of 
razorwings have brought down creatures much larger than themselves. 

The razorwing is slate gray and looks like a small pterrax with 
sharp, bone-white edges on its wings. 

A razorwing is able to communicate with others of its kind. It 
does not have a language, but uses control sound to communicate 
when prey is nearby. 


Combat: The razorwing lies in wait for its prey just under the silt. It 
is light enough to rest on, or just below, the surface of the silt with 
its wings spread. When it senses prey, it explodes out of the silt and 
attacks its prey, using a form of telekinetic flight to achieve its great 
speed. This imposes a -2 penalty on its opponent's surprise rolls. 
A razorwing cannot fly normally; its wings razor edges are too hard 
to bend more than a few inches. It can glide, but for actual flight it 
uses its psionic power. A single manifestation of this power lasts for 
four rounds - beyond this, the razorwing must pay a maintenance 
cost, manifest the power again, or glide to the silt and rest. 
Razorwings attack from behind, slashing at their prey, then 
climbing above them to glide down and attack again. The razorwing 
can also hover using its psionics, but cannot maintain this for long. 
Razorwings spend as much time gliding as they can. A razorwing 
almost never hovers to melee, as it is vulnerable when not moving. 


A razorwing is AC I7 when in flight, but AC 14 when immobile. 


The razorwing can attack with its bite (Id4 damage) and with 
both of its sharp wing edges (2d4 damage). Unless the creature is 
large, like a floater, the razorwing can only land one of its wing 


attacks per victim. If the initial attack is made with surprise, the 
razorwing causes double damage on its wing hits. It will also use 
its bite on a surprise attack, concentrating on crippling a flying 
opponent. 

Razorwings fight well in small packs, taking advantage of the 
confusion caused by their numbers to glide in and attack from 
behind. A razorwing pack can be overwhelming, as they swoop in 
for attack after attack. Only if over half of the pack is downed will 
the rest fly off. Any fleeing razorwings use their remaining PSPs to 
climb as high as they can, and then glide away for miles. The wings 
are manoeuvrable enough to aid in gliding; the razorwing can glide 
up to a mile for every 200 feet of altitude it has. It always chooses 
to glide with the wind, unless such a direction would place it in 
danger. It has a manoeuvrability class of E when gliding. 

The razorwing pack takes turns using detect life and control 
sound to warn the others of approaching prey. 


Habitat/Society: Razorwings live and hunt in packs. They also 
never attack alone. There is a pack leader, usually the biggest female. 

Razorwing young are born alive, high in the air. They immediately 
learn to glide or they do not survive. 


Ecology: Razorwings are found in the Sea of Silt almost exclusively. 
There are reports of packs being sighted in the inland silt basins. 
They prefer to eat floaters above all else. By means of its detect 
life power, a razorwing can differentiate between a floater and other 
kinds of prey. 
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Reggelid 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANISATION: 
ACTIVITY CYCLE: 
DIET: Omnivore 
INTELLIGENCE: Genius (17-18) 
TREASURE: V 
ALIGNMENT: Neutral Evil 
NO. APPEARING: 3-10 
ARMOUR CLASS: 13 
MOVEMENT: 12 

HIT DICE: 

ATTACK (CMB/CMD: 
NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 

PSIONICS: 


Jagged Cliffs Swamp 
Very Rare 

Bands 

Night 


3 (varies) 
Varies 


I or varies 


Id6 or varies 


Spells 

Spells 

Nil 

Nil 

M (7’ tall) 
175 or higher 
Nil, MAC 14 


Reggelids are tall and angular, looking something like ugly elves with 
flat faces and an extra finger on each hand. Their origin is unknown, 
even to them, but they seem unconcerned about preserving their 
past or their heritage. Their only passion is magic. 


Combat: Each reggelid is a defiler wizard or a fighter/wizard of at 
least 3rd level. Those of higher levels have correspondingly higher 
Hit Dice. They are born with magical abilities and strive to expand 
and increase them throughout their lives. They normally use staves in 
combat, although using magical items is very common for reggelids. 

When reggelids use magical items, there is a 75% chance that 
they can use their innate abilities to use the items more effectively. 
If successful, the device’s power is increased by 25%. A wand of fire 
that can fire 6d6 fireballs can potentially inflict 2d6 more damage. 

In combat, reggelids respect only wizards (and to a lesser degree, 
other characters with spells or magical abilities) and focus their 
attacks upon them. When in battle, the reggelids use their spells in 
conjunction to complement each other. Often, while one is throwing 
an offensive spell, another is casting a defensive spell that aids both. 


Habitat/Society: Reggelid communities comprise little more than 
wooden lean-tos or shallow caves. They remain uninterested in 
creature comforts, caring only to survive and continue their magic 
studies. Lore is kept on stone tablets guarded by their young males. 

Magical power and knowledge determine leadership. Each band, 
has a defiler leader whose level is at least equal to the number 
of individuals in the group. Communities are commonly led by 
individuals of 15th to 20th level, regardless of size. 


Ten percent of any reggelid group are of a level of I1d6+3, 30% 
of the band are fighter/wizards of levels Id6+2 wielding broadswords 
rather than staves and using magical items tailored for fighters. 

Reggelids keep to areas on the lower portions of the cliffs. They 
seem to search forever for Rajaat’s magical legacies within the swamp. 


Ecology: Some halfling scholars believe reggelids to be the result 
of Rajaat’s strange activities or victims of the curse (they do not 
understand magic, but are postulating the idea that they are somehow 
some leftover creations of Rajaat’s - a very plausible idea). 

There is never any conflict among the reggelids themselves. They 
instantly recognize members of their race that are more magically 
adept or skilled than themselves and defer to them. Their lust for all 
things magical is not to promote themselves within their own society 
but to advance themselves on a general level. 

Though they bear only ill will for all other races, reggelids despise 
the halflings of the Jagged Cliffs and their life-shaped creations 
most of all. The reggelids developed the following spell specifically 
to combat the halflings and destroy their shaped tools and weapons. 


Organic Disruption 


(Necromancy/Alteration) 

Level: 3 

Range: 50 yards 

Components: V, S, M 

Casting Time: 3 

Duration: Permanent 

Area of Effect: 10-foot radius 

Saving Throw: Special 

This spell allows the caster to strike at life-shaped creations and 
those who use them. When the spell is cast, a 10-foot radius sphere 
of dark energy appears around the target, then quickly fades. All 
life-shaped creations within the sphere must save vs. death magic or 
be slain. Non-living organic material such as wood and leather must 


save vs. acid or crumble to dust. All other organic targets are dealt 
2d6 damage, although a saving throw vs. spell reduces this by half. 
The material component for this spell is a drop of mild acid. 


274 


Retriever, Obsidian 


CLIMATE/TERRAIN: Any 


FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Omnivore 


INTELLIGENCE: Non (0) 
TREASURE: Z 
ALIGNMENT: Neutral Evil 
NO. APPEARING: I 

ARMOUR CLASS: 22 
MOVEMENT: 18 

HIT DICE: II 
ATTACK (CMB/CMD: +II (+12/22) 
NO. OF ATTACKS: 4 
DAMAGE/ATTACK: 3d6 x4 
SPECIAL ATTACKS: See below 
SPECIAL DEFENCES: Spell immunity 


MAGIC RESISTANCE: 20% 

SIZE: L (IC tall) 
MORALE: Champion (15-16) 
XP VALUE: 9,000 


PSIONICS: Nil, MAC II 


While at first this creature appears to be some form of spider. the 
obsidian retriever is the product of some ancient Athasian sorcery 
long lost to the known realm. The obsidian retriever appears similar 
to the extra-planar creature known as the retriever and might be 
the result of some ancient magical experiment gone awry. It is an 
obsidian stone golem in the shape of a spider. Its four front legs end 
in barbed needle-like appendages. It has six eyes; two are used for 
vision and four are imbued with magical attacks. 


Combat: The obsidian retriever sits motionless as long as the 
guarded objects are untouched. If the treasure is threatened, the 
retriever attacks. The obsidian retriever is relentless in its attack on 
intruders. Initially the creature attacks with the powers in one of 
its four magical eyes. Each of the eyes contains powers associated 
with one of the four elemental spheres of magic (earth, air. fire, and 
water). These powers are flesh to stone (earth), sand storm (air), 
fireball (fire), and ice storm (water). These abilities have the same 
effects as the spells of the same names and are cast as if by a I5th- 
level spellcaster. Once used, each eye needs 5 rounds to recharge. 

The obsidian retriever can rear up on its back legs and attack 
with all four of its barbed appendages for 3d6 damage each. These 
attacks can be focused on one opponent or can be used against 
different targets simultaneously. If all four legs hit the same target 
in one round, the victim is locked in the retrievers needle-like legs. 
If the victim fails a save vs. breath weapon, he receives another 4d6 
damage per round. The victim receives this saving throw every round 
of the embrace. Escape requires a successful bend bars roll. 


If a thief escapes with a guarded item, the obsidian retriever 


relentlessly pursues the perpetrator. The retriever has the innate 
ability to locate object and find path at will. The retriever’s primary 
objective is to find and return the stolen item. Anyone who interferes 
with this goal is attacked. 

The obsidian retriever is immune to all mind-affecting spells. Fire- 
based spells and bladed weapons cause only half damage. Weapons 
must be +2 or better to hit these golems. Lightning-based and 
electrical-based attacks cause double damage. Transmute rock to 
mud slows a retriever for 2d6 rounds. Bludgeoning weapons have 
a +I modifier to their damage because of the brittle nature of the 
obsidian from which these creatures are formed. 


Habitat/Society: As magical constructs, these beings have no place 
in any habitat on Athas. They are prized possessions of dragon 
kings and are controlled through the use of extraordinarily powerful 
psionic talents. They are also occasionally found in ancient ruins 
as guardians to whatever treasures such lost societies possessed. 
Obsidian retrievers take no action of their own accord. Retrievers 
must be ordered psionically to take a specific action or to guard 
a specific item. Even with the advantages of shared thought that 
psionics can afford, retrievers can only understand simple commands. 


Ecology: Since the obsidian retriever is not a creature of the natural 
order, it has no place in any ecosystem on Athas. It neither eats nor 
sleeps and does not die unless destroyed. If the construct is damaged 
in combat it can heal if a special mud made from obsidian dust is 
spread across the damaged surfaces of the creature and a transmute 
mud to rock spell is cast upon it. 
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Roc 


CLIMATE/TERRAIN: Mountains 
FREQUENCY: Rare 
ORGANISATION: Family 
ACTIVITY CYCLE: Day 
DIET: Carnivore 
INTELLIGENCE: Animal (1) 
TREASURE: C 
ALIGNMENT: Neutral 
NO. APPEARING: I-2 
ARMOUR CLASS: 14 
MOVEMENT: 6, Fl 48 (D) 
HIT DICE: 15 


ATTACK (CMB/CMD: 
NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 


+15 (19/29) 
2 or I 

3d6/3d6 or 5d6 
Surprise, grip 


SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: G (50 long + wingspan) 
MORALE: Steady (II-12) 

XP VALUE: 9,000 

PSIONICS: Nil, MAC 14 


The roc is a huge bird of prey that dwells in mountainous regions. 
It is known for carrying off large creatures (kanks, inix, erdlu etc.) 
for food. 

Rocs resemble large eagles with either dark brown or dirty white 
plumage. These giant birds are 50 feet long from beak to tail 
feathers, with wingspreads as wide as 100 feet. 

A roc has a very limited language, useful only to warn its mate 
of danger or, more likely, the presence of food. 


Combat: The roc swoops down on prey, grasps it in powerful talons, 
and carries it off to its nest to be devoured at its leisure. The 
resulting damage is 3d6 per claw. Most of the time (90%), a roc 
carries off prey only if both claws hit. If the prey was hit by only 
one claw, the roc usually lets go, then turns around and attempts 
another grab. Once the prey is securely in its grasp, the roc flies 
back to its lair. If the creature resists, the roc strikes with its sharp 
beak, inflicting 5d6 points of damage per hit. 

Should a human, humanoid, or demihuman be captured, there 
is a 60% chance that the victim’s arms are both pinned to his 
sides, rendering impossible melee weapon attacks or spellcasting that 
requires somatic gestures. A roc lets go of its prey if it suffers damage 
equal to a quarter of its hit points. A roc can pick up two targets 
simultaneously if they are within I0 feet of each other. 

A roc usually cruises at a height of about 3,000 feet, seeking out 
likely prey with its keen eyes. When a good target is found, the roc 
swoops down silently. This quiet attack imposes a -3 penalty to its 
opponents’ surprise rolls. 
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Habitat/Society: Roc lairs are vast nests made of trees, branches, 
and the like. They inhabit the highest regions of the Ringing 
Mountains. Rocs are not given to nesting close to each other, with a 
nest rarely being located within 50 miles of another nest. There is a 
25% chance of finding Id3+I eggs in a roc nest. These eggs sell for 
2d6 x 100 ceramic pieces to merchants specializing in rare or exotic 
items. The price can be twice that to a trainer or potential roc-rider. 
As may be expected, rocs fight to the death to protect these nests 
and their contents, gaining a +I bonus to their attack rolls when 
defending their nests. 

The treasure of a roc is usually strewn about and below the 
nest, for the creature has no use for treasure. It is the residue from 
its victims. If the roc has been seizing pack animals, some of that 
treasure may be merchant’s wares such as spices, rugs, perfumes, or 
even jewels. 


Ecology: As mentioned before, rocs do not lair close to one another. 
Such a high concentration of predators would leave the area 
devastated. Rocs serve to keep down the number of large predators. 

It is said that roc feathers are a vital ingredient in the manufacture 
of wings and brooms of flying. Using roc feathers in a fly spell will 
add Id20 rounds to the duration of the spell. Not as well known 
is the fact that if a mage is scribing a fly spell on a scroll, using a 
perfect roc feather will allow him to double the number of spells that 
may be scribed with the same amount of ink. (A roc slain in combat 
usually has no more than Id20 perfect feathers left, for they must be 
undamaged and perfectly clean to serve this purpose.) 

Rocs are occasionally tamed and used as mounts. The following 
section details this practice. 
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Roc 


Becoming a Roc-rider 


The preferred method for capturing a live roc is to stake out a 
large animal, probably an erdlu. Huge nets are hidden from sight, 
either magically or covered with sand. When the roc swoops down 
to grasp its prey, the nets are thrown over the roc, usually by means 
of attached ballista bolts, or, again, with magical aid. A netted roc 
struggles until it realizes it cannot fly, then it gives up. For purposes 
of tearing its way free of a net, a roc has a strength of 24, giving it 
a 95% chance to tear through an ordinary net. Therefore, the nets 
used must be very strong. A reinforced net with at least I” thick 
ropes lowers the rocs chance to break free to only 60%. A net made 
entirely of cha’thrang lines works the best, giving the roc only a 40% 
chance to tear free. The amount of line required makes this type of 
net very difficult to acquire. Since the rocs have such good eyesight, 
concealment of the net and captors must be total. Unless the would- 
be captors are magically or psionically hidden, the roc receives a 
normal surprise roll. Unless it is surprised, it has detected something 
wrong and flies off to find other prey. 

Another option, hatching and raising a roc, is time consuming and 
expensive. A roc egg must be kept warm and dry. The incubation 
period for a roc egg is three months, and it is up to the DM to 
decide how close the egg was to hatching when it was found. Once 
hatched, the baby bird is 5 feet long, with stubby wings spreading 
out to about I3 feet. The bird is voraciously hungry, and many a 
careless trainer has become his bird’s first meal. The chick must 
be fed at least four large animals a day for a year; rocs seem to do 
best on erdlus. During this time the roc must be fed only by one 
person, and that person must spend several hours a day (usually 
after feeding), talking to and bonding with the chick. After a year, 
the roc is ready to fly, and its training can begin. Such chicks bond 
to their trainers, never allowing anyone to ride them unless the 
trainer is present. Only the trainer can control the bird. A bonded 
roc fights to the death for its owner, even at only six months of age. 

Difficult as it is, capturing or hatching a live roc is the easy part. 
Once captured, the roc must be trained. The would-be trainer had 
better have a herd of erdlus he can spare for food as well. An adult 
roc needs at least 200 pounds of meat every day, just to survive. 
It will eat twice that much if it can, and a trainer is better off 
overfeeding a roc or he may end up on the menu. 

When captured as an adult, a roc takes three months to calm 
down. During this time, if one person brings it food, talks to it (from 
the outside of a cage) and treats it well, the roc should allow him 
to approach without immediately trying to eat him. Another two 
months of contact, feeding, and care and the roc will allow itself to 
be ridden, but only by the trainer. Since adult rocs do not bond to 
their trainers, friendship is about the best that trainer can hope for. 

When it is ready to ride, a special saddle must be placed on 
the roc. Such saddles have straps that loop around the lower chest 
and just behind the legs. A saddle generally has a seat for the 
trainer/rider as well as space to tie down cargo or other possessions. 
Otherwise, a roc can easily carry 8 Medium creatures, and some 
saddles are constructed this way. It is entirely up to the trainer, 
since such saddles have to be fitted to the individual roc. Only the 
trainer can do the fitting, although he can have a hideworker or 
leatherworker assist in the actual crafting of the saddle. At first the 
roc must be fitted with blinders over its eyes, although it is capable 
of learning to follow verbal commands. 


After all of this preparation comes the time for the first ride; the 
roc must be mounted and released into the air. This is a momentous 
occasion and determines the success or failure of the whole process. 

At this time the DM makes a judgement as to the treatment 
received by the roc, taking into account feeding, care, and general 
affection shown by the trainer. If treatment is exemplary, the trainer 
may make a normal animal handling proficiency check. (Bonded 
riders receive a +5 bonus to the proficiency check.) If it is less than 
exemplary, the DM may impose a modifier of up to a -10 penalty 
on the check. Success indicates that the trainer has won over the 
roc, and is able to work with it. Failure means that the roc rebels 
and tries to escape. It does barrel rolls, sudden dives, tries to reach 
the rider with its beak, whatever it can. This continues for one hour 
per point the check was failed by. If the rider can manage to stay 
on for the whole time, the roc finally gives up and accepts his rider. 

The fastest and most dangerous method for taming a roc is to 
mount a saddle on it immediately after capturing it. The roc is then 
released, and the rider must do his best to stay on. The battle in 
the skies is something to see. The ride never lasts for less than a 
day and may last as much as two full days (5d6+20 hours). For 
the first four hours the rider can do nothing but hang on. For each 
hour afterwards, he must talk to and attempt to soothe the roc. The 
rider must have the airborne riding proficiency and must roll a 
successful check each hour. He must also have the animal handling 
proficiency, but is not allowed a check until six hours have passed. 
The roll is made at a -I2 penalty, +1 per hour spent riding. The 
rider makes a fresh check every three hours. On a success, he has 
broken the roc. 

There are stories of riders who succeeded in staying on, or tied 
themselves on, only to fall asleep during the ride. Such riders are 
usually never seen again, for the roc returns to its home, where its 
mate quickly makes a meal of the unsuspecting rider. A fresh rider 
should have no trouble staying awake for at least 15 hours, but must 
make a Constitution check each hour after that. This does not apply 
to muls or thri-kreen, of course. Druids or others who can speak with 
animals can cut the riding time in half. 

Once it has been trained, or broken, a roc can be taught to swoop 
and attack on command. This takes another two months. The saddle 
and harness interfere with beak attacks, so the preferred method is 
to have the roc pick something up, circle high, and drop the seized 
beings to their deaths. A toc in harness can attack with its beak, 
but it receives a -4 attack roll penalty, and the rider can do nothing 
but hang on. Melee weapons have little use for someone mounted 
on a roc, although a large lance can be a devastating weapon, doing 
double damage to other flying opponents or to large opponents on 
the ground. A gliding roc is also a fairly stable place from which to 
fire a crossbow. A roc can be trained to carry boulders and drop 
them on command. A roc can carry a pair of 200 pound boulders 
with no loss of speed or manoeuvrability. It receives a -4 penalty 
on its attack rolls when using boulders in this manner. Each such 
boulder does 5dIO points of damage. 

A roc is also an excellent beast of burden. A roc with a single 
rider can carry a thousand pounds of cargo with no decrease 
in manoeuvrability or speed. In an emergency a roc can carry 
twice that much cargo, although its speed decreases to 36 and its 
manoeuvrability to E. A roc can even be trained to hunt for its 
master, returning to camp with its prey. 
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Ruktoi 


CLIMATE/TERRAIN: Sea of Silt, 
FREQUENCY: Ve: Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Night 
DIET: Carnivore 
INTELLIGENCE: Animal (1) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: I 
ARMOUR CLASS: I7 
MOVEMENT: 9, Sw I5 
HIT DICE: 12 


ATTACK (CMB/CMD: +12 (+14/24) 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: Id1I2 
SPECIAL ATTACKS: Smother 
SPECIAL DEFENCES: 


Cloud, levitation 


MAGIC RESISTANCE: Nil 

SIZE: H (20 long) 
MORALE: Steady (II-12) 
XP VALUE: 3,000 
PSIONICS: Nil, MAC 10 


The ruktoi is solitary sentinel of the silt sea, able to paddle along 
its surface or lurk just beneath patiently awaiting prey. Some ruktoi 
have been captured and either domesticated or controlled to ferry 
passengers or small cargoes across the endless silt basin. 

The ruktoi’s limbs each end in three long, splayed digits, webbed 
for use as paddles. The tail ends in a broad flap of skin that aids 
in navigating across the surface of the Sea of Silt. When stationary, 
the ruktoi’s light gray skin makes it almost impossible to see in the 
silt. Often the ruktoi hovers just below the surface with only its snout 
and eyes exposed. 

Ruktoi have no spoken language. They communicate with each 
other through body motions and scent. 


Combat: The ruktoi uses its silt-borne mobility to chase down less 
agile prey. The creature's broad body and limbs arent enough to 
keep the animal afloat in the silt. The ruktoi can levitate, as the 
spell, at will. The levitation ability does not allow it to rise above 
the surface of the silt. 

The ruktoi can attack once per round with its bite, inflicting IdI2 
damage. It can use its powerful limbs to immobilize an opponent 
and smother it beneath the silt. This requires a successful CMB 
check. If successful, the ruktoi has grabbed its opponent. The target 
must successfully save vs. petrification at -3 (allowed once per 
round) or be pulled beneath the surface. 

While struggling to free itself from the grip of a ruktoi, an 
opponent can hold its breath to avoid drowning.. The opponent can 


escape the grip of the ruktoi with a CMB check. 


If the ruktoi loses half its total hit points in damage it kicks up 
a cloud of silt to cover its escape. For that round, its movement is 


9. All opponents must successfully save vs. spells or be blinded for 
a round and lose sight of the ruktoi. Those who fail cannot pursue 
the ruktoi that round. If they have no other means of tracking the 
animal's movements, the ruktoi escapes into the expanses of the 


Sea of Silt. 


Habitat/Society: Ruktoi are denizens of the Sea of Silt and the 
various silt basins near its shore. In the wild, they are solitary hunters 
that prey upon floaters and unsuspecting, silt runners. 


Ecology: Ruktoi associate with each other only to mate. The female 
lays a dispersed pattern of 10-30 eggs that sink to the bottom of the 
silt. Those that survive the rigours of the silt hatch after six weeks 
and float to the surface. The young ruktoi reach adult size in just 
six weeks. 
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Ruvoka 


Brajeti Ethilum Kaltori Zathosi 
CLIMATE/TERRAIN: Sands Winds Volcanoes Mountains 
FREQUENCY: Rare Very Rare Very Rare Very Rare 
ORGANISATION: Solitary Solitary Solitary Solitary 
ACTIVITY CYCLE: Day Day Day Day 
DIET: Omnivore Omnivore Omnivore Omnivore 
INTELLIGENCE: High (13-14) High (13-14) High (13-14) High (13-14) 
TREASURE: Nil Nil Nil Nil 
ALIGNMENT: Neutral Neutral Neutral Neutral 
NO. APPEARING: I I I I 
ARMOUR CLASS: I7 14 18 16 
MOVEMENT: 18, Fl 18 (B) 12, Fl 24 (A) 12, Fl 15 (B) 9, FI 18 (B) 
HIT DICE: 10+3 6+3 9+3 14+3 
ATTACK (CMB/CMD): +11 (+12/22) +7 (+8/18) +10 (+11/21) +15 (+20/30) 
NO. OF ATTACKS: I I I I 
DAMAGE/ATTACK: 3d6+2 2d6+2 4d6+6 4d8+8 
SPECIAL ATTACKS: See below See below See below See below 
SPECIAL DEFENCES: See below See below See below See below 
MAGIC RESISTANCE: Nil Nil Nil Nil 
SIZE: L (I0 tall) L (I? tall) L (8 tall) M (7’ tall) 
MORALE: Champion (15-16) Champion (15-16) Fanatic (17) Fanatic (18) 
XP VALUE: 8,000 3,000 9,000 14,000 
PSIONICS: Nil, MAC II Nil, MAC II Nil, MAC II Nil, MAC II 


Ruvoka are creatures from the elemental planes. They travel the 
planes easily, even the Astral Plane, but on Athas they are bound 
to certain locations. They often work with druids. It is said druids 
who reach I8th-level or higher can become ruvoka. Ruvoka have 
their own language, but with other intelligent beings use a limited 
form of telepathy. 

The four best known ruvoka are the brajeti, ethilum, kaltori, and 
zathosi. Brajeti resemble large, well-tanned, hairless humans in bronze 
armour carrying bronze swords and shields. Ethilum resemble large, 
pale blue, elfin beings with white feathered wings and long, flowing 
hair, wearing white clothing, armed with whips and javelins. Kaltori 
are bearded, red-skinned, stocky, human-looking beings wearing 
searing hot plate armour and bearing fiery red tridents. Zathosi are 
large, gray-skinned, wrinkled human-like creatures resembling old 
men. Zathosi wear stone-coloured robes and carry mauls of stone. 


Combat: Brajeti attack with their swords. Ethilum attack with 
their javelins or whips. Kaltori attack with their tridents doing an 
additional 2d6 damage from its magical heat. Zathosi attack with 
their mauls. Their mauls require a Strength of 21 to lift and use 
effectively. All ruvoka weapons are considered +2 magical weapons. 

All ruvoka can cast spells as druids of 20th level. Brajeti have 
major access to the Sphere of Earth and minor access to the Sphere 
of Air. Ethilum have major access to the Sphere of Air. Kaltori have 
major access to the Sphere of Fire and minor access to the Sphere 
of Earth. Zathosi have major access to the sphere of Earth. 


Habitat/Society: Ruvoka are extremely secretive and little is known 
about their homes. 


Ecology: Ruvoka are elemental creatures that are outside the ecology 


of Athas. 
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Sable Sandcrawler 


CLIMATE/TERRAIN: Any desert 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Night 
DIET: Carnivore 
INTELLIGENCE: Semi (2-4) 


TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: I 

ARMOUR CLASS: II 
MOVEMENT: 6, Br 12 

HIT DICE: 2 

ATTACK (CMB/CMD: +2 (+0/T0) 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: I 

SPECIAL ATTACKS: See below 
SPECIAL DEFENCES: Heat/fire immunity 
MAGIC RESISTANCE: Nil 

SIZE: T (18” long) 
MORALE: Unreliable (2) 
XP VALUE: 250 
PSIONICS: Nil, MAC 10 


The sable sandcrawler is a large caterpillar, I2 to I8 inches long, 
six inches high, and covered with long, soft black fur. The fur is 
pleasant to the touch. The sandcrawler has 20 short stubby legs and 
large, bulbous eyes. Its friendliness and beauty make it very attractive 
to unwary adventurers. 

Sable sandcrawlers are lured to the heat and light of campfires. 
The sandcrawler approaches parties sitting about the fire, chittering 
shyly and scampering near the flames. It nibbles daintily on any 
offered crumbs, and is quick to allow people to pet it. 

The aim of the sandcrawler is to snuggle up next to someone, 
appearing to fall asleep. A few moments later, the sandcrawler will 
arise and scamper off into the night. 


Combat: The sandcrawler is passive and attacks only when angered 
or backed into a corner. Its mandibles inflict one point of damage. 

The principle damage administered by a sandcrawler is through 
its method of reproduction. The sable sandcrawler must plant its egg 
in a living mammal host, upon which the developing larva will feed. 
The sandcrawlers prefer humanoid hosts. 

If the sable sandcrawler discovers an adventurer who will let 
it lie against his bare skin, the sandcrawler will secrete a skin- 
numbing liquid from glands in its belly. This renders a patch of skin 
completely numb within one minute. The creature then deposits its 
single egg under the skin of the host through a needle-like ovipositor. 

Depositing the egg takes five minutes. If the creature is disturbed 
before the five minutes have elapsed, no egg has been laid. However, 
if the creature successfully deposits an egg, it leaves, its work finished. 


The larva grows under the adventurer’s skin for about four days, 


sapping one point of Constitution from the host each day. There 
is a cumulative 10% chance each day that a raised red welt over 
the growing larva will be discovered. The growing larva only can 
be removed by cutting it out, with the host suffering six points of 
damage from the process. The larva will die upon contact with air. 

If the larva is not detected and removed, the welt bursts at the 
end of the fourth day, and a tiny sable sandcrawler drops off into the 
sand, burrowing deeply and disappearing almost immediately. The 
birth process causes the host body to suffer 2d6 points of damage. 
In addition, the host must make a successful save versus paralysation 
or pass out from the pain for Id4 hours. Lost constitution can be 
restored by a heal spell or one day of complete rest per lost point. 


Habitat/Society: Native to Athas, the sable sandcrawler is a solitary 
creature, burrowing under the sand to sleep during the day and 
wandering the surface at night to hunt for food and search for dew. 
The luxurious black fur of the sandcrawler is composed of tiny 
hollow tubes which draw the dew into the creature’s body. The 
creature eats primarily small insects and baby reptiles. 

The only real danger from the creature is in its method of 
reproduction. If humanoid hosts cannot be found, sandcrawlers 
settle for animals. Animals are attracted to the sandcrawler when 
it releases small amounts of water from its fur when licked. When 
the animals are lulled into a false sense of security by licking the 
creature, the sandcrawler deposits an egg. 


Ecology: The flesh of a sandcrawler is inedible but its fur is prized 
by the halfling races who find its insulating properties useful. Some 
halflings have managed to extract an analgesic toxin from the 
creature and use it on their darts to induce sleep. 
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Sand Bride 


Sand Bride Sand Mother 
CLIMATE/TERRAIN: Sandy Wastes Sandy Wastes 
FREQUENCY: Rare Very Rare 
ORGANISATION: Solitary Solitary 
ACTIVITY CYCLE: Night Night 
DIET: Special Special 
INTELLIGENCE: Average (8-10) Very (II-12) 
TREASURE: C B, W 
ALIGNMENT: Chaotic Evil Chaotic Evil 
NO. APPEARING: I I 
ARMOUR CLASS: 20 21 
MOVEMENT: 24, Br 12 24, Br 12 
HIT DICE: 7 9 
ATTACK (CMB/CMD: +7 (+7/17) +9 (49/19) 
NO. OF ATTACKS: 2 2 
DAMAGE/ATTACK: _ IdI0/IdI0 IdI2/IdI2 
SPECIAL ATTACKS: Energy drain Energy drain 
SPECIAL DEFENCES: See below See below 
MAGIC RESISTANCE: Nil Nil 
SIZE: M (6 tall) M (6 tall) 
MORALE: Champion Champion 

(15-16) (15-16) 
XP VALUE: 3,000 5,000 
PSIONICS: Nil, MAC 12 Nil, MAC 15 


The sand bride is a Negative Material Plane creature trapped on 
Athas. It uses its powers of illusion to lure victims to a cold death. 
The sand bride usually creates the illusion of an oasis, with itself as 
a beautiful woman (or more rarely, a man). It feeds on the life force 
of intelligent beings. 

The sand bride is made entirely of sand. It has a humanoid shape 
and two glowing red eyes. 

Sand brides speak a small number (Id6) of human or demihuman 
languages. 


Combat: A sand bride has a burning hatred for intelligent creatures, 
but it is tempered with a high degree of cunning. Sand brides can 
move through the sand at their normal movement rate, and use this 
ability to scout out prospective victims in the area. A sand bride is 
intelligent enough to recognize a party with water trouble. Such a 
party is almost certain to be targeted. Only if the party is large and 
well-provisioned will a sand bride leave them alone. 

One of the sand bride’s favourite ploys is to wait until someone 
is lagging behind the rest of their party. This being then comes 
upon an oasis where he expected to find none. This might seem 
suspicious, but to a man dying of thirst, a pool of water overcomes 
many misgivings. 

The sand bride attempts to lure victims in; when they are 
refreshing themselves at the illusionary pool, it drops its illusion and 
seeks to attack with surprise. 


The sand bride has the ability to cast hallucinatory terrain once 
a day and a seeming spell twice a day. These spells are cast at 10th 
level. It always uses these spells to cover its own appearance and the 
appearance of its surroundings. The oasis illusion is almost perfect; 
only druids and rangers of greater than 5th level are allowed a saving 
throw to disbelieve. The seeming spell is also very good (saving 
throws to disbelieve are at a penalty of -2). If a victim can be lured 
into an illusory oasis, the bride invites him to refresh himself. When 
the prey is bent over drinking, the sand bride drops the illusion and 
attacks, receiving a +4 attack roll bonus on the first attack. 

Anyone who converses with a sand bride has a chance to notice 
that something is wrong. For every round spent in conversation 
with a sand bride, a being is allowed a saving throw to disbelieve. 
Sand brides are not very good at making polite conversation. Most 
of their information is out of date or just plain wrong. However, a 
sand bride’s first suggestion is almost always “have a drink, then we 
can talk”. It tries to attack while the unsuspecting victim is filling 
its mouth with sand. 

A being who believes the sand bride, and tries to drink, has other 
problems besides the sand bride to contend with. For one thing, 
his mouth and throat are coated with sand. Until he can spend a 
round washing the sand out, he attacks and defends ata penalty 
of =2. Also, casting spells with verbal components cannot be done. 

Since the sand bride is made entirely of sand, swords and spears 
pass right through it. Only enchanted weapons do any real damage; 
other weapons just spray a bit of sand around. But, the sand bride 
will act as though a regular weapon causes damage, even falling back 
for a round to further the illusion. It tries to keep opponents from 
finding out its weakness, but clever parties may notice that it does 
not get any smaller as it takes damage. Only magic weapons can 
permanently destroy a sand bride. 

Regular water is also harmful to them, but not permanently. 
Each gallon of water splashed on a sand bride causes Id6 points of 
damage. This damage is temporary and, if slain by water, the sand 
bride reforms after a day. If the damage is caused by a combination 
of magical weapons and water, the sand bride still reforms in 24 
hours. 

In melee the sand bride attacks with its two powerful arms. Each 
causes IdIO points of damage and drains one level. A creature 
drained of all of its life force by a sand bride becomes a dried-out 
husk. In two days time the husk dissolves into sand and dust, and 
the victim is irrecoverable by any means short of a wish. Before that, 
a combination of remove curse and raise dead spells will return the 
victim to life, but with no memories of his earlier life (including a 
total loss of experience points). Memories can be regained only by 
the use of a properly worded wish. 

If a battle is going badly for a sand bride, it can just melt into the 
sand, taking one round to disappear completely. If the opponents do 
not immediately leave the area, the sand bride may (50% chance) 
rise up from the sand behind someone and attack again. 

A sand bride fears nothing, though it has been suggested that 
they constantly search for someone who can kill them, to send them 
back to their dark plane. This is contradicted by the cunning they 
use in their attacks, including letting large parties go unmolested. 
Still, the sand bride is as likely to masquerade as a (short) female 
giant as a human. Anything with at least low intelligence is potential 
prey to a sand bride. 
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Sand Bride 


Habitat/Society: Sand brides are solitary creatures, having no 
contact with others of their kind. They are trapped here, and suffer 
as much as their victims, if not more. They were trapped here when 
a defiler opened a rift to the Negative Material Plane. 

A sand bride roams a considerable territory, its boundaries limited 


only by the sand. Sand brides do not like to cross areas other than 
sand. They can cross silt, but their movement rate is halved. They 
will not move across other types of terrain. A sand bride’s lair is 
usually well hidden in a pocket beneath the sand. And though they 
have no use for them, sand brides lust after the possessions of men. 
Therefore, a sand bride’s treasure has twice the normal chance to 
contain magical items, and three times the chance to contain gems. 


Ecology: The sand bride has no natural enemies. They prey on 
anyone they can, seeming to know no limit to their lust for life force. 
They are especially fond of the life force of preservers. 


Sand Mother 


A sand mother, or mother of the bride, is a very old and powerful 
version of the sand bride. Its normal appearance is identical to that 
of the sand bride. It is not known if the sand mother is a unique 
creature or if a sand bride can somehow evolve into a sand mother. 


Combat: The mother of the bride uses the same illusionary powers 
as the sand bride. Instead of appearing as a beautiful young lady, 
it chooses to appear as an older, motherly type of creature. The 
matronly figure welcomes thirsty adventurers, offering to care for 
them until they are recovered. A sand mother has learned about its 
weakness in conversation and has developed the ability to mask it. 
It does this by showing plenty of concern for the “dear young ones” 
of the party. 

The sand mother is very intelligent, it does not attack until 
conditions are favourable. Before attacking, it tries to discover if 
anyone is carrying any magical weapons or if there is a preserver in 
the party. The sand mother always tries to attack the most dangerous 
member of the party first, with surprise if possible. 

Sand mothers cast their illusions at 12th level, and they are very 
well crafted. Only a druid or ranger of 7th level or higher is allowed 
a chance to disbelieve the hallucinatory terrain, and the seeming 
spell has a -4 penalty to disbelieve. 

A sand mother’s oasis is always chosen with care. If it can find a 
pit or sinkhole, it uses that as the centre of its hallucinatory terrain. 
Dangerous opponents can then be pushed in while they are drinking, 
If an opponent is kneeling and “drinking”, a successful attack roll 
for the sand mother automatically pushes the unsuspecting victim 
in. The victim takes falling damage in addition to the damage for 
the attack. 

In melee the sand mother attacks twice with her powerful fists of 
sand. Each attack causes IdI2 points of damage and drains one 
level. Once engaged in melee, the sand mother fights intelligently. 
It can divide its attacks between two opponents, if they are next to 
each other. Like the sand bride, it only takes permanent damage 
from magical weapons, but against the sand mother, these weapons 
must have at least a +2 bonus. If brought to zero hit points by 
magical weapons of +I or less, it reforms in one day. Normal water 
does no damage to a sand mother. 

Sand mothers possess an additional power - the ability to cast 
destroy water (reversed create water), as a 9th-level priest, once per 
day. This destroys up to 4 I/2 gallons of water with each use. The 
sand mother, after trailing a party, will typically use this power 
against the party as it runs short of water. 

The sand bride’s hatred for preservers is shared by the sand 
mother. It always attacks if a preserver is present and usually portrays 
itself as very interested in the “good mages”. It is intelligent enough 
to know that magic is very dangerous to it, so it usually attacks a 
preserver first. If the party splits up and runs away, the preserver is 
still the one the sand mother pursues. 


Habitat/Society: The sand mother usually resides in a cave deep 
under the sand. It collects magical items and gems, and a sand 
mother’s treasure is sure to be a valuable one. There is double the 
normal chance for any magic item, meaning that there is always a 
magical item in the treasure. This item may very well be useless, 
particularly if it is a potion or something that does not age well. 
Finding a sand mother’s lair may be an adventure by itself and 
should never be easy. 


Ecology: The sand mother’s lust for life force exceeds even that of 
the sand bride. It much prefers intelligent life force, but beasts will 
be drained of all life, if nothing better is available. 
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Sand Howler 


CLIMATE/TERRAIN: Sandy Wastes 
FREQUENCY: Uncommon 
ORGANISATION: Pack 
ACTIVITY CYCLE: Any 
DIET: Carnivore 
INTELLIGENCE: Animal (I) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: 2-16 
ARMOUR CLASS: 15 
MOVEMENT: 12 

HIT DICE: 4+2 
ATTACK (CMB/CMD: +4 (+4/14) 


NO. OF ATTACKS: 3 


DAMAGE/ATTACK: 1d3/1d3/1d6 
SPECIAL ATTACKS: Paralysing gaze 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: M @ long) 
MORALE: Average (8-10) 
XP VALUE: 420 
PSIONICS: Nil, MAC 14 


Sand howlers are desert-dwelling creatures that hunt in packs. They 
are known for their terrible howls that they use to signal each other 
when tracking down then prey. Worse than their howls are their 
eight terrible eyes that are capable of paralysing anyone who gazes 
upon them. 

Sand howlers are lizardlike creatures who resemble dogs except 
for their eight eyes. They have oversized heads in order to 
support their many eyes. They have large yellow tusks. Sand 
howlers are dark brown to light brown in colour, though 
the rare ones have white skin. 


Combat: Sand howlers attack with their two 
foreclaws, each causing Id3 points of damage, 
and with their bite that causes Id6 points of 
damage. Sand howlers try to remain unseen 
until they are all ready to close in on their 
prey by surprise. They circle their victims 
and close in on them, trying to wear them 
down. Those who look into their many 
eyes become paralyzed unless they make a 
successful save vs. paralysation. The effects 
last for 2d4 rounds or until a remove 
paralysis spell is cast on the victim. 
Sand howlers prefer smaller 
prey, but when hungry they attack 
creatures as large as themselves. 
They prefer single victims rather 


than groups and only attack a group of intended victims if they 
outnumber the victims two to one and have the benefit of surprise 
over them. 

Often single sand howlers go out on their own to track down 
food. Once they find potential prey, they let out a series of howls 
that signal the other members of their pack. The pack signals back 
and joins the scout. Victims almost never see the individual scouts, 
as sand howlers are adept at stalking and remaining out of sight, 
but they can hear the howls and might be able to follow their tracks 
should they find them. 


Habitat/Society: Sand howlers live and hunt in packs. Each pack 
is led by a single, large, male sand howler. This dominant male has 
full hit points and his attacks are at +I to attack and damage. The 
other sand howlers also hold positions within the pack’s hierarchy of 
dominance. There is a 20% chance that a pair of howlers has one 
or two young. These young, sand howlers are too young, to fight, but 
they can be captured and trained to serve as war beasts or hunting 
animals. 

Sand howlers are rarely encountered alone and are seldom seen 
except by their intended prey. Sand howlers make their dens in 
desolate areas since they do not like to compete with other predators 
for food. Then dens are deep, labyrinthine tunnel systems where 
they hide from the surface heat and where they hibernate for short 
periods of time. They often drag their prey back to their dens. 
Occasionally there is treasure among the remains of past victims. 


Ecology: Sand howler pups can be trained as guards or tracking 
beasts. Their hunting skills are remarkable and their keen sense of 
smell makes them among the best desert trackers available. Many 
mercenaries in Athas capture them and train them to chase down 
runaway slaves. In the Tableland they have been hunted to near 
extinction in the last few years by those who fear them and those 
who would domesticate them. 

The pelts of white sand howlers often bring about 150 gp because 
of their rarity, beauty, and protection they provide from heat. 
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Sand Vortex 


CLIMATE/TERRAIN: 


Sea of Silt 


FREQUENCY: Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Day 
DIET: Carnivore 


INTELLIGENCE: 


Animal (I) 


TREASURE: 
ALIGNMENT: 


Q 
Neutral 


NO. APPEARING: I 
ARMOUR CLASS: 18 
MOVEMENT: Nil 

HIT DICE: 15 
ATTACK (CMB/CMD: +15 (+20/30) 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: 5d4 


SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


Whirlwind 
See below 


MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


Nil 

G (40 across) 
Steady (11-12) 
12,000 


PSIONICS: +15, PSPs 84, MAC 14 


Powers: control winds, detect life, levitation, mental barrier, mind 
blank, project force, telekinesis, whirlwind 


The sand vortex, or silt vortex as it is also called, is a huge creature 
that lies in wait for prey crossing the Sea of Silt. It lies beneath the 
silt, but even fliers are not safe from the sudden whirlwind that may 
suck them down into the waiting maw of the creature. 

The sand vortex is pancake shaped and has a light gray skin that 
blends in very well with the silt. It is about 40° across and 5’ thick. 


Combat: The sand vortex attacks with a special psionic power, 
whirlwind (Power Score 18, PSP Cost 15/7). It lies in wait, using, 
its detect life power until a creature walks or flies overhead. Then 
a sudden whirlwind engulfs the unfortunate creature, sucking him 
down into range for the vortex to attack. Of course it also raises a 
huge cloud of silt with a 200’ radius. The victim is allowed a saving 
throw versus breath weapons to avoid being sucked in. The saving 
throw is modified by a -4 penalty if the victim was on the ground. 
Creatures larger than giants (Athasian rocs, cloud rays, etc.) are 
allowed a +4 bonus to the save. 

A creature in the cloud may also be blinded (save vs. paralysis 
to avoid). Blinded creatures have only a 50% chance of flying out 
of the vortex, 75% for very large creatures. A wading giant has a 
chance to notice that he has stepped on a pancake-shaped beast 
instead of the rock floor. Wading creatures are allowed a surprise 
roll. If they are not surprised, and immediately retreat, they are not 
subject to the whirlwind effect, although they may still be affected 
by the vortex’s other psionic powers. 


Once the vortex has sucked in a victim, that being is vulnerable 
to an attack by the centre maw. Medium creatures are swallowed 
whole on a successful attack. Larger creatures still take damage if hit. 
The vortex is nearly mindless and continues to try to entrap its prey. 


If a victim is inside the vortex, but hasn't been, or can’t be, 
swallowed, he may attack. The spinning of the vortex and the silt in 
the air causes all attacks to be made at a penalty of -4. Blindness 
may cause another -4 penalty. 

Should someone try to sneak in from the side, the vortex is not 
helpless. In addition to the silt in the air, the vortex’s detect life 
power means it usually knows where a foe is. If someone attacking 
from the side injures the vortex, it uses telekinesis to throw clouds 
of silt at anyone on the sides. In addition to the possibility for 
blindness, the silt causes I point of abrasion damage per round 
to exposed skin. At the same time, the vortex uses project force to 
attempt to knock the victim into the silt. A successful power check 
forces the intended victim to save vs. breath weapon or be dumped 
on its back in the silt. If this fails, the vortex merely levitates into the 
air and drifts with the wind to somewhere it can feed undisturbed. 


Habitat/Society: The silt vortex is a solitary creature. It lives only 
to eat. Anything that passes in range is a target. 


Ecology: The silt vortex inhabits only the Sea of Silt. It is active 
only during the day, seeming to prefer the heat of the sun. At night, 
it rests and recovers PSPs. 

The sand vortex is thought to live for about 60 years, at which 
time it splits into two smaller vortices. These begin with 7 Hit Dice, 
gaining one Hit Die every 2 years until they reach full growth. They 
have all the psionic powers of their parent. There are rumours of 
a huge vortex, over 100’ across, near the centre of the Sea of Silt. 
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Sand Worm 


CLIMATE/TERRAIN: Sandy Wastes, Sea of Silt 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Carnivore 
INTELLIGENCE: Semi (2-4) 
TREASURE: Q, S, V 
ALIGNMENT: Neutral 
NO. APPEARING: I 
ARMOUR CLASS: 20 
MOVEMENT: 18, Br 9 
HIT DICE: 20-100 


ATTACK (CMB/CMD: +20 (+30/40) or more 
NO. OF ATTACKS: ji 


DAMAGE/ATTACK: 10d4 

SPECIAL ATTACKS: See below 

SPECIAL DEFENCES: See below 

MAGIC RESISTANCE: Nil 

SIZE: G (100-500 long) 
MORALE: Fearless (19) 

XP VALUE: 20,000 +1,000 per HD over 20 
PSIONICS: Nil, see below 


Sand worms are immense creatures that burrow under the sandy 
wastes. The creatures range in colour from tan, which makes them 
difficult to spot at a distance against. the sand, to golden brown. 
All sand worms have thick, segmented hide plates. At the front of 
the creature, a triangular maw opens to reveal rows of jagged teeth. 
Sand worms range in size from 100’ to 500’ in length. The 
creatures have I Hit Die for every 5 of length. They range in 
diameter from 20’ to 40’, and they weigh as much as 100 tons. 


Combat: Sand worms sense their prey by vibrations in the sand or 
silt. The worms are so in-tune with their environment that they can 
sense vibrations up to one mile away. Worms above ground can 
sense prey up to one-half mile away. 

Just before a sand worm attacks, the sand or silt will be seen 
to shift like a ripple in a pool of water. The great beasts move so 
silently that there is no other indication of their passing. The worm 
erupts two rounds after the ground shifts, and it shoots straight up 
into the air, leaving its tail anchored in the sand or silt. The worm 
then crashes down upon its victims, causing 10d4 points of damage. 
The sand worm bites any remaining victims. Its maw delivers 10d4 
points of damage. Any to hit roll made with its bite attack that 
exceeds the required number to hit a victim’s AC by 4 or more 
indicates the victim has been swallowed whole. 

Sand worms can devour creatures that are up to 18’ tall and 12’ 
wide. Swallowed creatures suffer 4d4 points of damage per round 
while inside a worm. The creatures are considered digested after 20 
minutes, making it impossible to raise them. 


Anyone inside a sand worm can attempt to escape by cutting 


his way out. The interior of a sand worm is treated as AC 13. 
A trapped creature must inflict 50 points of damage to the worm 
before an opening has been cut to allow escape. 

The worms are terrible foes, immune to all forms of psionics, as 
well as all fire and heat attacks. 


Habitat/Society: The sand worm is a solitary creature that only 
mates once a year during the heat of summer. During this time as 
many as 50 of its kind have been seen together, laying upon the 
sand and bellowing out strange, haunting calls. It is unknown what 
this unconventional serenade means, but few have been willing to 
approach these creatures and find out. Those few curious individuals 
did not return. 


Ecology: Sand worms roam the desert in search of prey. Their only 
reason for existence seems to be to eat. During their travels, small 
amounts of sand adhere to their sides, strengthening and renewing 
their hide. When living food is scarce, the worms have been known 
to eat rocks, metals, and gems. 

Well-armed bands of adventurers hunt the sand worms from time 
to time, hoping to find a treasure in the creatures’ stomachs. The 
hide of the worm is prized for the armour that can be fashioned 
from it. The plates provide an AC of I7 and can be enchanted up 
to a +4 value. However, it is costly and time-consuming to fashion 
the plates into armour. 

The meat of a sand worm is quite delicious. Adventurers who 
have killed a worm have found that the meat can be preserved with 
little difficulty, and the meat is easy to dry into a jerky. Fresh sand 
worm meat commands up to I bit per pound, and sand worm jerky 
up to 40 cp per pound. 
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Scarlet Warden 


CLIMATE/TERRAIN: Southern Dead Lands 
FREQUENCY: Common 
ORGANISATION: Tribe 
ACTIVITY CYCLE: Any 

DIET: Omnivore 
INTELLIGENCE: Exceptional (15) 
TREASURE: R, S, T, U 
ALIGNMENT: Lawful Evil 
NO. APPEARING: 2-100 
ARMOUR CLASS: 20 
MOVEMENT: 18 

HIT DICE: 12 


ATTACK (CMB/CMD: +12 (415/25) 
NO. OF ATTACKS: 3 


DAMAGE/ATTACK: 2d6/2d6/1d6 
SPECIAL ATTACKS: Poison, spells 
SPECIAL DEFENCES: See below 
MAGIC RESISTANCE: 25% 

SIZE: H (15 long) 
MORALE: Champion (15) 
XP VALUE: 4,000 
PSIONICS: See below 


The origins of the scarlet warden or shrouded in myth, although 
they seem to be of an ancient race, and they were missed during 
Rajaat’s Cleansing Wars. Perhaps no one knew of them, even in the 
Green Age, the denizens of the south were not well known. Larger 
than thri-kreen, the scarlet wardens evidently owe their ancestry to 
spiders. They are not really scarlet at all, but a deep red, dark 
and burnished. Their carapaces are thick and smooth. They have 
eight legs and are capable of balancing on the centre set of four 
while the front and rear legs deliver vicious claw attacks. d 
There is a cluster of eyes on the top of their heads » 
that allow them 270-degree vision without moving their 
heads. Translucent sand shields, meant to protect their 
eyes in sand storms, are evidence of their desert origins. 


Combat: 


protects them from most attacks. In melee, the 


The scarlet wardens’ carapace is 


warden attacks, to the front or the rear, with two 
of its massive claws for 2d6 points of damage each 
and its bite inflicts Id6 points of damage. On 
a successful bite attack, it also injects a paralytic 
poison (save vs. paralysation at a -2 penalty) that 
paralyses Small creatures for 2d8 rounds, Medium 
creatures for 2d6 rounds and Large or greater creatures 
for Id6 rounds. 

A scarlet warden can dodge normal missiles on a roll 
of 6 or better on a Id20 and magical missiles on a roll of 
14 or better. 


Scarlet wardens are naturally immune to psionics, but this 
immunity does not prevent them from learning the Way. They 
are also natural necromancers, and most have at least 3rd-level 
spellcasting abilities. Roll Id20 for the level of specific wardens. On 
a I or 2 that warden has no spellcasting abilities, otherwise the result 
of the die roll is the warden’s level. 


Habitat/Society: Scarlet wardens maintain a tribal structure. For 
every 100 members of a tribe there is a 15 HD chief and two 13 
HD chieftains. They make no peace, no treaties, and no trade - 
they also take no prisoners, save for food. 

Constantly on the move, the scarlet wardens are the driving force 


behind the bugdead of the Dead Lands. 


Ecology: Onmnivores, scarlet wardens will eat anything, but they tend 
to avoid consumption of undead, preferring to flesh of living victims 


killed in battle. 


Undead: Most, but not all, of the scarlet wardens are undead. 
There are a few ancient survivors that are apparently alive, mixing 
freely with their unnatural kin. It is possible that unlife is the natural 
state of dead scarlet wardens, but this is a matter for speculation. 
The carapaces of the living are bright red, the only discernible 
difference between them and their undead brothers. Living scarlet 
wardens have 15 HD and an Armour Class of 22. 
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Scorpion 
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Barbed Gold 
CLIMATE/TERRAIN: Anw Any 
FREQUENCY: Uncommon Common 
ORGANISATION: Swarm Swarm 
ACTIVITY CYCLE: Any Any 
DIET: Carnivore Carnivore 
INTELLIGENCE: Non (0) Non (0) 
TREASURE: D D 
ALIGNMENT: Neutral Neutral 
NO. APPEARING: 1-4 1-4 
ARMOUR CLASS: 19 14 
MOVEMENT: 9 6 
HIT DICE: 9+5 2+2 
ATTACK (CMB/CMD: +10 (+11/21) +2 (+1/11) 
NO. OF ATTACKS: 3 3 
DAMAGE/ATTACK: IdI2/IdI2/Id6 Id2/1d2/1 
SPECIAL ATTACKS: Poison Poison 
SPECIAL DEFENCES: Barbs Nil 
MAGIC RESISTANCE: Nil Nil 
SIZE: L (8-12’ long) S (1’-2’ long) 
MORALE: Steady (12) Average (10) 
XP VALUE: 3,000 175 
PSIONICS: Nil, MAC 14 Nil, MAC II 


Barbed Scorpions 


Barbed scorpions are incredibly large creatures that prey on any 
living thing they find. They make their homes in caves among the 
rocky badlands, but are found all over Athas, living wherever they 
can find enough food to exist. 

Barbed scorpions average I0 feet long from pincer to tail. Their 
carapace is a dull gray toa dusty tan. They are covered with large, 
sharp, protruding barbs that can cause terrible damage to anyone 
who gets close to these creatures. Their long, segmented tail is as 
long as their body and arcs overhead with a venomous stinger the 
size of a short sword. They make a terrible clacking noise as they 
move about. 


Combat: A barbed scorpion attacks any living being that approaches 
it. It moves about, wildly attacking with both of its pincers and its 
tail in each round. Attacks by its pincers cause IdI2 points of 
damage and captures opponents within its grip. Once captured, 
victims can break free only by making a successful bend bars/lift 
gates roll. If the attempt fails, the barbed scorpion stings the victim 
the next round. If the barbed scorpion does not have a victim in its 
grasp, it makes a regular attack with its stingers. 

The barbed scorpion’s hard, chitinous carapace provides it with 
AC 19. Anyone attempting to attack the barbed scorpion with size 
S or M melee weapons must make a Dexterity check at -3 each 
round to avoid receiving 2d4 additional damage from running into 
the moving creature's barbs while attacking it 


- EE et ee 


Their stinger causes Id6 points of damage and injects venom into 
the wound. The victim must successfully save vs. poison (Class C) 
or within Id4+I rounds the victim suffers 25 points of damage. If 
the save is successful, the victim suffers only 2d4 points of damage. 
The barbed scorpion is not immune to its own venom. 


Habitat/Society: Barbed scorpions travel and hunt for food either 
alone or in small swarms. 


Ecology: Barbed scorpions prey on wild animals and weary travellers. 
Their dens often contain the undigested remains of former prey, 
including some valuables that might still be intact. There is a 60% 
chance of finding type D treasure. 


Gold Scorpion 


Gold scorpions are small scorpions found throughout Athas. Their 
name comes from their gold carapace that shines brightly in the sun. 
Because of their size, they can crawl into anything and are often 
unnoticed until it is too late. 

They attack three times each round, once with each pincer, each 
causing Id2 points of damage, and with their stinger that causes 
I point of damage and injects a strong venom (Class D) into the 
victim. The victim must make a successful save vs. poison at -3 or 
suffer 30 points of damage. If the save is successful, the victim suffers 
2d6 points of damage. 
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Scrab 


CLIMATE/TERRAIN: Sandy Wastes, Stony Barrens 
FREQUENCY: Uncomeisn 
ORGANISATION: Nest 
ACTIVITY CYCLE: Day 
DIET: Omnivore 
INTELLIGENCE: High (13-14) 
TREASURE: O, M, (B) 
ALIGNMENT: Chaotic Evil 
NO. APPEARING: 2-12 
ARMOUR CLASS: 16 
MOVEMENT: 18, Br 6 
HIT DICE: 5 

Leader: 7 

Nest mother: 13 
ATTACK (CMB/CMD: +5 (+4/T6) 


NO. OF ATTACKS: 


Leader: +7 (+6/19) 
Nest mother: +13 (+14/26) 


2 orl 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 


1d4/1d4 + grip or by weapon 
Possible spell use 


SPECIAL DEFENCES: Nil 
MAGIC RESISTANCE: Nil 
SIZE: S (4) 

Nest mother: L (10) 
MORALE: Elite (13) 
XP VALUE: 650 

Leader: 1,400 

Nest mother: 8,000 
PSIONICS: +5, PSPs 61, MAC 13 


Powers: animal affinity (lizards), biofeedback, chameleon power, 


conceal thoughts, enhanced strength, inflict pain, mind blank, mind 
over body, mind thrust, mindlink, psionic blast, thought shield 


Scrabs are small, three-sectioned, insect-like men who live in nests 
in the desert. They are highly intelligent, and some of them are even 
able to cast spells. No small group of travellers is safe in the vicinity 
of a scrab nest. 

Scrabs have a thick, white, sectioned shell over most of their 
bodies, with lengthwise grooves separating the shell into three distinct 
parts. À pair of arms ending in pincers frame a small mouth. The 
scrab has hundreds of tiny legs running along the length of its body. 
The pincers have two squeezing or grasping sections, with a small 
opposable thumb-like appendage that allow them to use weapons 
or manipulate items. They occasionally carry small weapons like 
daggers or knives; only rarely will they use larger weapons (a spear 
or short sword). 

Scrabs speak their own language. Leaders have a 35% chance to 
speak the elven tongue as well. 


Combat: Scrabs are small, but they use their psionic powers, spells, 
and intelligence to their advantage in combat. When attacking, 
scrabs have a standard strategy. One half charge and begin melee 
while the other half attack via psionics. 

If they have surprised a small party or caravan in the wilderness, 


the scrabs selected for melee prepare themselves using enhanced 
strength. This grants them I8 strength, allowing a +3 attack bonus 
and a +3 bonus to damage. They also use biofeedback, which 
improves their Armour Class to I7 and causes all hits upon them 
do two points less than the actual total (minimum of zero). 

If there is evidence that potential prey is around, all of the scrabs 
use conceal thoughts and chameleon power to blend in with the 
surroundings. They are expert at scuttling forward and then freezing 
in place. In such a case, the DM need only make one chameleon 
power check for the whole group. Success means they have gone 
unnoticed, while failure means that one party member has noticed 
something moving, but is not sure exactly what. Only if a I is rolled 
on the power check can a potential victim spot the scrab for what is 
really is. If this power works, victims of the scrab receive a -4 penalty 
to their surprise roll. If they achieve surprise, the scrabs have gotten 
close enough to get a free round of attacks against their opponents. 

In melee, scrabs can attack with weapons. If they are carrying 
knives or daggers, they usually carry one in each pincer. They favour 
using weapons on Large creatures because their pincers do not grip 
large creatures easily. They can also use their pincers to attacks 
for 1d4 damage (plus any bonus for enhanced strength). With a 
CMB check, the scrab can grip a limb (against Medium or smaller 
creature). This allows it to deal automatic damage each round with 
the gripping member and grants a +4 attack bonus with the other 
pincer. An CMB check is required for the victim to break free. 
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Scrab 


Scrabs are encountered in groups of up to a dozen. If the 
encounter roll indicates more than five, a leader type is present. If 
IO or more are encountered, two additional leader types, called sub- 
leaders are also present. Leaders and sub-leaders have 7 Hit Dice, 
strike at +I damage, and have 78 PSPs, 50% have the psionic 
powers of ego whip and expansion. A leader with time to prepare 
for combat uses his power to expand to four times his original size, 
allowing him to grip the limbs of anything of up to Large size. 

Leaders who do not have additional psionic powers are spellcasters. 
Such leaders are defilers of 7th level A typical spell list for a leader 
scrab includes burning hands (burning pincers), chill touch, magic 
missile, protection from good, detect psionics, invisibility, scare, web, 
hold person, non-detection, and psionic dampener. This list may 
vary, but scrabs do not favour area of effect spells, since these almost 
always catch some of their nestmates. A leader with spellcasting 
abilities and surprise tries to detect psionic activity and then use 
psionic dampener to prevent the foe from using psionic powers. 

If encountered in their nest, IdI2+I2 adult scrabs are present. 
There are Id6 leaders and sub-leaders, and there is always one nest 
mother. From 10-40 eggs or newly hatched scrabs are also present. 
These young scrabs have I HD, a +I attack bonus, and do one 
point with each pincer. They cannot grip limbs or weapons. 

Scrabs have a deep hatred of elves, and psionic attacks as well 
as melee attacks are directed towards them first. If the scrabs come 
upon a lone elf, they attempt to grip all four limbs, and then another 
scrab uses inflict pain on the elf repeatedly, until the elf passes out. 
The elf is then carried off to the nest for a prolonged session of 
torture. If the scrabs are able, elves are always carried off alive, for to 
see an elf suffer is one of the few things that makes a scrab happy. 


Habitat/Society: Scrabs live in nests tunnelled under the sand. They 
produce a spittle that solidifies the sand. Because of sandstorms, the 
scrab nest is usually located 10-15’ under the surface. If available, a 
rocky outcropping is used to hide and protect the entrance. Scrabs 
are excellent tunnellers, and if the nest collapses on them they just 
dig it out again. A scrab can hold its breath for up to an hour 
under sand and even gets a bit of air from the surrounding sand. 
This is due to the long gills through which scrabs breathe, located 
all along the grooves in their shells. (A scrab’s small mouth is used 
only for eating the small bits of meat that its pincers cut up for it) 

Scrabs prefer elf flesh above any other. If no elf is available, a half- 
elf does fine. Anything with pointed ears is likely to be identified as 
an elf. Their hatred of elves extends beyond their use as food; an 
elf may be kept alive for weeks or months, just to be tortured. An 
elf rescued from a nest after a few weeks isn’t worth much, as scrabs 
love to inflict pain on elves and are very good at it. Physical, psionic 
and magic torture are combined to make an elf suffer as much as 
possible. Most elves risk anything to escape capture by scrabs. 

The main reason scrabs hate elves lies in history. Legends of both 
elves and scrabs say there were once wars between the two races. 
Both sides claim the other started the wars, and each blames the 
other for many atrocities perpetrated on innocents of their race. 

Scrabs live for 25 years; a nest mother may live for 50. A clutch 
of eggs is laid every two years. The eldest male mates with the nest 
mother. Up to 100 eggs are laid within a week, carefully tended 
for three months until they hatch. The young are extremely hungry; 
fewer than half survive the cannibalistic feast that follows hatching. 
A scrab matures in two years, gaining an one HD per six months. 


Only males which develop additional psionic abilities or 
spellcasting powers grow into leaders, and only females with clerical 
abilities can become nest mothers. 75% of the eggs hatch into 
males, but only 5% of these males will become leaders. Only one 
in a hundred of the females is able to develop spellcasting abilities 
and become a nest mother. This means that an average nest mother 
produces a potential rival every eight to sixteen years. Scrabs do not 
show their extra abilities until they have reached adulthood. When 
a potential nest mother realizes her powers, she is likely to take one 
or two of the smaller males and leave to set up her own nest. 

Scrabs collect treasure and may even negotiate with someone 
for needed supplies. Of course, merchants who deal with a nest of 
scrabs are wise to come with plenty of guards (and a few psionicists 
or spellcasters to boot). Magical items not usable by scrabs are 
usually the first thing they try to trade away. This makes plenty of 
merchants willing to deal with them, in spite of the risks. 


Ecology: Scrabs live in the sandy wastes, or in the sandy areas of 
the rocky barrens. They need little water, perhaps 1/20th of what a 
human needs. Scrabs also seem to get all of the liquid they need 
from the blood of their victims. A scrab’s niche in the environment 
is strictly that of a predator, although scrabs are also preyed upon 
by the larger creatures that inhabit the wastes. 

Part of the scrabs’ hatred of elves stems from the fact that elves 
use every part of a scrab they have defeated. The shell can be used 
to fashion acceptable breastplates, which provide protection as good 
as scale mail. These breastplates weigh only half of what scale mail 
does and are a mark of accomplishment for elves as well. The sharp 
parts of the pincers make decent polearms, when mounted, and an 
single elf can survive on the meat from one scrab for days. Scrab 
shells can be sold for IO cp per section, double that to a tribe of 
elves. One of the best ways of proving oneself to an elf is to rescue 
a member of their tribe from captivity by scrabs. The fact that the 
elf is probably not going to survive makes no difference; it is the 
mere fact of risking one’s life against this hated enemy that counts. 


Nest Mother 


Nest mothers are the rulers of the nest. A nest mother is a large 
version of a normal scrab. She is very bloated, and has a movement 
rate of only three. Nest mothers have an intelligence of 15-16 and 
are able to cast priest spells as though they were priests of 9th level. 
Such spells are always drawn only from the Sphere of the Cosmos 
(nest mothers worship no specific elemental plane). They do not 
receive any of the other benefits of a priest; they are unable to turn 
undead, gate in elements, or ignore the presence of an element. A 
nest mother is also a powerful psionicist, generally of 10th level 
with 100 PSPs (particularly old ones may even surpass this). The 
nest mother has all of the powers of a typical scrab, as well as flesh 
armour, intellect fortress, id insinuation, probe, and tower of iron 
will. In addition, the nest mother will have six additional powers 
from the discipline of clairsentience. 

If the opponent chooses to melee, the nest mother is capable of 
attacking with both of her strong pincers, which do 2d4 points of 
damage each. She is able to grip her opponent with a CMB check, 
but a bend bars roll is required to break free. Nest mothers never 
use weapons. 
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Seed, Brain 


CLIMATE/TERRAIN: Forest Ridge, Mud Flats 
FREQUENCY: Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Day 

DIET: Carnivore 
INTELLIGENCE: Very (II-12) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: I 

ARMOUR CLASS: 12 
MOVEMENT: Nil 

HIT DICE: 3 

ATTACK (CMB/CMD: +3 (+4/14) 
NO. OF ATTACKS: 3 
DAMAGE/ATTACK: Id6 x3 
SPECIAL ATTACKS: See below 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: L (9-10 tall) 
MORALE: Average (8-10) 
XP VALUE: 270 
PSIONICS: +5, PSPs 40, MAC 16 


Powers: attraction, detect life, displacement, domination, ego 
whip, flesh armour, id insinuation, immovability, mental barrier, 
mind blank, mind thrust, mindlink, phobia amplification, send 
thoughts, thought shield 


The brain seed is a rare and cunning plant with strong psionic 
abilities. The plant has a deep-seated hatred for wizards, especially 
defilers. 

The brain seed is a large sentient plant with a purple hue to its 
stalks. The plant's white and yellow flowers are always in bloom. The 
centre stalk has a large “bulb” in the centre that houses the brain of 
the plant. At the end of this stalk is the brain seed’s mouth. 


Combat: The brain seed locates and attracts prey using its seeds. 
The plant releases thousands of seeds each week. 

Beings walking within 200 yards of a brain seed plant must make 
a successful save vs. breath weapon at +2, or become infected with 
a seed. Potential victims who make Wisdom checks notice the seeds 
and can remove them before any harm is done. A seed that comes 
into contact with the flesh and goes unnoticed will plant short roots 
into the skin within Id6 rounds. This allows the brain seed to use 
its telepathic psionic abilities on the target, bypassing their MAC. 
Normal psionic combat rules otherwise apply to all brain seed 
psionic attacks. 

Once the seed is in place, the plant attempts to use domination 
to take control of its victim. If its victim is with a small group (one 
to three individuals), it uses the dominated individual to lure the 
party to the main plant. 


When the group arrives, the brain seed commands its victim to 
attack the party. The plant uses life draining to attack as well. When 
the rest of the party has been defeated, the brain seed drains the 
life force from its dominated victim and any others still alive. With 
a large party, the brain seed commands the dominated individual to 
slip away when he is least likely to be noticed. The plant brings the 
victim to its location to be killed. 

If physically threatened, the brain seed uses flesh armour and 
displacement to improve its effective AC. Then it uses three whip- 
like reeds to attack its adversary. These reeds each cause Id6 points 
of damage. 


Habitat/Society: The brain seed is native to the Forest Ridge and 
the mudflats. It is a solitary being that reproduces using the same 
seeds used to dominate its victims. It does not communicate with 
other brain seeds. If another begins to grow near an existing adult, 
the adult brain seed uses its next victim to destroy the seedling, 

The brain seed fears and hates wizards, particularly defilers. If a 
defiler is among those infected with a seed, the plant attempts to 
dominate him before any other. If this fails, the brain seed dominates 
another and attacks the defiler. 


Ecology: The brain seed is carnivorous and feeds upon any creature 
it can dominate and lure to it. While it is not prey to any creatures 
on Athas, it is extremely susceptible to defiling magic. If the plant 
is within the defiler’s radius of destruction on any spell of 3rd level 
or higher, the spell kills the master plant. 
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Serpent, —______________5€rpent, Bogo Snake Snake 


CLIMATE/TERRAIN: Bogo Forest/Pristine Tower 
FREQUENCY: Common 
ORGANISATION: Nil 
ACTIVITY CYCLE: Any 

DIET: Herbivore (bogo fruit) 
INTELLIGENCE: Animal (1) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: 1d4 per tree 
ARMOUR CLASS: 15 
MOVEMENT: 15 

HIT DICE: 2+1 
ATTACK (CMB/CMD: +2 (+2/15) 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: IdI0 
SPECIAL ATTACKS: Thrash, surprise 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: M (5 long) 
MORALE: Average (10) 
XP VALUE: 175 
PSIONICS: Nil, MAC 15 


Bogo snakes are long., slender creatures found only in the Bogo 
Forest surrounding the Pristine Tower. Each snake is four to five feet 
in length and is covered in thick, sharp spikes which point towards 
their tail, except when attacking when they point straight out. The 
colour of the bogo snake is identical to that of a bogo tree, making 
these creatures extremely difficult to detect. Unlike other snakes, this 
creature does not shed its skin. There are literally thousands of these 
creatures in the bogo forest, with an average of Id4 per tree. 


Combat: Normally the bogo snake is docile, spending its days 
winding through the lower branches of the Bogo Forest searching 
for food. However, when another creature that is not another bogo 
snake comes too close, the reptiles become extremely agitated. When 
any humanoid or creature passes within five feet of a bogo snake, it 
thrashes about wildly in the invaders direction in an effort to scare 
them off. This happens suddenly and without warning, imposing a 
-5 penalty on all surprise rolls. 

The speed of the bogo snake’s attack is blinding. Unless a victim 
is aided by magic, the creature always strikes first, winning all 
initiative rolls for combat. Should one of its barbs hit, they inflict 
IdI0 points of damage, and the victim should immediately roll on 
the Pristine Tower Mutation Chart. 

If a creature or character is able to distance themselves at least 
10 feet from the thrashing snake, it ceases its attack in one round 
and disappears into the tree’s upper branches. Given their numbers, 
it is not uncommon to become surrounded on all side by thrashing 
bogo snakes. 
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Habitat/Society: Due to the proximity of the Pristine Tower, little 
is known of the bogo snake. Resourceful elves of the Sky Singer 
tribe have been regular gatherers of bogo wood, using invisibility to 
animals spells to avoid the thrashing of the hidden snakes. During 
such harvests, the Sky Singer elves have noticed that the snakes stay 
primarily to the trees. It is unknown whether or not they actually lay 
eggs in the ground as do normal snakes. 

The elves have reported the snakes are never harmful to their own, 
only others who come too close to them for whatever reason. Snakes 
that have been taken from the forest have died within hours, the 
reason for which is unknown. 


Ecology: This creature’s only source of food is the berry-like fruit 
that grows in the lower branches of bogo trees. If there is another 
source of food, it is unknown. As no baby bogo snake has ever 
been seen, much of their reproductive ecology is unknown. Since it 
is possible to mutate into a bogo snake as a result of the Pristine 
Towers power, a few elves believe this is how their species is 
propagated. 
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Serpent, Silt 


CLIMATE/TERRAIN: Silt shallows 
FREQUENCY: Uncommon 
ORGANISATION: Nest or Solitary 
ACTIVITY CYCLE: Day 

DIET: Carnivore 
INTELLIGENCE: Animal (1) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: I-2 or 2-12 
ARMOUR CLASS: 19 (in silt) or 15 
MOVEMENT: 15 

HIT DICE: I 

ATTACK (CMB/CMD: +I (+0/15) 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: Id2 

SPECIAL ATTACKS: Poison 
SPECIAL DEFENCES: Camouflage 
MAGIC RESISTANCE: Nil 

SIZE: S (2-4 long) 
MORALE: Average (8-10) 
XP VALUE: 65 
PSIONICS: +3, PSPs 60, MAC 12 


Powers: attraction, detect life, ego whip, id insinuation, mind 
blank, mindlink, precognition, , synesthete, thought shield 


Silt serpents are simply snakes that have adapted to the dusty shoals 
of the Silt Sea. They use the silt as camouflage and cover as they 
sneak up on their prey, and it is this tactic that gives them their 
name. Though they are small creatures, their venomous bite can 
bring down a hearty mul in seconds. 

Most serpents grow to a length of only two to four feet, but it is 
possible that larger versions live in the deeper stretches of the Sea 
of Silt. Silt serpents are a light gray to pale tan in colour, just like 
the choking dust that lends them their name. 


Combat: The silt serpent is a stalker and a master of stealth. The 
serpents have eyes, but it is their sense of vibration that provides 
them with most of their uncanny perception. A typical tactic of a 
snake is to lie completely beneath a shallow layer of silt. The dust 
packed in around the creature's sensory organs acts as a medium 
for vibrations. While buried beneath the surface, a silt serpent can 
sense things moving over the land or through the silt within a 40- 
foot radius. Often, a serpent rests upon a high vantage point and 
waits until it sees prey in the distance. Then it drops into the silt 
and tries to sneak up on its victim from below. This leaves a small 
trail in the serpent’s wake, which an adventurer might notice on an 
Intelligence -5 check. 

Once the snake has detected its prey and moved within five feet, 
it strikes. If the silt serpent attacks with surprise, it receives a +4 
attack roll bonus on the first round. 


i Rien s 


Anyone hit by the serpent takes Id2 points of damage and must 
immediately make a saving throw versus poisons. Failure results in 
death, while those who are successful take 20 points of damage. 

À silt serpent always attempts to strike at unprotected flesh as 
a first resort. It seeks to pierce armour with its sharp fangs only if 
no exposed flesh is within range. The silt serpents bite can break 
through hides and leathers, but it cannot pierce metal armour of 
any sort 

Once a snake has bitten a victim, it invariably retreats beneath 
the silt and looks for a safe hiding place to wait for its prey to die. 
As a silt serpent never knows whether or not its poison has done its 
job, the serpent always flees after delivering a successful attack. If the 
prey does not collapse after 1d4 rounds, or if the prey starts to leave 
the area, the silt serpent moves closer and strikes again. It repeats 
this process until the prey collapses, kills or drives off its tormentor, 
or somehow outdistances the silt serpent. 

When the snake senses that its victim has expired, it emerges 
from the silt to consume its meal. Note that it can’t actually eat 
anything much larger than itself, but as the meat begins to decay it 
can tear off pieces small enough to swallow and consume. 

Silt serpents only attack creatures that appear to be alive. To a 
silt serpent, this means a creature that is moving. If a creature stops 
moving for any length of time, and no vibrations of movement reach 
the serpent’s sensory organs, then the creature is assumed to be 
dead. In that case, the silt serpent will not deliver a venom attack 
but will instead begin to feast. A silt serpent produces enough 
venom to deliver four poisonous bites before its supply is exhausted. 
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Serpent, Silt 


After its venom supply is exhausted (and only successful hits 
exhaust the venom supply), a silt serpent must wait four hours to 
replenish enough venom for one attack. 


Habitat/Society: Silt serpents are either encountered hunting as a 
mated pair (Id2), or in a nest of 2d6 young. “Young silt serpents 
are accompanied by I-2 adults 50% of the time (90% of the time 
at night). When encountered in a nest, the serpents will not retreat. 
Their only thought is to kill whatever is invading their home. 
Young silt serpents produce a more powerful venom than their 
parents, so saving throws against their bites are made at -2. 


Ecology: Silt serpents are carnivores, though they actually consume 
carrion more often than not. They gather in family units and nest in 
rocky ruins covered in soft, gray silt. The average life span of a silt 
serpent is unknown, for explorers poking through silt covered ruins 
usually kill the creatures as quickly as they spot them - if they spot 
them and are not killed themselves. 

The giants of the Sea of Silt and others who live along the 
dusty shores know that silt serpents make excellent meals. Their 
meat is sweet, tasty and extremely juicy, and it can be eaten raw 
or cooked over a slow-burning fire. The Sky Singers elf tribe makes 
a particularly famous dish using silt serpent meat and faro leaves. 
The meal, called al-rash in the elven tongue, can be sampled at the 
Happy Hurrum Inn in Nibenay’s Hill District, or at the food tents 
at the Sky Singers’ trade road bazaars. 


Silt Serpent, Giant 


Though considered to be nothing more than elf tales by the people 
of the Tyr region, the giants of the Sea of Silt know that giant silt 
serpents exist. These creatures are simply gigantic versions of the 
regular silt serpent, and they grow to a length of I8 feet. Giant silt 
serpents never appear in great numbers. The usual encounter with 
these rare creatures involves one or two giant serpents. 

A giant silt serpent has an Armour Class of 16 (20 in silt), 
5 HD, an attack bonus of +5, CMB/CMD of +7/22, and its 
bite causes Id8 points of damage (plus the special poison attack). 
Otherwise, a giant silt serpent is simply a larger version of the small 
poisonous snake. 

Silt horrors and giants are among the prey giant silt serpents hunt. 
On the other hand, silt horrors and giants also see the giant silt 
serpent as the source of a potential meal. Which is prey and which 
is predator often depends on which creature strikes first - and last. 
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Sharg 


CLIMATE/TERRAIN: Blackjaw River 
FREQUENCY: Unique 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 

DIET: Carnivore 
INTELLIGENCE: Semi (2-4) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: I 

ARMOUR CLASS: 16 
MOVEMENT: 3, Sw 9 

HIT DICE: II (64 hit points) 


ATTACK (CMB/CMD: +III (420/30) 
NO. OF ATTACKS: 5 


DAMAGE/ATTACK: Id8 x4/5d4 
SPECIAL ATTACKS: Constriction 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: G (40 long) 
MORALE: Steady (12) 
XP VALUE: 3,000 
PSIONICS: Nil, MAC 15 


Physically, the sharg looks like a cross between a giant shark and 
a squid. lts skin is dull black, failing to glisten even under the 
brightest lights, and its dark eyes are near invisible against it. It has 
four long tentacles, each lined with sharp, teeth-like ridges. 

The sharg strikes quickly from beneath the steaming surface of the 
Blackjaw River in New Giustenal. It is especially attracted to the 
movement of barges along the surface of the water. 

The sharg makes no verbal sounds, and it doesn’t have any 
capacity for intelligent communication. 


Combat: The sharg must feed constantly, and it is slowly depleting 
the Blackjaw River of life. It likes to attack the fishing barges that 
travel the river, seeking to add a few dray to its diet. 

In the confines of the river, the sharg attacks in one of two ways. 
It can simply come up under victims and attack with its powerful 
bite (5d4 points of damage), or it can use its four tentacles to grab 
prey. Each tentacle is 20 feet long. A successful tentacle hit causes 
Id8 points of damage and a successful CMB check indicates that 
the sharg has grabbed its victim. Now the victim suffers squeezing 
damage of 2d8 points per round until released. A successful CMB 
check is needed to break free, or the tentacle can be hacked off. It 
takes I5 hit points of damage to sever a tentacle, and to specifically 
target a tentacle requires an attack roll against Armour Class 18. 

Once a victim is grabbed, the sharg begins to drag its prey toward 
its crushing, teeth-filled jaws. A Strength check made at -4 allows 
a victim to struggle and delay the bite. A failure indicates that the 
victim has been shoved into the sharg’s mouth. 


In the confined passages east and west of New Giustenal, the 


sharg sometimes uses a different tactic. It lets a barge pass by, 
waiting beneath the surface until the craft has moved on. Then it 
reaches up along the cavern walls with two tentacles, searching for 
firm purchase. Once its two tentacles are braced (one on each side 
of the passage), it lifts its great body out of the water. It can remain 
in this position for Id4 rounds. 

When raised out of the water in this fashion, the sharg can strike 
with its two remaining tentacles and employ its terrible bite at the 
same time. If the barge hasn’t moved too far away, the sharg will 
drop down upon it when it can no longer maintain its grip on the 
walls. It crashes into the barge, causing 3dIO points of crushing 
damage to the barge and anyone who fails to get out of the way in 
time (Dexterity check at -3). 

If the beast takes more than 40 points of damage, it retreats to its 
island lair to recover from its wounds. 


Habitat/Society: The sharg is not native to Athas - some sages 
speculate that it hails from the same world as the legendary squark 
of the Last Sea. It was brought to Athas by Dregoth, who hopes 
to use it in his war against the surface world. He placed it in the 
Blackjaw River which runs through New Giustenal in order to study 
its habits and abilities. It has established a lair on one of the small 
islands in the river, using a cave beneath the surface of the water 
as its home. Though the fishermen have made repeated requests for 
help, the templars have been ordered to leave the sharg alone. 
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Sharg 


There is a 50% chance that the sharg is in its lair at any given 
time. If it is in its lair, it becomes aware of intruders on its island 
unless they are taking very great pains to be silent. If it notices 
the intruders, the sharg will slip from its lair and circle the island, 
waiting for a chance to grab a victim or two. It can even reach up 
out of the water to snag prey. In desperate times, or when its hunger 
overwhelms it, the sharg can crawl onto the shore. It uses its tentacles 
to propel itself. It can’t stay out of the water for long (no more than 
five rounds), but it can emerge for short periods - just long enough 
to chase down a fleeing victim or make a surprise snatch of prey 
along the shore. 

On its own world, the sharg lives in tropical climates, inhabiting 
fresh water rivers. Dregoth came across this one during one of his 
many expeditions through the planes. The audacity it showed in 
attacking him earned his respect and admiration. He incapacitated 
the beast and brought it back to Athas. It needed water to survive, so 
Dregoth dumped it into the Blackjaw River. He hopes to eventually 
train the creature, but like many of his projects it has fallen b;y the 
wayside until it again catches his interest. 


Until then, the sharg remains a threat to all who travel on or 
near the Blackjaw River. The templars charged with transporting the 
dead to the cave east of New Giustenal have learned to scare the 
sharg away using light spells. The sharg’s eyes don’t adjust to rapid 
changes of light, so the brightness of a light spell causes it no small 
amount of discomfort. There is a 75% chance that the sudden 
brightness will cause the sharg to flee. However, 25% of the time the 
sharg will fly into a great rage and fight with a +2 to attack rolls 
for Id6 rounds. 


Ecology: Unknown to the dray of New Giustenal, the Blackjaw is 
only a small section of a vast underground river that runs for scores 
of miles in either direction. Within its dark depths are myriad 
creatures which the sharg feeds upon. It can eat almost any type 
of meat. While it enjoys fish and other aquatic creatures, it has 
developed a fondness for dray. When a barge passes overhead, the 
sharg swims out to intercept it. It has learned that a barge holds 
dray, and if it can tip over or destroy a barge, it can feast on the 
draconic creatures. 
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Shark 


CLIMATE/TERRAIN: The Last Sea 
FREQUENCY: Uncommon 
ORGANISATION: School 
ACTIVITY CYCLE: Any 
DIET: Carnivore 
INTELLIGENCE: Semi (2-4) 
TREASURE: Nil 
ALIGNMENT: Any evil 
NO. APPEARING: 3-12 
ARMOUR CLASS: 16 
MOVEMENT: Sw 24 
HIT DICE: 5 
ATTACK (CMB/CMD: +5 (+9/20) 


NO. OF ATTACKS: I 


DAMAGE/ATTACK: 2d4 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENCES: _ Nil 

MAGIC RESISTANCE: Nil 

SIZE: L (10’+ long) 
MORALE: Average (10) 
XP VALUE: 300 
PSIONICS: Nil, MAC 13 


Predators of the Last Sea, Athasian sharks are similar to sharks 
of the oceans of other worlds in many ways. They are large, 
cartilaginous, seagoing invertebrates that are basically cold-hearted 
eating machines. They are long and gray, and their mouths are filled 
with row after row of sharp, vicious teeth. The skin of an Athasian 


shark is fairly tough, and it is from this material that most 
lizardfolk shields are made. 


Combat: In a battle, sharks are deadly foes. They tend 
to hunt in packs, and a person floundering about 
in the water is usually easy prey. They are fast, 
striking like lightning, often hitting and darting 
away before the victim is even aware of what has 
happened. Because of this, up to IO sharks can 
attack a Medium opponent in a single round. 


Habitat/Society: Sharks tend to travel in packs 

for purposes of both hunting and safety. There 

is very little that can stand up to a school of 
hungry sharks in their element. The one thing that 
poses a certain danger for them, though, is a dolphin. 
Make a morale check each time a group of sharks is 
outnumbered by dolphins. If the sharks fail the morale 
check, they immediately scatter and flee, leaving their 
wounded behind in their single-minded desire to escape the 
dolphins’ wrath. 


Athasian sharks (of which only a single species remains) are 
brighter than other sharks, but this translates more into animal 
cunning than any raw intelligence. They have been in constant 
conflict with the Last Sea’s dolphin population since the valley's 
isolation nine millennia ago. Although they are bigger and stronger 
than their mammalian foes, they have no psionic abilities. Due 
mostly to this fact and their inability to formulate and stick to a 
decent battle plan, they have remained on the losing side of the 
majority of their battles with the dolphins. Occasionally they manage 
to victimize a lone dolphin, but rarely if ever are they able to sustain 
a serious attack against an entire pod. 


Ecology: Little matters to sharks except where their next meal is 
coming from. While their favourite meal is undoubtedly dolphin, 
they are the ultimate omnivores, willing to eat pretty much anything. 
They can smell blood in the sea from up to a mile away, and once 
they get its scent, they will pursue it until either they find the source 
or discover that it has somehow gotten away. 
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CLIMATE/TERRAIN: 


Rocky Badlands 


FREQUENCY: Uncommon 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Carnivore 
INTELLIGENCE: Low (5-7) 
TREASURE: (W) 
ALIGNMENT: Neutral 
NO. APPEARING: I 
ARMOUR CLASS: I7 
MOVEMENT: 12, Fl 12 (C) 
HIT DICE: 6 


ATTACK (CMB/CMD: 


NO. OF ATTACKS: 


+6 (+10/20) 
I 


DAMAGE/ATTACK: Id6 

SPECIAL ATTACKS: See below 

SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: G (50 long) 
MORALE: Steady (11-12) 

XP VALUE: 1,400 

PSIONICS: +6, PSPs 45, MAC 15 


Powers: shadowform 


The silk wyrm is a snake with a hard, chitinous shell that measures 
over 50’ in length. They are commonly seen flying through the air 
during the day searching for prey, but rarely attack until dusk, when 
they assume their shadow form and sneak into a camp to attack. 


Combat: Any creature bitten by a silk wyrm must save vs. poison or 
be paralyzed for Id4 days (a restoration or remove curse will reverse 
this effect). Psionic powers can still be used while in this state, as 
long as the body itself is not required to move. 

The silk wyrm will drag its paralyzed prey away and encase it in 
a sheath of silk, inside which the unfortunate victim will linger for 
up to two weeks. During this time, the silk wyrm will occasionally 
stick its head into the protective cocoon and bite the victim's 
neck, draining a little bit of blood and paralysing him for another 
Id4 days. Each time this occurs, the victim loses one point of 
Constitution. When his constitution reaches 0, all of his blood has 


been drained and he dies. 


Habitat/Society: Silk wyrms cruise the skies of Athas seeking prey. 
They often sneak into camps using, shadowform and steal water. 


Ecology: The silk casing manufactured by the silk wyrm is valued 
in many cities for use in expensive clothing, It is flame resistant (+4 
bonus on any saves vs. normal fires, +2 bonus vs. magical fires) 


and very tough. Cutting a captured victim free can be quite time 
consuming, 
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Silt Horror 


Black Brown Gray Magma Red White 
CLIMATE/TERRAIN: An silt Any silt Any silt Any volcanic Any silt, mud Any silt 
flats, sand 
FREQUENCY: Common Very Rare Rare Rare Uncommon Uncommon 
ORGANISATION: Clutch Solitary Solitary Solitary Solitary Solitary 
ACTIVITY CYCLE: Any Any Any Any Any (night) Any 
DIET: Carnivore Carnivore Carnivore Carnivore Carnivore Carnivore 
INTELLIGENCE: Semi (2-4) Semi (2-4) Semi (2-4) Very (II-12) Low (5-7) Animal (I) 
TREASURE: Nil Nil Nil Nil Nil Nil 
ALIGNMENT: Neutral Neutral Neutral Neutral Neutral Neutral 
NO. APPEARING: 3-12 I I I I I 
ARMOUR CLASS: 13 13 13 I6 14 (12) 12 
MOVEMENT: 3, Sw 9 3, Sw 3 6, Sw 6 6 9, Sw 9 3, Sw 3 
HIT DICE: 5 9 12 12 8 14 
ATTACK (CMB/CMD): +5 (+7/17) +9 (413/23) +12 (420/30) +12 (416/26) +8 (+11/21) +14 (420/30) 
NO. OF ATTACKS: 2 8 12 8 8 10 
DAMAGE/ATTACK: 1d8/1d4 Id6 x8 Id8 xI2 Id8 x8 Id8 x8 Id8 xI0 
SPECIAL ATTACKS: Entangle, Constriction  Constriction  Constriction  Constriction  Constriction 
poison 
SPECIAL DEFENCES: Air jet Air jet Air jet See below Air jet Air jet 
MAGIC RESISTANCE: Nil Nil Nil Nil Nil Nil 
SIZE: M @ long) H (20° long) H (25 long) H (25’ long) L (Z long) G (50 long) 
MORALE: Champion Steady (11-12) Elite (13-14) Champion Steady (II-12) Average (10) 
(15-16) (15-16) 
XP VALUE: 650 5,000 9,000 5,000 2,000 7,000 
PSIONICS: See below See below See below See below See below Nil, MAC 12 


Silt horror is the name given a group of predators that dwell in 
the sea of sand. While they vary in size and colour, all of them 
are characterized by a large number of tentacles, and an 
unending hunger. Few are the creatures that escape 
once a silt horror has its tentacles around them. 

Air Jet: Many horrors use an air jet to escape. 
The horrors jets out a large gust of air, sliding 
itself backwards through the silt at a rate 
of 50 yards per round. This also raises 
a small cloud of silt, making it almost 
impossible to follow, at least for those using 
sight. On the round after fleeing, the horror 
is completely hidden under the silt, and 
those who want to finish it off had better be 
able to fight under the silt. 


Black Horror 
Psionics: +5, PSPs 40, MAC II 


Powers: attraction, detect life, ego whip, false 
sensory input, id insinuation, mind blank, mindlink, precognition, 


sense link, thought shield 
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The black silt horror is the smallest and most common of the silt 
horrors. Resembling a black, dusty octopus or squid with a writhing 
mass of eight barbed tentacles, the black horror is obviously related 
to the other horrors. It is much smaller than other silt horrors and 
roams in groups called clutches. The black silt horror aggressively 
hunts anything it can catch. Large clutches have attacked white 
horrors and wading giants. 


Combat: Black silt horrors attack with pack tactics, dividing into a 
pursuing group and an ambushing group. The pursuers jet toward 
the prey to drive them toward the ambushers, who wait beneath the 
silt. If the tactic works, there is a -2 penalty to their opponents’ 
surprise rolls; otherwise they break cover and join the pursuit. 

Black silt horrors attack with their tentacles. They try to entwine 
a victim to immobilize it, inflicting Id8 damage with a successful 
attack. The horror attacks only once for all its tentacles; individually, 
the tentacle attacks are negligible. On any round the black silt 
horror hits with its tentacles it can immediately try to bite. If it 
hits, the bite inflicts Id4 points of damage and injects a paralysing 
poison. The victim must successfully save vs. poison or be paralyzed 
for 3d4 rounds. If the silt horror’s roll is a natural 20 for its tentacle 
attack, the horror entwines the victim with its tentacles, pinning one 
to four limbs. The silt horror automatically hits entwined victims 
each round for normal tentacle damage and can also attempt to 
bite. It releases entwined victims if it is reduced to 8 hp or less. 

The tentacles of the black silt horror are AC 14 and have 4 hp 
each. The horror flees if it loses more than five tentacles. When 
fleeing, the black silt horror can direct its air jet to create a cloud 
of dust, covering its escape. Any creature caught in the dust cloud 
must make a successful save vs. breath weapon or be blinded by the 
silt and begin choking and coughing for Id4 rounds. 


Habitat/Society: Black silt horrors are a matriarchal society. The 
largest female, the clutch leader, develops rudimentary psionic 
abilities that aid in capturing prey. Black silt horrors are found in 
the Sea of Silt and many smaller silt basins. 

Once a year the black silt horrors of the Sea of Silt migrate to the 
same spot they were born. Here, a mating ritual lasting two weeks 
takes place. When the mating season is over, the horrors separate 
into their clutches and return to their home areas. 


Ecology: Many Athasian sages believe these horrors to be 
descendants of an ancient water-dwelling creature. This has been 
evidenced by rock formations containing the impressions of creatures 
bearing a striking resemblance to the black horror. 

Black silt horrors have a voracious appetite and will eat even after 
a large feeding, They are not picky eaters and consider any creature 
they can chase down to be their next meal. Their favourite food is 
the silt runner. 


Brown Horror 


Psionics: +9, PSPs 54, MAC 12 


Powers: domination, mind blank, precognition, sense link 


The brown horror is a very feared form of silt horror, since it can 
force its victims to come to it It is not actually brown, its skin is 
more of a dirty white colour. Against the pearly silt, the tentacles 
flailing in the air often appear brown. 
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Combat: The brown horrors unique features include using 
precognition to determine the strength of the opposition, and the 
best time to attack. If it senses the opponent is too strong, it tries to 
use domination to take over the victim. The brown horror is blind 
and deaf, so it uses sense link to sense its prey. A brown horror 
always has at least one tentacle just a fraction below the surface. It 
uses this “sensing tentacle” to find out what is going on around it. 

When it attacks, it attempts to grasp an opponent with its tentacles 
and drag them below the silt. A hit causes Id6 damage, and if 
it exceeds the target's AC by 4 or more, the opponent has been 
grabbed. The target takes Id6 damage each round, and must make 
a Strength roll or be pulled under the surface. Resisting assumes the 
victim has somewhere to get a firm footing, or is anchored. A CMB 
check is required to escape the grasp of a tentacle. Each tentacle 
takes 8 damage before being destroyed. Tentacle damage does not 
count towards the total hit points of the creature, although severing 
4 or more tentacles causes it to flee by using its air jet. 


Habitat/Society: The brown horror is a solitary creature, found only 
in the silt. It is the most active of the horrors, ranging far in search 
of food. A brown horror lives about 45 years, and must eat at least 
once a month. Brown horrors are actually the products of cross 
breeding between white and gray horrors. 


Ecology: The brown horror is always hungry. It even attacks other 

horrors. It always attempts to dominate other horrors, being smaller 

and unable to stand up to them in combat. The brown horror has 

no natural enemies except the other horrors. It can be eaten, but the 

few giants who have tried it say the taste leaves much to be desired. 
Any severed tentacles take two weeks to grow back. 
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Gray Horror 
Psionics: +5, PSPs 34, MAC 10 


Powers: control sound, control winds, create sound 


The gray horror is perhaps the worst of the silt horrors due to 
the deceptions it weaves when hunting prey. It is a sickly gray in 
colour, and has a multitude of sharp-edged tentacles. It is the most 
intelligent of the horrors, and fears nothing that moves. 


Combat: The gray horror attempts to lure its victim to it. It is skilled 
at creating and controlling sound. It is not intelligent enough to 
imitate a person’s voice, but it can make whimpering sounds and the 
sounds of water. It uses control winds and control sound to make it 
seem that there is water only a few steps away. 

When the intended victim is close enough, the horror strikes. A 
full dozen tentacles whip out of the silt and attack. If the victim is 
really looking for the water, he receives a -4 penalty to his surprise 
roll, otherwise the horror surprises its victims as listed for the white 
horror. 

The gray horror’s tentacles are barbed, and a successful hit roll 
means that the victim is grabbed and held. A hit causes Id8 points 
of damage, and the victim is pulled under the silt to suffocate. In 
addition to the problem of the silt, the horror keeps squeezing, doing 
Id8 points of damage each additional round. A CMB check is 
required to break free. Each tentacle can take I2 points of damage 
before it is severed. 

The horror is very protective of its central body, and flees if it 
takes a direct hit to the body, using its air jet. Unlike the other 
horrors, this one comes back a few rounds later, at least if the 
victim(s) do not move off immediately. It will continue these “hit 
and run” attacks until it has suffocated as many victims as possible, 
or until it takes over 50% damage to its body. If one or more 
tentacles are severed, they regrow at the rate of one per 
month. 


horrors 
aggressive 
their 
air sacs for emergencies, preferring 
to “swim” through the silt. They range far 
through the silt in search of prey. 


Habitat/Society: 


are solitary, 


Gray 
hungry, 
creatures. They only use 


Ecology: Gray horrors consider anything 
that they can sense as prey. They sense the 
vibrations of someone moving through or on 
the silt for up to 3 miles, and usually try to 
move towards it. Gray horrors mate with any 
other kind of horrors. Their favourite food is 
giant, and once a gray horror discovers a giant's 
path, the giants usually have to find a new path. 


Magma Horror 
Psionics: +8, PSPs 40, MAC II 


Powers: danger sense, detect life, false sensory input, 
mind thrust, mindlink, psychic crush, scrying, synaptic 
static, synesthete 


The magma horror inhabits areas that are rife in volcanic activity. It 
is a blood-red colour, deepening to black near the top of the head. It 
has eight tentacles that can grow as long as 25 feet. Unlike the other 
horrors, the magma horror is very intelligent and has formidable 
psionic abilities. Because the magma horror has no eyes, it uses its 
psionic powers to sense the presence of prey. 


Combat: The magma silt horror lies in wait in pools of magma, hot 
springs, fumaroles, and geysers. It uses its psionics to sense prey and 
to lure that prey to it. Periodically the horror activates its detect life 
and scrying powers to detect its next meal. If a creature large enough 
is sensed, the magma horror attempts to communicate with it using 
mindlink. The ultimate goal of such a communication is to convince 
the being to approach the location of the horror. 

Once the prey is in range, the horror launches its attack. It attacks 
with all eight arms, hoping to wrap a tentacle around its target. If 
the horror exceeds its attack roll by four or more, it ensnares the 
unfortunate creature. Any creature caught in a tentacle suffers an 
additional Id8 points of damage per round and Id4 limbs are 
pinned and unusable. The magma horror also attempts to drag the 
victim into the magma (or water). A successful Strength check allows 
a suitably anchored victim to stand his ground. If the prey is dragged 
into the magma or hot water it suffers any applicable heat damage. 

For a victim to escape, they must make a CMB check or the 
tentacle must be severed. Each tentacle requires a total of 8 points 
of damage before being cut. Any attacks that miss the tentacle must 
be rolled again to see if the ensnared creature is hit instead. 

If the magma silt horror is in danger of losing the combat or 
more than half of its tentacles, it uses a steam jet to escape. Any 
creature within 90 feet of the creature must make a successful save 
vs. breath weapon or be engulfed by a cloud of steam. While this 

attack causes no damage, it blocks normal vision 

and infravision and allows the horror to make 

its escape. The magma horror is immune to 

all heat-based and fire-based attacks, but suffers 
double damage from all cold-based attacks. 
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Silt Horror 


Habitat/Society: The magma silt horror is a solitary creature. 
It meets in frequently for mating purposes. Once the process is 
complete, it parts ways. The horror sometimes moves within its 
domain from a geyser to a hot spring to a lava flow, but always 
remains in familiar territory. 


Ecology: As with all horrors, the magma silt horror is always ravenous 
and takes every opportunity to feed. This horror must feed at least 
once every six weeks or it begins to weaken. Sometimes this is a 
challenge, as the areas these creatures call home are not the types 
of places that many creatures frequent. 


Red Horror 
Psionics: +5, PSPs 25, MAC 10 


Powers: attraction, detect life, ESP, false sensory input, intellect 
fortress, psionic blast. repugnance 


The red silt horror is the most mobile of the horrors, able to propel 
itself across the surface of Athas using four tentacles that can 
support its weight. 

The red slit horror is one of the smaller horrors, measuring about 
12 feet long. The creature gets its name from the scarlet hue of its 


leathery hide. 


Combat: The red silt horror tries to lure prey to it using its psionic 
abilities. It uses either attraction or ESP to discover what the victim 
desires most. Once this desire is determined, the red silt horror 
uses false sensory input to create a complete sensory image of the 
desired object. 

Once the red horror lures the creature close, this aggressive 
creature launches its attack. Initially it attempts to hit the victim 
with its eight tentacles. If the horror exceeds its attack roll by four or 
more, the intended victim is entangled by one of the tentacles. Each 
round thereafter the ensnared creature receives damage at the rate of 
Id6 points per round. One to four of the victim’s limbs are rendered 
useless by the constricting tentacle. A victim can escape from a 
tentacle’s clutch by making a successful CMB check. A victim can 
also be released if the tentacle receives at least 6 points of damage. 
Attacks that miss against an entwined tentacle require an additional 
attack roll to see if the slit horror’s victim has been hit instead. 

On any round that a tentacle scores a hit, the red silt horror also 
receives a bite attack on the same opponent. This attack causes Id6 
points of damage and injects a poison. The victim must make a 
successful save vs. poison or be paralyzed for 3d6 rounds. A creature 
that has been entangled can receive a bite attack every round that 
it is caught in the horrors deadly embrace. 

If the red slit horror has only IO hit points remaining or loses 
four or more of its tentacles, it uses its air jet to create a cloud of 
silt or sand. Any creatures within 60 feet of the horror must make 
a successful save vs. breath weapon or be blinded for Id4 rounds. 
Such creatures must also make a Constitution check or begin 
sneezing and coughing for Id4 rounds. The horror cannot create 
this cloud in a mudflat. 


Habitat/Society: The red silt horror prefers to live in the Sea of Silt 
and stays there as long as it can maintain a regular diet. If traffic 
should slow to the point that the horror can’t feed itself, it moves to 
another silt basin, a mudflat, or even the desert. 


This journey is always made at night to limit the chances that it 
is seen and attacked. While on the surface, the red silt horror has 
a decreased movement of 6 per round. Also, its AC is lowered to 
12. Once a suitable lair is found, the red silt horror uses its air jet 
to dig into the ground where it awaits its next victim. 


Ecology: The red horror has a voracious appetite. It has been known 
to devour creatures twice its size, only to catch another creature 
hours later. Giants are the favoured food of the red silt horror. 


White Horror 


The white horror is the most common, and usually the largest, of the 
silt horrors. Its tentacles can grow up to 50° long, and it uses them 
to drag prey below the silt. 


Combat: The white horror lies in wait below the silt. It is very 
sensitive to the vibrations caused by beings moving through the silt. 
Because of this, it is very hard to surprise (+2 bonus to surprise 
rolls). It also lies very still, granting it an increased chance to surprise 
opponents. (-2 penalty to all opponents’ surprise rolls). 
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Silt Horror 


When an opponent gets in range, (50 or less), the white horror 
attacks with all of its tentacles. It will attack multiple targets, but 
only if they are all in range. The horror usually attacks as soon 
as a target gets in range, rather than waiting for a larger group to 
approach. On an attack roll that exceeds the required score to hit 
by 4 or more, the victim is held by a tentacle. A hit causes Id8 
points of damage. If the victim is held, he suffers an additional 1d8 
each succeeding round. The white horror also tries to drag the victim 
under the silt - a Strength check is required to resist this (assuming 
the character has firm footing or is anchored in some way) and a 
CMB check is required to escape the grasp of a tentacle. Otherwise, 
each tentacle takes IO points of damage before being severed. Blunt 
weapons do half damage, but can eventually crush a tentacle. The 
white horror does not usually fight to the death. 

On the rare occasions when a horror is losing a fight, it uses its 
air jet to escape. The horrors mouth is located next to the sensitive 
air sac, and is not used in combat. 

A white horror waits until its food has suffocated before it begins 
to feed. 


Habitat/Society: The white horror is found anywhere in silt basins 
and the Sea of Silt. They move very slowly, and usually don’t make 
the effort to pursue prey. They can sense vibrations in the silt up to 
3 miles away, and gradually move towards any regular wading path 
that is used. The white horror does not like the sun, and if it must 
move out of the silt (to crawl over a sunken wall, for instance) it 
prefers to wait for dark. 


Ecology: The white horror eats anything except other horrors. It is 
always hungry, and usually attacks anything that comes in range. It 
can exist for years on one meal, lying dormant underneath the silt. 
It lives about 40 years, usually mating only once in its life. This 
occurs only after a rain, and only if there is a male/female pair in 
the area. The female waits until she has found a new victim, and 
lays thousands of eggs in the body. These eventually hatch and jet 
off through the silt to begin eating. The white horror is said to be 
good eating by the few giants who have ever killed one. 

If a horror has tentacles severed, it can replace them at the rate 
of one per month. 
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Silt Runner 


CLIMATE/TERRAIN: 


Sea of Silt islands, Tablelands 


FREQUENCY: Common 
ORGANISATION: Tribe 
ACTIVITY CYCLE: Day 
DIET: Omnivore 
INTELLIGENCE: Low (5-7) 


TREASURE: 
ALIGNMENT: 


J, K (A) 
Chaotic Evil 


NO. APPEARING: 5-30 
ARMOUR CLASS: 13 
MOVEMENT: 48 

HIT DICE: 2 
ATTACK (CMB/CMD: +2 (+1/11) 
NO. OF ATTACKS: 3 or I 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


1d3/1d3/Id6 or by weapon 
Nil 
Nil 


MAGIC RESISTANCE: 


SIZE: 
MORALE: 
XP VALUE: 


PSIONICS: 


Powers: combat mind, radial navigation, scrying, synesthete, 


thought shield 


Nil 
S (3-4 tall) 
Average (8-10) 


35 
Guard: 65 
Leader: 120 


+2, PSPs 24, MAC 10 


These small lizard-like men live the life of raiders, although 
occasionally a lair will be found. Silt runners move very quickly and 
have broad, flat feet. They can even run across silt for short stretches. 
They hate elves with a passion; an entire raiding party of silt runners 
may turn aside from a caravan to attack a lone elf. 

Silt runners are small, green, scaled, and ugly. They have 
protruding snouts filled with sharp teeth. Silt runners wear little or 
no clothing. What they do wear is usually more of a trophy than 
any covering for the sake of modesty or protection. 

Silt runners speak a tribal language, and 35% speak common. 


Combat: Silt runners use two basic tactics. The first is ambush. The 
second is to overrun an opponent using wave tactics. Silt runners 
never attack unless they outnumber the foe by at least three to one. 

Silt runners have hard scales and are able to attack with their 
claws and teeth. Each claw hits for Id3 damage, and their teeth do 
1d6 damage. Silt runners also carry weapons, if they can steal them: 


IdIO Weapon 

I-5 No weapons 

6 Blowgun and wooden or bone dagger 
7-8 Sling and wooden club 

9 Wooden or bone spear 

0 Bone or wooden dagger 
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Leaders often (50%) are armed with a wooden long sword or short 
bow, and guards carry wooden or bone hand axes or short swords. 
Leaders and guards often carry wooden or other types of shields. 

Silt runners use their natural speed and combat mind to gain 
surprise, appearing over a dune and attacking with startling speed. 
They try to overrun the party before spells can be cast. In such a 
situation, opponents have a -3 penalty to their surprise rolls. 

Silt runners break off combat if enough are brought down that 
they outnumber their opponents by less than two to one. 


Habitat/Society: Silt runners are tribal, living in lairs of up to 200 
individuals based on islands near the shores of the Sea of Silt or 
in a remote oasis. Silt runners consider elf a delicacy, and always 
attack any elves first. Their natural speed usually makes this easy. 
Silt runners often inhabit the same types of islands as giants. 
Giants are usually left alone by silt runners (who know when they 
are overmatched). The giants view these creatures as pests or vermin, 
overrunning, their homes. Unfortunately, they are too fast to swat. 
A silt runner band always has a leader, the largest of the tribe, 
growing, some five feet tall. If more than IO are encountered, the 
leader has two guards. If more than 20 are encountered, an additional 
1d4 guards are present. Leaders have 4 HD, thick scales, and a 
shield, giving them AC 15. Guards are 3 HD and carry shields, 
giving them Ac 14. In their lair, there are d20+10 guards and 2d4 
leaders. The chieftain has maximum hit points and 10% of the time 
carries a metal weapon — a rusty short sword or pitted battle axe. 


Ecology: They can eat almost anything, although they always prefer 
elf if they can get it. Silt runners reproduce by laying eggs, and only 
the leaders are allowed to breed. 
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Silt Spawn 


CLIMATE/TERRAIN: Sea of Silt 
FREQUENCY: Uncommon 
ACTIVITY CYCLE: Day 
DIET: Carnivore 
INTELLIGENCE: Animal (1) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: 2-12 
ARMOUR CLASS: 
MOVEMENT: Sw 15 
HIT DICE: 2 
ATTACK (CMB/CMD: +2 (+2/12) 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: Id8 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENCES: Nil 
MAGIC RESISTANCE: Nil 

SIZE: M (4 long) 
MORALE: Steady (12) 
XP VALUE: 65 
PSIONICS: Nil, MAC 13 


Silt spawn are the young of silt horrors. Spawn are born with random 
colours and only with maturity does their final colouration emerge. 
They only remotely resemble the horrors they will become. 

Silt spawn have tentacles and teeth, like adult, but are flatter, 
less bulbous. They keep this shape until they are I0 feet long, then 
start to take on the characteristics that differentiate them as adults. 


Combat: When aroused, a clutch gauges their prey's strength before 
attacking. They attack with a bite (Id8) as their tentacles are too 
small. They concentrate on a single target, hoping to drag it under 
the silt where the entire clutch can share in the feast. Because spawn 
move quietly, opponents receive a -2 penalty to all surprise rolls. 

If more than two spawn bite a character in the same round, the 
victim must make a Strength check or be dragged a number of feet 
into the silt equal to the number of silt spawn that bit him. 


Habitat/Society: Silt spawn live in ruins or rocky sanctuaries 
beneath the silt where larger creatures can’t get at them. When they 
sense prey, they quietly move tow the surface and wait in ambush. 

Silt spawn live in clutches of 2d6 creatures, working together to 
capture prey. Many of the techniques they learn to use in the clutch 
serve them well in adulthood. Once they are grown, silt horrors use 
their tentacles to grab prey instead of relying on clutchmates. 

Silt spawn are tasty and giants seek them out as a delicacy. For 
this reason, and because of their size, spawn are faster than adults. 
They “fly” through silt by employing powerful body muscles and 
their shorter tentacles to produce movement. 


A silt horror lingers near silt-covered ruins and reefs to give birth. 
After an adult gives birth, the spawn take refuge in the ruins or reefs 
to avoid their parent. A silt horror has no love for its spawn, and will 
try to eat its young, Once enough have escaped the horror, it returns 
to the deep silt. The spawn remain in the protected area until they 
reach a size that makes them less likely targets of adult horrors. 

A clutch is usually made up of the offspring of a single horror. 
Sometimes two or more horrors give birth in the same area at 
approximately the same time. In this case, the spawn seek each other 
out and form a massive clutch. They lose this companionship when 
they reach adulthood, growing independent as they mature. 


Ecology: Silt spawn live in clutches until they are too big to fit in 
the shallow silt. Then they move out into the depths of the Silt Sea. 
Though different coloured horrors prey on each other, silt priests 
claim that those that are raised in the same clutch - even if they 
are of different species - will not. Perhaps this is due to some scent 
or other natural phenomenon native to their breeding beds. 

Silt spawn are also hunted because their skin can be used to 
make waterproof sacks. Giants make waterskins and sacks out of the 
spawn - after hollowing them out and removing the tasty meat first. 

The draxia weed that grows on Silt Sea islands can be turned 
into an ointment that repels spawn and irritates silt horrors. When 
rubbed on the skin, its smell lasts for two hours, during which time 
silt spawn will not come within I0 feet. Silt horrors don’t like the 
smell but can ignore it. There is a 60% chance that the ointment 
infuriates a silt horror, causing it to attack anyone smelling of draxia. 
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Silt Weird 


CLIMATE/TERRAIN: Sea of Silt, Silt Basins 
FREQUENCY: Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 

DIET: Carnivore 
INTELLIGENCE: Highly (13-14) 
TREASURE: None 
ALIGNMENT: Chaotic Evil 
NO. APPEARING: I 

ARMOUR CLASS: 18 
MOVEMENT: 18 

HIT DICE: 8+4 


ATTACK (CMB/CMD: +9 (+13/23) 
NO. OF ATTACKS: I 


DAMAGE/ATTACK: Nil 

SPECIAL ATTACKS: Suffocation 

SPECIAL DEFENCES: See below 

MAGIC RESISTANCE: Nil 

SIZE: G (30 long) 

MORALE: Fearless (20) 

XP VALUE: 2,000 

PSIONICS: +10, PSPs 160, MAC 14 


Powers: ego whip, intellect fortress, psionic blast, thought shield 


Believed to have been birthed in the paraelemental plane of silt, 
the silt weird is a formidable foe of all living creatures. It forms in 
but a single round from the silt it inhabits. Although it usually 
takes the shape of a large serpent, it also can form into a vaguely 
humanoid figure; this has caused it to be confused with a true earth 
elemental. The creature has been known to use humanoid shapes to 
lure travellers to their deaths. 


Combat: After forming into a serpentine or humanoid shape, the 
silt weird begins a psionic assault. If these attacks are not enough 
to finish off the potential meal, the monster next physically lashes 
out. Any creature struck must make a successful saving, throw versus 
paralysation or be pulled into the silt and hold their breath or risk 
drowning. 

Silt weirds have a special ability which gives them a 50% chance 
to control any earth elemental within 120 yards. Weirds with earth 
elementals will use these elementals to fight for them, while they 
remain safe and devour the energy of those who die. 

Edged and piercing weapons have no effect on silt weirds; the 
blades pass harmlessly through the silt. Blunt weapons inflict half 
damage. Cold-based spells have no effect, and fire-based spells inflict 
only half damage. The silt weird is immune to all poisons and gasses. 
A transmute sand to stone spell transforms the weird into a 16-Hit 
Die earth elemental. Transmute rock to mud instantly kills a weird. 
Reducing a silt weird to 0 hit points merely disperses the creature's 
physical matter; it will reform at full strength in Id6 rounds. 


Habitat/Society: The silt weird is a solitary creature that wanders 
the Sea of Silt and the inland silt basins hunting for prey. Since the 
weird’s corporeal body is formed from the silt in which it lives, it is 


unable to travel over land. It is therefore confined to attacking only 
those creatures that pass within its reach (30 feet). 

Silt weirds avoid contact with others of their own kind. The 
creatures view each other as competition for food and have been 
known to battle futilely over a section of silt. These fights end in 
stalemates, as the weirds cannot harm each other. However, one of 
the weirds eventually goes its own way in search of uncontested food. 
It is rare to find more than one silt weird in a 10-mile square radius. 


Ecology: The silt weird derives its nourishment by absorbing the 
escaping life force of its suffocating victim. The monster finds 
conditions on Athas much to its liking, and it thrives in the harsh 
environment. It is rumoured that the border between the silt weird’s 
home and the Prime Material Plan is tenuous and continually 
shifting. This enables silt weirds and other denizens of that plane 
to enter Athas easily. 
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Sink Worm 


CLIMATE/TERRAIN: 


Sea of Silt, Sandy Wastes 


FREQUENCY: Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Day 
DIET: Carnivore 


INTELLIGENCE: 


Animal (1) 


TREASURE: 
ALIGNMENT: 


Q 
Neutral 


NO. APPEARING: I 
ARMOUR CLASS: 14 
MOVEMENT: 12, Br I8 
HIT DICE: 14 


ATTACK (CMB/CMD: 


NO. OF ATTACKS: 


+14 (420/30) 
I 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


2d12 
Swallow whole 


Phasing 


MAGIC RESISTANCE: 


SIZE: 
MORALE: 
XP VALUE: 
PSIONICS: 


Nil 

G (50 long) 
Steady (11-12) 
7,000 

Nil, MAC 13 


The sink worm is a huge white worm that travels beneath the sand 
or silt, leaving a depression in the surface behind it. In spite of this 
warning sign, few prey escape once the worm begins hunting them. 
A sink worm is a huge creature stretching fully 50 or more feet. It 
is a pale white, looking like a long giant maggot. The huge maw is 
capable of swallowing Medium creatures with a single gulp. 


Combat: The sink worm travels through the sand until it is 
underneath its prey. It then bursts out of the sand or silt and tries 
to swallow its victim. Unsuspecting adventurers have been swallowed 
before they realized they were under attack. The sink worm attacks 
with its huge mouth, which is lined with sword-like teeth. Its bite 
causes 2d12 damage. If the worm’s attack roll is 4 or more greater 
than the necessary roll, it has swallowed its prey. The mouth is only 
about seven feet across; prey larger than that can’t be swallowed. 

The sink worm moves very silently, partly due to its ability 
to “phase” through the sand and rock. It has very sharp senses 
and is seldom surprised, receiving a +I bonus to its surprise roll. 
Opponents receive a normal surprise roll. Success means that they 
have noticed the sunken trail in the sand or silt when the worm is 
Id6xI0 yards away. In silt, the trail can be seen farther off; the range 
for noticing it increases to 2d6xI0 yards. The sink worm can feel 
the vibrations of someone walking on sand or wading through silt. 
The range of detection is 120 yards on sand and 90 yards in silt. 

If the sink worm successfully swallows an opponent, it dives below 
the surface, where it chews the victim, doing an automatic 2dI2 
damage per round. 


- exe Y. 


If prey remains nearby, it will return for another snack after it 
chews up the first one. Swallowed victims may attack from within the 
worm with Small weapons, provided they were already hand. Attacks 
and damage rolls are at a -I penalty, cumulative per round. Two 
rounds after the victim reaches zero hit points, he is unrecoverable. 

The sink worm has a unique method of travel. If it meets a rocky 
outcropping, it phases past it. It can phase no more than 90 feet. If 
this would leave it encased in rock, the phase does not work. A sink 
worm will not phase above ground since it is slower there. It may 
phase ahead of a victim, especially if it is very hungry. 

If a sink worm is hurt, it phases into the ground, although it 
cannot do this with a victim in its mouth. It takes two rounds for 
the sink worm to disappear beneath a sandy surface, but only one to 
dive under the silt. A sink worm may abandon its victim in favour 
of escape if it has lost over 50% of its total hit points. 


Habitat/Society: The sink worm is solitary, meeting with other sink 
worms to mate once every three years. Hatchlings are left to fend 
for themselves; most turn cannibal. The strongest survive to burrow 
away. The eggs are buried at least IO feet deep. 

Sink worms eat nearly anything. A sink worm needs at least one 
Medium victim per day, so they are very aggressive hunters. 


Ecology: The sink worm sucks sand and silt through its body, 
filtering out air with its gills in order to breathe. This causes the 
depression in the surface under which the sink worm passes. The 
worm is especially sensitive to the vibrations of movement over sand. 
Sinkworm “gills” are a curiosity among sages, so a sinkworm 
egg would be worth whatever the owner asked for it. However, the 
difficulty in locating the eggs makes this nearly impossible. 
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Sitak 


CLIMATE/TERRAIN: Forest, Jungle 
FREQUENCY: Very Rare 
ORGANISATION: Flock 
ACTIVITY CYCLE: Night 

DIET: Omnivore 


INTELLIGENCE: Animal (I) - see below 
TREASURE: Nil 

ALIGNMENT: Neutral 

NO. APPEARING: I-12 

ARMOUR CLASS: 12 

MOVEMENT: 2, Fl 18 (©) 

HIT DICE: I-3 hit points 
ATTACK (CMB/CMD: +0 (+0/8) 

NO. OF ATTACKS: 2 
DAMAGE/ATTACK: I hit point 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: T (T long) 
MORALE: Unreliable (2-4) - see below 
XP VALUE: 15 

PSIONICS: +I, PSPs 5, MAC 12 


Powers: mindlink 


The sitak is a forest bird. Its bears a close relation to the parrot and 
cockatoo (both of which also exist on Athas), evident in its curved 
beak, talons, and bright feathers, as well as its gift for mimicry. 
However, the sitak imitates sounds telepathically, not audibly. 

Sitak colouring varies across the spectrum. Many are bright green 
or red with yellow throats, but light blue, gray, white, and black 
varieties are almost as common. Feathers grow in a spiky crest atop 
the head, and observers may mistake a white sitak for a cockatoo 
until it begins chattering psionically. 

The sitak has the psionic ability mindlink, though in a unique 
and limited form. It pays no PSP cost for using this power, but it 
works line-of-sight only, and the sitak has poor vision beyond 30’. 
Any resistance by the target automatically breaks contact, and the 
bird cannot contact life forms lower than birds. 

The sitak’s mindlink does not cross language barriers, because it 
is simply mimicking sounds it does not understand. (However, see 


below.) 


Combat: Sitaks frighten easily and seldom attack unless cornered. 
The sitak strikes first with its talons, then its beak, doing I hp 
damage with each successful attack. It instinctively strikes for an 
opponent's eyes. If the sitak succeeds in a strike with a natural 
attack roll of 20, it has hit the victim’s eyes (if they are unprotected), 
blinding the victim for 2dI0 rounds. 

A pet sitak defending its owner, or a parent defending its nest, 
has a morale score of 12. 
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Habitat/Society: Sitaks make good pets. If kept in isolation, they go 
mad, but otherwise are loyal (if demanding) companions. Wild sitaks 
have animal intelligence, but training from hatching can increase 
this to Semi (2-4). The pet learns the word for “food” quickly and 
up to 20 other words such as “no”, “danger”, animal names, etc. 

Trained sitaks can relay mindlink communication between two 
people telepathically. This silent dialogue works like the mindlink 
ability, except that it cannot cross language barriers. The bird cannot 
handle more than two voices at a time, and quickly tires - especially 
when hungry or quarrelsome, as it usually is. 


Ecology: Sitaks are thought to mate for life. The female lays one egg 
a year, in a huge nest far larger than one would think necessary. A 
communal sitak nest may house several pairs in different “rooms”, 
which can be large enough to harbour a halfling or dwarf. 

Few predators attack sitaks; their flesh is foul and stringy and 
they are prone to disease and parasites. “Sitak fever” can be passed 
to humans and demihumans who fail a Constitution check. It 
resembles severe influenza, and it can recur in one-week episodes 
indefinitely whenever the victim enters a forest or jungle habitat. A 
cure disease spell removes the sitak fever permanently. 

Sitaks live throughout the Forest Ridge and (in smaller numbers) 
the Crescent Forest. For some tribes of halflings, sitaks represent bad 
luck; explorers with pet sitaks suffer a -6 penalty to reaction rolls by 
halflings. Other tribes regard sitaks as harmless, but few take them 
for pets and none for food. 

Nibenese hunters prize sitak feathers, and have hunted the bird 
almost to extinction in the Crescent Forest. Nibenese merchants pay 
I-3 cp per crest feather. In contrast, Gulg’s hunters value sitaks as 
pets, and they regard killing a sitak as an omen of bad luck. 
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CLIMATE/TERRAIN: The Last Sea 
FREQUENCY: Common 
ORGANISATION: Flock 
ACTIVITY CYCLE: Day 

DIET: Carnivore 
INTELLIGENCE: Semi (2) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: I-6 
ARMOUR CLASS: 15 
MOVEMENT: 3, Fl 30 (B), Sw 24 
HIT DICE: I+I 
ATTACK (CMB/CMD: +I (+1/I1) 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: 1d4 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: M (5-6 wingspan) 
MORALE: Steady (12) 
XP VALUE: 65 
PSIONICS: Nil, MAC II 


A skyfish is a special kind of amphibious creature that has the 
ability to survive both far below and high above the waves of 
Marnita, the Last Sea of Athas. These creatures look like silvery 
sea bass with large bat-like wings covered with scales instead of 
feathers. Their mouths end not in a beak but a ferocious set of teeth 
suitable for picking up and rending the smaller fish off of which 
they typically live. 

The arches of the wings of a skyfish end in tiny claws which the 
animal can use to grip things while not using its wings for flying. 
When in the water, it folds these wings in close to itself so that it 
can swim with little resistance. To fly, a skyfish simply leaps out of 
the water and into the air and spreads its wings wide. It can remain 
airborne indefinitely. 


Combat: Skyfish rarely hunt in packs, preferring to take after their 
prey on their own. They like to circle high above the waves until 
they spot a smaller fish swimming, near the surface. Then they dart 
in and carry the creature into the air, holding it in their mouth until 
it dies in the open air. Then they take the creature back into the 
water where they can finish their meal. 

Skyfish will only bother people if the people are already bothering 
them. This happens occasionally when a fisher manages to catch one 
of these creatures on a line baited for other game. If the fisher can 
manage to reel the skyfish in, he is in for a tasty treat. Skyfish are 
considered to be one of the finest delicacies in Saragar. But to land 
his catch, the fisher is in for something of a battle - skyfish do not 
accept the hook or the net. 


Habitat/Society: Skyfish mate for life. They lay large, birdlike eggs, 
which they keep protected in underwater nests until hatched. While 
there are eggs or young to be protected, one of the parents stays with 
the precious things while the other hunts for food for the family. 
Skyfish usually hunt alone, but they have been known to band into 
flocks to take down large prey. 


Ecology: The skyfish seems to have the best of both worlds. Since 
the creatures can breathe both air and water equally well, they can 
escape predators that are based solely in either element. For this 
reason, the skyfish population is always high. Were it not for the 
fact that the people of the Last Sea hunt these creatures for their 
tasty flesh, they might have literally overrun the entire valley. As it 
is, a canny fisher rarely has to wait long to find a skyfish in one of 
his nets. 
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Slig 


CLIMATE/TERRAIN: Arm land 
FREQUENCY: Uncommon 
ORGANISATION: War band 
ACTIVITY CYCLE: Any 

DIET: Carnivore 
INTELLIGENCE: Average (8-10) 
TREASURE: Varies 
ALIGNMENT: Any neutral 
NO. APPEARING: 5-30 
ARMOUR CLASS: 14 
MOVEMENT: 12 

HIT DICE: 4+] 
ATTACK (CMB/CMD: +4 (+6/16) 


NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 


I or by weapon 
Id3 or by weapon +I 
Combat telepathy 


SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: L (7 tall) 
MORALE: Champion (15-16) 
XP VALUE: 420 

PSIONICS: Nil, MAC 15 


Sligs are wide-jawed humanoids of the desert wilderness. Male sligs 
are tall and muscular, standing seven feet tall and weighing more 
than 300 pounds. Their skin colour varies from a sickly white to 
tan and deep brown. Long red or auburn hair grows on their heads, 
forearms, and thighs, and sometimes on the back and rump as well. 
This hair is sometimes braided but more often left long. They have 
no ability to store fat in their bodies, so are especially lean. 

Sligs seldom stand to their full height, instead adopting a hunched 
posture that allows their arms to assist in locomotion. Their arms 
and legs are extremely powerful. Their hands have a thumb and 
three very long fingers, tipped with blunt black claws. Their heads 
are tapered at the top giving way to a wide, but not protruding jaw. 
Their teeth are nasty, broken, and yellow, and are always displayed 
in a maniacal grin. Their eyes vary in colour from black to silver 
beneath thick ridges. Female sligs are similar in appearance, but 
smaller, standing about 5 feet tall. Their hair is always braided, and 
their skin colour is light, usually white or tan. All sligs wear clothing 
made from animal skins and leather and carry their possessions in 
pouches. Different clothing denotes rank within the war band. 

Sligs have a spoken language, but the number of concepts and 
words is limited to the essential concepts of their simple existence. 
Humans can learn slig speech, though no slig has ever done the 
reverse. There is no written version of the slig language. To facilitate 
the hunt and kill, male sligs have a telepathic communication. The 
telepathy is instinctive, restricted to necessary communication about 
the hunt and formation attacks and it cannot be used to send or 
receive any other messages. 
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Combat: Sligs are individually impressive, but not invincible. What 
makes them particularly formidable is their ability to attack in 
concert with one another, seeking out new and interesting ways to 
corner and kill their prey. Those appearing in any encounter are a 
war band of males. Females and young are found only in the lair. 
Females flee with their young when discovered and never fight. 

Sligs fight with bone swords or wooden spears tipped with bone 
or chitin points. Either weapon inflicts Id8 points of damage plus I 
point because of the great strength of the attacking slig. When they 
have no weapons, sligs can also attack with their bite. The wide row 
of front teeth inflict Id3 points of damage. 

Sligs also have an instinctive ability to fight in small formations, 
using telepathic talents to make the group more effective than the 
individuals. A slig formation consists of five sligs - two armed with 
swords, three armed with spears. The sword-armed sligs stand close 
in the front rank, while the spear-bearing sligs take up the back. The 
two outer spearbearers can attack to either side of the front rank 
sligs, while the centre one attacks between them. The slig telepathy 
allows them to move without breaking the formation and lets them 
wield their weapons in such a rhythm that they never interfere with 
one another. All five sligs in a formation can attack any creature 
that either of the front rank sword-armed sligs can attack. If any 
of the sligs fall in combat, others can fill in the gaps. These sligs 
can attack without penalty in the round they join the formation. 
Sligs can also combine formations to attack a single target or use 
multiple formations or individual warriors to protect the flanks of 
those in combat. 
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Slig 


Sligs also employ a number of unique tactics to best defeat their 
prey, especially prey that is ultimately stronger than they are. This is 
not a complete list of slig tactics. Sligs pride themselves in devising 
new tactics, and such are the exclusive conversations around slig 
campfires. 

Baiting: Sligs are clever enough to know what adventurers want 
— treasure, metal, and even the mundane such as water or food. 
They have been known to move ahead of traveling adventurers to 
set up obvious caches of such items just to catch them off their 
guard. These caches are most often set into ditches or ravines so the 
slig can surround from above, gaining the obvious height advantage. 
The cache can be as simple as a half-buried barrel or crate or as 
elaborate as the mock wreckage of an ambushed caravan, complete 
with slain animals and smouldering wagons. 

Kidnapping/Theft: Sligs also know of something more tempting 
than an item never possessed, and that is something a traveller 
has lost. Sligs set up complicated schemes to sneak into camps 
to snatch valuables or even unwitting prisoners, then beat a hasty 
retreat, leaving an easy-to-follow trail. Again, they lead the pursuers 
to a remote point where they can take advantage of the terrain in 
combat, such as to rocky badlands or deep wadis. There is little 
hope for prisoners taken by sligs unless the pursuers can catch up 
to them in time. 

Track Ambush: When no travellers readily present themselves, 
sligs entrench along a common track and wait. Sligs dig their own 
separate holes, barely large enough to get into with their weapons, 
then their fellows cover it with a hide stretched over a frame. The 
hide is camouflaged with sand, rocks, and scrub and the sligs wait 
patiently for passers-by. The ambushers use their combat telepathy 
to launch the assault silently, yet simultaneously. The sligs between 
Urik and Raam were so successful that the merchant houses there, 
Stel and Me, puta bounty on them to clear them from the area. 
Many coins later, sligs are as plentiful as ever across the Great 


Alluvial Sand Wastes. 


Habitat/Society: The war band is leaderless. There is no hierarchy 
among the warriors. The natural telepathy gives the sligs more 
cohesion and “leadership” than any chieftain could provide. Tactics 
are instantly conceived and executed by the collective group of 
warriors. Slig warriors within the band keep track of major kills using 
ritual scarring along the forearms and calves, but individual success 
merely dictates mating rights, not leadership, during the hunt. 

Unlike most creatures of the sand wastes, sligs are actually sedentary 
monsters, preparing permanent homes from which they deploy their 
war bands. They are very adaptable to their terrain, taking advantage 
of the best of the local features to create a permanent, safe living 
environment. Sligs in the rocky badlands, for instance, pile stones 
and slabs beneath natural outcroppings to form the basis of their 
dwellings. Their architecture is crude and they have no bonding 
materials such as cement, but such lairs are sturdy and present 
formidable defences. Sligs nearer to the mountains most often seek 
out caves that they widen and expand for their own uses. Slig miners 
seek out metal digging tools among their victims. 


The slig family unit is everchanging. Slig females take mates 
three times per year and each time with a different male based on 
his most recent performance on the hunt. This way, consistently 
good hunters get the opportunity to father more children than less 
successful ones. Slig communities are not given to cooperating with 
one another, and it is extremely rare that a slig from one community 
can gain acceptance into another. 

When not hunting, slig males are also crude craftsmen. They use 
available materials to fashion their weapons, the spears and swords 
of the attack formations, hewing them from stone or bone depending 
on what is available. Sligs use every bit of their kills, including the 
hides. From them they create leather harnesses and pouches, shelters, 
and blankets. By human or dwarven standards, slig craftsmanship is 
primitive, but it provides them with the tools they need to survive. 
They supplement their own tools with those they take from their 
victims. Sligs never leave anything valuable at the site of the kill 
unless they are forced to retreat. A slig warrior likely has some item 
taken from another, more technological race. 


Ecology: Slig females mate three times per year. Gestation takes 
three months, after which she gives birth to a single child. Twins 
and triplets are also possible, with roughly the frequency common to 
human births. The young mature quickly, growing to self sufficiency 
within the community in just six months and then to full maturity 
in just one year. To achieve this growth slig children eat ravenously 
of the kills brought back by the hunters. The saying “sligging down” 
one’s meal comes from the few who have witnessed the inside of a 
slig community and lived to tell about it. 

Sligs cannot naturally store fat within their own bodies, so they 
must feed constantly. The hunt follows a thrice daily cycle - the 
dawn hunt, the midday hunt, and the midnight hunt. Kills are 
taken immediately to the community where females and children are 
allowed to dine first, followed by the hunters. A slig that doesn’t get 
nourishment for three days will die of starvation. But sligs have a 
natural ability to recycle their bodily fluids, so need surprisingly little 
water considering their environment and activity level. 

Alchemists have noted the pseudopsionic nature of the slig 
telepathy and seek specimens with which to experiment. It is believed 
that slig blood or marrow is actually a stimulant to psionic activity, 
but these are just old wives’ tales. Serious attempts by alchemists 
to prove them right, however, have made sligs quite valuable. Some 
in Raam and Balic have offered as much as 20 cp for a live slig. 
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Slimahacc 


CLIMATE/TERRAIN: Any desert 
FREQUENCY: Rare 
ORGANISATION: Solitary or mated pair 
ACTIVITY CYCLE: Day 
DIET: Omnivore 
INTELLIGENCE: Animal (1) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: Ior2 
ARMOUR CLASS: 18 
MOVEMENT: 15, Br 9 
HIT DICE: 16 


ATTACK (CMB/CMD: +16 (423/33) 
NO. OF ATTACKS: I 


DAMAGE/ATTACK: 3d8 

SPECIAL ATTACKS: Constrict, swallow whole 
SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: G (40 long) 
MORALE: Steady (11-12) 

XP VALUE: 7,000 

PSIONICS: Nil, MAC 12 


Slimahaccs are a sinuous species of reptile with uncertain heritage. 
They are also sometimes known as sand drakes, but it is unknown 
if they are truly related to drakes or are instead some sort of native 
reptilian or wyrm offshoot. They roam the deserts, using stealth and 
speed to overrun and devour their prey. 

A slimahacc is an extremely long serpentine creature with orange 
hide, a bony maw, and long, hollow, horn-like protrusions sweeping 
back and outward from the top of its scalp. 


Combat: Slimahaccs normally attack only for food, and after a full 
meal they must rest for 2 days to digest. They need the equivalent 
of 2 Large creatures every third day, or I Large creature every day 
if eating on the run (a technique that avoids torpor). If cornered or 
trained, they will fight larger opponents but shun these otherwise, 
preferring to seek refuge beneath the sand and wait for the threat 
to pass. 

A slimahacc can bite for 3d8 damage. On a successful CMB 
check, the slimahacc can pin a target in its jaws - a CMB check it 
required by the victim to escape. The round after pinning a target 
in its jaws, the slimahacc can swallow them whole. 

A swallowed creature takes 248 damage per round from the 
slimahacc’s grinding innards and stomach acids. The victim can cut 
their way out with a size S slashing or piercing weapon by dealing 
20 points of damage to the slimahacc. 

After eating more than one Large creature (or the equivalent), 
the slimahacc enters a torpor, giving it a -4 penalty to attack rolls 
and saving throws. 


Habitat/Society: Pterrans sometimes domesticate slimahaccs as 
mounts or beasts of burden. While the riding position directly 
behind their head and an additional 10 feet of the back are relatively 
safe, cargo and passengers further down their back are occasionally 


mistaken for parasites and casually removed by the slimahacc. 

A light load for a slimahacc is up to 1,800 pounds; a medium 
load is up to 3,700, and a heavy load up to 5,600 pounds. A 
slimahace can carry no more than 10,000 pounds. 

In the wild, slimahaccs lead solitary lives hunting and sleeping. 
They burrow under the loose matter to a depth of about 2 feet to 
avoid both the heat of the day and any predators. 

While burrowing, slimahaccs can detect the presence and 
movement of other creatures with a range of 30 ft. Above ground, 
the slimahacc’s hearing is extremely acute. The horn-like scalp 
protrusions are actually powerful aural amplifiers whose wide degree 
of separation allows the slimahacc to triangulate the source of any 
sound that it can hear. It is not unusual for pterran riders to 
psionically link their hearing to the slimahacc they are riding in 
order to augment their hunting and defensive abilities. 


Ecology: Although rarely available for sale, a trained slimahacc will 
sell for as much as 4,000 ceramic pieces, ten times the price of a 
war crodlu. 

Slimahacc eggs are relatively rare and fetch a market price of 200 
cp as a culinary delicacy. The horns of a slimahacc are actually 
composed of strong, hollow bone, and sections are sometimes used 
in constructing datchi clubs and inix yokes. Slimahacc meat is 
edible, though tough and muddy tasting. 
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Tyrian Dagolar 
CLIMATE/TERRAIN: Subterranean, Subterranean 

Mud Flats 
FREQUENCY: Uncommon Uncommon 
ORGANISATION: Solitary Solitary 
ACTIVITY CYCLE: Any Any 
DIET: Omnivore Carnivore 
INTELLIGENCE: Non (0) Animal (I) 
TREASURE: Nil Nil 
ALIGNMENT: Neutral Neutral (Evil) 
NO. APPEARING: I-3 I-3 
ARMOUR CLASS: 18 18 
MOVEMENT: 9 6 
HIT DICE: 5 7 
ATTACK (CMB/CMD: +5 (+5/15) +7 (+7/17) 
NO. OF ATTACKS: I I 
DAMAGE/ATTACK: 2d6 2d6 
SPECIAL ATTACKS: Secretions See below 
SPECIAL DEFENCES: Immunities Immunities 
MAGIC RESISTANCE: Nil Nil 
SIZE: M (4-0) M (4-67) 
MORALE: Average (10) Average (10) 
XP VALUE: 2,000 7,000 
PSIONICS: Nil, MAC 10 See below 


The Tyrian slime is an ooze-like creature that dwells in the Athasian 
underdark. It is largely composed of bluish green amoeba-like cells 
that allow it to seep through subterranean areas. Tyrian slimes can 
ooze beneath door cracks and move about the ceilings and walls. 
This allows them to drop on unsuspecting prey. 


Combat: When Tyrian slimes attack, they envelop their prey 
and dissolve it. A Tyrian slime has two types of secretions. The 
first is a fast-drying, sticky substance that entangles its prey into 
motionlessness. This secretion is the slime’s usual first attack. This 
secretion acts like a web spell but affects one target rather than an 
area. The victim must make a saving throw versus breath weapon. 
A successful save indicates that the victim has dodged the spray, 
while failure indicates that the victim is entangled and cannot move. 

The second secretion is a highly corrosive acid. This acidic 
secretion dissolves metal at a surprising rate (chain mail in two 
rounds, plate mail in three; and magical armour adds one additional 
round per plus). The acid is also caustic to flesh and bone. Bone is 
dissolved on contact and exposed flesh suffers 2d6 damage per hit. 

A Tyrian slime is immune to piercing and bludgeoning weapons, 
and to fire and acid. 


Habitat/Society: The Tyrian slime is a solitary, asexual creature. It 
reproduces by dividing itself and is occasionally encountered with its 
own divided offspring. The Tyrian slime lives to eat and reproduce. 


Ecology: Dissolving all types of carrion and refuse, the Tyrian slime 


is sometimes tolerated as a sort of groundskeeper. Because of its 
instinctual reactions, the Tyrian slime occasionally manages to catch 
would-be feeders off-guard, and attacks them. 


Dagolar Slimes 


Psionics: +7, PSPs 60, MAC 15 
Powers: ego whip, mind blank, psionic blast, psychic crush 


Dagolar slimes are Tyrian slimes genetically altered by the evil 
psionicist, Dagolar. Dagolar slimes are green with red highlights. In 
the middle of a Dagolar slime rests a humanoid brain. 


Combat: When a Dagolar slime attacks, it envelops the head of its 
prey and dissolves away the skull to get at the brain. It can produce 
the same secretions as a Tyrian slime. As if the secretions weren't 
enough, a Dagolar slime also has limited psionic attack abilities. 
A Dagolar slime is immune to bludgeoning and piercing weapons. 


Habitat/Society: Dagolar slimes are solitary, asexual creatures. 
Reproduction happens when a Dagolar slime encounters a victim 
with an especially active brain pattern (ie, a psionicist). Once the 
victim is incapacitated, the slime removes their brain, divides its 
slime body, and transplants the brain into its new offspring. 


Ecology: Dagolar slimes pose a threat to all intelligent creatures and, 
as such, are usually killed when encountered. 
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Sloth 


CLIMATE/TERRAIN: Forest Ridge 
FREQUENCY: Uncorinion 
ORGANISATION: Fant 
ACTIVITY CYCLE: Night 
DIET: Carnivore 
INTELLIGENCE: Animal (1) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: 1-4 
ARMOUR CLASS: 15 
MOVEMENT: 24 

HIT DICE: II 


ATTACK (CMB/CMD: 


NO. OF ATTACKS: 


+II (415/25) 
3 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


2d4/2d4/2d10 
Surprise 


Poison resistance 


MAGIC RESISTANCE: 


Nil 


SIZE: L (8° long) 
MORALE: Average (8-10) 
XP VALUE: 2,000 
PSIONICS: Nil, MAC 12 


The Athasian sloth is fast, cunning, and bloodthirsty. A family of 
sloths can eat a whole halfling village in one night and is usually 
not afraid to try. 

The Athasian sloth is a large creature with brown fur. It usually 
has light tan and brown, or light grey and green spots making it 
easy for the sloth to blend in with the foliage of the Forest Ridge. 

Athasian sloths make no sounds that anyone else can hear. 
Despite this, they seem to communicate very well with each other, 
making well-coordinated attacks. 


Combat: When in its native forest, the sloth forces a -3 penalty on 
their opponents’ surprise rolls, due to its excellent natural camouflage. 
A sloth attacks with two sets of curved talons (2d4 damage) and 
a vicious bite (2d10 damage). If the bite hits with a natural 18 or 
better, the sloth has sunk its teeth into its prey and hangs on, doing 
an additional IdIO of damage per round. When it has sunk its 
teeth into its prey, the claws receive an attack roll bonus of +4. An 
Athasian sloth will only release its prey when it is seriously damaged 
(hit points reduced by 50% or better), or when its prey dies. 
Sloths travel in family groups and fight well together. Even the 
young are trained to aid in an attack. If two sloths are found, they 
are a mated pair. If 3 or more are found, one or two of them are 
young, having 5 HD, attack bonus +5, doing Id6 damage with each 
claw, and Id4 with their bite. The young act as decoys, swinging 
down from a branch to swipe with one claw and then retreating 
higher up into the trees. While their opponents are concentrating 
on the young ones, the parents move in from behind for the kill. 
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If a solitary sloth is found, it usually only attacks if the party 
is small (no more than a half-dozen halflings). Its tactics do not 
change; it still tackles one foe at a time. 

The Athasian sloth has very thick fur, giving it a good natural 
armour class. In addition, it has a high constitution, giving it a 
certain resistance to poisons. The sloth gets a +4 to saves versus 
natural poisons and a +2 versus all other poisons. 


Habitat/Society: The sloth is territorial and defends its territory 
fiercely. A small forest may only have one or two families of sloths. 
Athasian sloths never attack one another, and if the parents are 
killed, the young are likely to be adopted by the first adult sloths 
they find. Sloths prefer trees as lairs and method of travel. They have 
good judgement when it comes to selecting branches that support 
their weight and can leap up to 30’ from one branch to another. 
A sloth is constantly on the move, settling down only when the 
female gives birth. One or two young are born, and mature quickly. 
The male hunts for the first few months, until the young are old 
enough to look out for themselves. By the time they reach of six 
months, the young are old enough to go out and help catch halflings. 


Ecology: The Athasian sloth has one natural enemy and one 
favourite food - halflings. A halfling is 90% likely to be attacked 
in preference to anyone else. By the time a sloth reaches adulthood 
it has almost certainly eaten many of the little folk. The sloth is 
hunted down by halflings whenever there is one reported in the area. 
A single sloth can provide a halfling family with warm cloaks. The 
talons make sound daggers. A halfling who kills an sloth is hailed as 
a hero by his tribe. Even being part of a group that has slain a sloth 
is a sure way to honour among the little folk of the Forest Ridge. 
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So-ut (Rampager) 


CLIMATE/TERRAIN: Tablelands 


FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Night 
DIET: Carnivore 
INTELLIGENCE: Semi (2-4) 


TREASURE: Nil 
ALIGNMENT: Chaotic Evil 
NO. APPEARING: I 
ARMOUR CLASS: 24 
MOVEMENT: 18 


HIT DICE: 1442 
ATTACK (CMB/CMD: +14 (+18/28) 
NO. OF ATTACKS: 2 orl 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


2d6/2d6 plus special or 3d6 
Fear, acidic poison, armour bite 


1/2 damage from non-metal 
weapons, immune to psionics 


25% 

L to H (10-15 long) 
Fearless (19-20) 
10,000 

Nil 


MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 
PSIONICS: 


The so-ut, or rampagers, are fierce creatures that live only for the 
sake of destruction. They know no fear and hate the things of men, 
like weapons and buildings. 

A rampager is a huge, six-legged creature with gray scales. These 
scales are unusually thick and almost impossible to cut through. The 
four rear legs are large round pads, while the two front legs have 
claws as long as daggers. The face is out of a nightmare, with long, 
dirty fangs and glowing red eyes. Its nose is a vestigial horn, and 
their ears are small and round. It has poor hearing but acute smell. 

No one has ever been able to communicate with a so-ut. 


Combat: A so-ut attacks at night. The charge of a so-ut causes 
fear in all intelligent creatures of 5 HD or less (save vs. spells to 
avoid). A being of 6 HD or more receives a +2 bonus to the save. 
Thri-kreen and anyone of 9 HD or higher is immune. Those who 
succumb flee for 2d8 rounds or until the so-ut is out of sight. 

So-ut are meat-eaters, but rarely attack demihumans for food. They 
are driven mad by the smell of manufactured items, particularly 
metal. The sight of a building also enrages them. A so-ut always 
attacks the largest man-made object present. It attempts to destroy 
metal in preference to anything else. It makes no difference to a 
rampager if he leaves attackers behind him while he destroys a 
shack; the so-ut will get to them in due time. Only if a so-ut loses 
half its hit points will he turn to deal with his attackers. 

In melee, so-ut attack with both foreclaws (2d6 damage). The 
claws secrete an acidic poison. Anyone hit by a claw must save vs. 
poison or take an extra 20 damage (or 5 damage on a save). 
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It is against man-made objects that the acid is especially effective. 
Armour or weapons must save versus acid or fall apart, corroded and 


useless in one round. Metal items save at a -2 penalty. Rampagers 
always attack armour and weapons first. This gives it a -4 attack 
roll penalty with its claws, until the armour or weapon is destroyed. 

The so-ut can also attack with their fangs, delivering a bite that 
causes 3d6 damage. The bite does not produce acid, although if 
the so-ut attack roll is 4 or more greater than needed, he may have 
bitten through a character’s armour. A saving throw versus crushing 
blow is required or the armours AC is reduced by I permanently. 

At night the so-ut is very swift, receiving no modifier to initiative 
despite its size. It suffers normal initiative modifiers during the day 

So-ut take half damage from non-metal weapons and are immune 
to psionics. 


Habitat/ Society: Rampagers are lone, fortunately very rare, creatures. 
They live only to destroy the works of men. 

Rampagers generally sleep during the heat of the day, and a bold 
adventurer can even walk across one without waking it 


Ecology: So-ut live off of their victims. After the so-ut has destroyed 
all man-made articles in sight, it usually settles down to feed off of 
the bodies left in its wake. 

A rampager's scales make excellent armour. A complete 
undamaged so-ut hide is worth as much as I,000 ceramic pieces, 
but must be cured by a leatherworker and then fashioned by an 
armourer. Such armour can be made into a set of scale mail 
that provides as good a protection as metal chain mail (AC 15). 
Unfortunately, it also weighs as much as metal chain mail and is 
just as uncomfortable in the heat of the day. 
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Spider 


Dark Mountain Silt 
CLIMATE/TERRAIN: Subterranean Any Silt 
FREQUENCY: Very Rare Very Rare Common 
ORGANISATION: Tribe (patrol) Pack Swarm 
ACTIVITY CYCLE: Any Any Any 
DIET: Carnivore Carnivore Carnivore 
INTELLIGENCE: High to exceptional (13-16) Exceptional (15-16) Animal (1) 
TREASURE: Q x2 E, N, Q Nil 
ALIGNMENT: Neutral Chaotic Neutral Neutral 
NO. APPEARING: 2-20 (3-6) 5-20 6-36 
ARMOUR CLASS: 18 18 13 
MOVEMENT: I5 12 12, Sw I2 
HIT DICE: 6 5+3 I+I 
ATTACK (CMB/CMD): +6 (+6/20) +6 (+6/20) +I (+0/9) 
NO. OF ATTACKS: 3 I I 
DAMAGE/ATTACK: Id10/1Id10/Id6 Id8 Id3 
SPECIAL ATTACKS: See below Poison Poison 
SPECIAL DEFENCES: Nil Nil Nil 
MAGIC RESISTANCE: Nil Nil Nil 
SIZE: M (4-6 long) M (6 tall) T (6” long) 
MORALE: Champion (15) Fanatic (18) Average (9) 
XP VALUE: Warrior: 975 975 65 

Mage: 2,000 

Queen: 3,000 (8 HD) 

Psionicist: +2,000 
PSIONICS: See below, MAC 13 See below, MAC 15 Nil, MAC 13 


Dark Spider 
Psionics (Psionicist): +9, PSPs 40, MAC I5 


Powers: danger sense, ego whip, false sensory input, inflict pain, 
intellect fortress, know course, know location, mental barrier, mind 
thrust, mindlink, psychic crush, radial navigation, scrying, synesthete, 


thought shield 


Psionics (Queen): +11, PSPs 50, MAC I6 

Powers: danger sense, ego whip, expansion, false sensory input, 
inflict pain, intellect fortress, know course, know location, life 
draining, mental barrier, mind thrust, mindlink, psychic crush, radial 
navigation, scrying, synesthete, thought shield 


Dark spiders are intelligent, subterranean arachnids that live in 
tribal units. Their race is divided by function - some have psionics 
and some can use defiler magic. Tribes are ruled by a powerful 
queen. 

Dark spiders are huge, disgusting spiders with oily black skin 
mottled with deep purple or red. They have somewhat humanoid 
faces and the more intelligent ones can speak the common tongue. 


Combat: In melee, dark spiders attack with two forelegs and a 
poison bite The forelegs IdIO damage and the bite causes Id6 
damage, plus poison. Their poison (Class F) is deadly if the victim 
does not immediately successfully save vs. poison. 

The spiders often lay snares made from their webs to entrap their 
foes. They then descend upon their victims in one group attack. 
Their psionicists often lure potential victims into their webs. 

Psionicists and defilers lead hunting parties of warriors. They 
often sneak up on creatures that are asleep. They attempt to bind 
them with their webbing and bring them back alive for their queen, 
but victims are poisoned and fed upon if they put up a struggle. 


Habitat/Society: There are three types of dark spider. The most 
common, is the warrior. One in five is more intelligent and has 
limited psionics. The second is the defiler. These also have greater 
intelligence. Defilers can be up to 6th level and 20% have psionics, 
sharing an elite position with the defilers as leaders. The last and 
most feared is the queen. The queen is a 7th-level defiler and a 
6th-level psionicist. Her poison (Class E) is more deadly than that 
of other dark spiders and causes death if the victim does not save 
and 20 points of damage even if the save was successful. 
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Ecology: Dark spiders have no natural enemies, but often make 
enemies of beings living near their lairs. Their young are born in 
web sacks, located in the lair’s hatchery. 

The poison is prized by assassins. In rare cases, the spiders trade 
silk for live food. A number of merchant houses are rumoured to 
trade slaves as food in exchange for valuable silk. 


Mountain Spider 


There is a 10% chance that a mountain spider has psionics. Body 
weaponry: the weapons produced resemble insect parts 
Psionics: +13, PSPs 50, MAC 17 

Powers: attraction, awe, body weaponry, catfall, danger sense, 
domination, ego whip, empathy, id insinuation, inflict pain, intellect 
fortress, invincible foes, mass domination, mental barrier, mind 
thrust, mindlink, psionic blast, sensitivity to observation, thought 
shield, tower of iron will 


Mountain spiders are large creatures that resemble most other 
spiders except for their size and colour. They blend in well with 
their surroundings, taking on the coloration of the rocks within the 
area shortly after birth. 


They make their dens in small caves on cliff walls and mountain 
sides. They often prey upon birds and other creatures that get too 
close to then caves. 


Combat: Mountain spiders prefer to attack by surprise. They attack 
by biting their opponents for Id8 points of damage and their bite 
carries with it a strong venom (Class O) that causes paralysis in a 
victim in 2dI2 minutes unless the victim makes a successful save 
vs. poison. 


Habitat/Society: Mountain spiders are highly intelligent creatures 
and they use many tricks to lure in prey. They often place shiny 
metal objects just inside the entrances of their caves where the 
sun will shine on them, hoping the glare will attract the interest of 
travellers. 

It is believed that many of their tunnels link together and that the 
mountain spiders have an almost tribal society composed of various 
smaller packs. Because no intelligent creature has crawled through 
the tunnels of these creatures, the truth remains unknown. 


Ecology: Mountain spiders consume living flesh and blood, and they 
are especially fond of wounded rocs. 

The venom of mountain spiders is highly prized by assassins. A 
skilled priest, defiler, or preserver can transform it into a potion to 
cure paralysis. 


Silt Spiders 


Silt spiders are small spiders that easily blend into silt-filled areas. 
They can swim through silt easily and often attack unseen, deep 
within the silt. They swarm all over anything that comes within their 
area. Worse than their bites is their poison. The poison causes no 
damage, but unless a victim makes a successful save vs. poison at 
+2, he becomes paralyzed and cannot move. Paralyzed victims are 
easily preyed upon by the swarming silt spiders. While the poison’s 
effects wear off in 2d6 rounds, most victims are bitten so many times 
they become food for the spiders long before the paralysis wears off. 
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Spider, Crystal 


CLIMATE/TERRAIN: — Any 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 

DIET: Omnivore 
INTELLIGENCE: Semi (2-4) 
TREASURE: Q x2 
ALIGNMENT: Neutral 
NO. APPEARING: I 
ARMOUR CLASS: 18 
MOVEMENT: 24 

HIT DICE: 4 
ATTACK (CMB/CMD: +4 (+5/20) 
NO. OF ATTACKS: 3 
DAMAGE/ATTACK: 2d4/2d4/1d4 
SPECIAL ATTACKS: Poison, grasps, light beam 
SPECIAL DEFENCES: See below 
MAGIC RESISTANCE: Nil 

SIZE: L (8° body) 
MORALE: Elite (13-14) 
XP VALUE: 1,400 
PSIONICS: +4, PSPs 33, MAC 16 


Powers: control light, inertial barrier 


The crystal spider is a voracious predator that spins a glass web. The 
web is sharp and can focus a damaging beam of light at a victim. 
The crystal spider is a beautiful creature. Made entirely of crystal, 
during the day the sunlight refracts through it, giving it a myriad 
of colours which change as it moves. At night it reflects any light 
its opponents are using, so it is still colourful, but not as radiant 
as during the day. In the dark it often uses its control light power 
to make any light darker (the better to surprise its potential prey). 
A crystal spider is incapable of making sounds, but can 
communicate with others of its kind by means of controlled light. 


Combat: The crystal spider builds its web along trails and valleys, 
in suitable spots to suddenly surprise attackers. At night the glass 
webs are almost invisible, and an unsuspecting party may walk right 
into them. Usually, however, the spider prefers to attack during the 
day, using its web and control light to attack its intended prey. 

When the crystal spider has a round to prepare, it can direct a 
light attack at a potential victim. An attack roll is required, but the 
crystal spider receives a +4 bonus to hit. If it hits, the victim takes 
3d6 heat damage and must save versus wands or be blinded. 

If someone walks unsuspecting into a crystal web (fails their 
surprise roll), they take 4d6 points of cutting damage. The webs 
are not sticky, but they are strong. A Dexterity roll is required by 
anyone trapped in the webs; failure means that they take another 
3d6 damage pulling themselves out. 


In melee the crystal spider attacks with two forelegs (2d4 damage) 
and a bite (Id4 damage). A victim of the bite must save versus 
poison at a -2 penalty or die (20 damage on a save). With a 
successful CMB check, the spider grasps its foe. Once grasped, the 
victim takes 4d6 damage per round, and the spider gains a +4 to hit 
bonus for each bite attack. The crystal spider cannot grasp victims 


larger than four feet wide. 
A crystal spider takes 3d6 damage from a shatter spell (a saving, 
throw is allowed for half damage). 


Habitat/Society: The crystal spider is solitary, spinning webs in 
remote areas. It survives on sunlight, but does need occasional 
liquids (preferring human blood). After it has fed, its body has a 
reddish tinge. This disappears over several days. A crystal spider 
lives for about 150 years. Before it dies it lays eggs in the centre of 
a large web built for that purpose. Up to 200 young hatch from a 
single laying. While the spider can move about on its web without 
harming itself, it does not dangle from its web, preferring to stay on 
the ground. It often weaves gems into its web. It has no knowledge of 
value; the only judgement is the lustre of the gem. A piece of bright 
glass may be used instead of a valuable, but dull, ruby. 


Ecology: The crystal spider has no natural enemies, but many 
acquired ones. It is hunted for its webs, which make excellent edges 
for spears and knives. Each intact foot of web is worth 3 cp to a 
weapons maker. The crystal spider can spin I2 feet of web per day. 
A typical web is 20 feet across, although bar-room tales report webs 
as big as 100 feet wide. Whether this refers to a hatching web, the 
web of a giant crystal spider, or is mere invention is not known. 
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Spinewyrm 


CLIMATE/TERRAIN: Tablelands 
FREQUENCY: Uncommon 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Carnivore 
INTELLIGENCE: Low (5-7) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: I 
ARMOUR CLASS: 18 
MOVEMENT: 12, Fl 15 (B) 
HIT DICE: 8 


ATTACK (CMB/CMD: +8 (+15/25) 
NO. OF ATTACKS: I 


DAMAGE/ATTACK: 2d6 

SPECIAL ATTACKS: See below 

SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: G (30 long) 
MORALE: Elite (13-14) 

XP VALUE: 2,000 

PSIONICS: +8, PSPs 20, MAC II 


Powers: chameleon power, displacement, ectoplasmic form, mind 


blank, shadowform 


The spinewyrm is closely related to the silk wyrm and kills its victims 
by constriction. 

In appearance, the spinewyrm is an immense, sinuous serpent 
covered in a chitinous shell. The hard shell makes it very difficult 
to damage these creatures. Bony, overlapping plates run from head 
to tail. 

In addition to this shell, rows of cruel spikes adorn the plates. 
These spines impale a victim caught by the vice-like grip of the 
spinewyrm’s constriction. 

Though these serpents have no wings, they can fly because of a 
special organ unique to the wyrms of Athas. 


Combat: This creature flies over the Tablelands of Athas in search 
of prey, but it rarely attacks before dusk. Because the spinewyrm 
swallows its food whole, it often takes a great deal of time for 
digestion to be complete, particularly with large quarry. Even after 
the meal is consumed it can take as long as I2 hours for enough of 
the food to be digested to make movement practical. 

When a spinewyrm spots a likely candidate for its next meal, it 
favours using ectoplasmic form and chameleon power to blend into 
the background. Using these two powers in conjunction makes the 
spinewyrm 90% undetectable to the naked eye. When a potential 
victim is within range, the creature dives, still in its camouflaged 
form, to attack its opponent. Such attacks are made at +4 if the 
wyrm goes undetected. 


On a successful CMB roll, an opponent is caught in the death 
grip of the spinewyrm’s constriction and receives 2d6 points of 
damage that round. A CMB check allows the victim to escape. 
Each successive round the victim suffers another 2d4 points of 
damage. The victim must make a save vs. death magic every round 
after the third in the spinewyrm’s grip. If the victim fails the save, he 
loses consciousness. At this point the spinewyrm flies off, carrying its 
victim to some remote bluff or spire to feed. 

If the spinewyrm loses 75% of its hit points, it releases its prey 
and shoots some of its spines at its opponents. The wyrm can launch 
as many as eight (2d4) such spines at no more than two targets 
that are within IO feet of each other. Each spine requires a separate 
attack roll and causes Id6 points of damage each. These spines grow 
back in six weeks. 


Habitat/Society: The spinewyrm is a solitary creature that roams 
the countryside searching for food. Occasionally groups of two to six 
spinewyrms are seen traveling together. Since this generally happens 
during the same time of year, it is believed to be some type of 
mating migration. 

The spinewyrm is fascinated by any shiny objects and collects 
these things in its lair. Often gems, coins, jewellery. and any other 
object that glistens can be found in the spinewyrm’s nest. 


Ecology: Spinewyrms keep a nest on some remote peak where they 
prefer to take their prey. The usually build these nests into a shallow 
cave that allows them to hide when they sleep and feed. 

When feeding, the spinewyrm disconnects its lower jaw and 
envelopes its prey whole. Depending on the size of the meal, it could 
take from I-6 hours to ingest the entire being. Sufficient digestion 
to allow flight could take another one to six hours. 
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Spirit of the Land 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANISATION: 


Any 
Common 


Solitary 


ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 


Any 
Nil 
Supra-Genius (20) 


TREASURE: 
ALIGNMENT: 
NO. APPEARING: 
ARMOUR CLASS: 
MOVEMENT: 


Nil 
Neutral 
I 

18 

48 


HIT DICE: 


ATTACK (CMB/CMD: 


NO. OF ATTACKS: 


20 
+20 (+25/35) 
2 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


4d8/4d8 
See below 
See below 


MAGIC RESISTANCE: 


SIZE: 


65% (see below) 
L to H (10-20 tall) 


MORALE: 
XP VALUE: 
PSIONICS: 


Fearless (19-20) 
25,000 
Nil, MAC 20 


A Spirit of the land is a powerful being that inhabits the various 
geological features (mountains, hills, rock formations, hot springs, river 
beds, winds, skies, etc.) of Athas. They are virtually invulnerable, 
but they also have little direct contact with the world. They prefer 
to work through the druid who watches over the natural phenomena 
that they inhabit. Few except druids have ever seen or had any 
contact with a spirit. 

Spirits of the land are almost never seen. On the extremely rare 
occasions when they do manifest, they appear as huge elementals 
with the properties of their inhabited lands. 

Spirits of the land communicate only with druids and clerics, 
although, if they wish, they can speak the language of any creature 
that inhabits their land feature. 


Combat: Spirits of the land almost never enter combat directly. 
A spirit in normal (non-material) form is totally immune to magic, 
psionics, or physical attacks. In this form, the only way a spirit can 
be harmed is if the natural phenomena it inhabits is destroyed. 
Spirits prefer to work through a druid guarding their land feature. 
As long as there is a druid present, a spirit rarely takes material 
form. The only time a spirit manifests is when the existence of their 
terrain feature is threatened. This depends on the type of spirit. An 
oasis is more easily threatened than a stretch of desert, and the north 
wind that blows out of a mountain valley can only be threatened if 
the entire valley is filled in, or the mountains removed, so that the 
wind no longer blows. In all cases, consider the type of spirit and 
the chance that someone can actually destroy that section of Athas. 


If such a case exists, a spirit can materialize into a huge elemental. 


Such beings appear from the formations they inhabit, and resemble 
them very closely. Thus, a spirit of a rock formation appears as a 
large rocky elemental, a spirit of a hot spring appears as a column 
of steaming water, the spirit of the winds is an invisible being 
resembling a genie, etc. 

Each of these different types of spirits has special attacks and 
defences which are listed below. 

In combat, all spirits are able to punch twice with their massive 
fists, doing 4d8 points of damage. They attempt to attack with 
surprise — a spirit of a desert would appear from the sand behind an 
opponent, a spirit of air appears above and behind an opponent, a 
spirit of a oasis rises out of the water. This generally means that an 
opponent receives a -4 penalty to his surprise roll. 

Any exceptions to a spirits ability to surprise opponents must 
be decided on an individual basis; for instance, a spirit of an oasis 
cannot appear behind the opponent unless the opponent has his 
back to the oasis or is actually standing in the water. Remember the 
spirits intelligence and judge accordingly. 

Spirits that manifest themselves are also able to use all spells 
from their particular elemental or paraelemental. Such spells are 
all treated as innate abilities and have an initiative factor of +2. 
Also, since they are innate abilities, they cannot be disrupted by 
the spirit taking damage, and they require no verbal, material, or 
somatic components. 

A spirit in material form is highly resistant to hostile magic. They 
are 65% resistant to most forms of magic, the exception being magic 
from a diametrically opposed sphere. Air spirits have no resistance 
to magic of the earth sphere, fire spirits have no immunity to water 
magic, etc. 
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In material form the spirit cannot truly be “killed”. It can be 
brought to zero hit points, causing it to return to non-material form. 
It cannot resume its material form for one full day thereafter. After 
the one day, the spirit may manifest again. It will have regenerated 
to full hit points and have regained all its powers. Should a spirit be 
brought to zero hit points in this manner, the druid guarding that 
land feature receives no spells above 2nd level for that day. 


Air Spirit 

Spirits of the air include the spirits of open skies over certain 
stretches of desert, spirits of the south wind, and the like. They 
only manifest if the existence of the wind/sky is threatened. A spirit 
of the sky almost never manifests; the only exception might be if 
someone is raising enough dust to block out the sky, and only if 
such a condition persists for months, or even years. Another case 
might be if someone was killing all of the fliers in an area. A spirit 
of a canyon wind might manifest if the mouth of the valley was 
blocked off, thereby shutting off the wind. Decide exactly how much 
damage is being done, and if the feature (sky or wind) is actually 
threatened. In no case is the chance of a spirit manifesting greater 
than 10%, and it is that high only in the face of widespread damage. 

In material form, the air spirits have several special powers. They 
gate in air from the Elemental Plane of Air and create a hurricane- 
force wind once per day, capable of knocking all creatures of less 
than Gargantuan size down. The wind lasts for up to an hour 
and can sweep away Medium or smaller creatures, depositing them 
anywhere within the spirit’s geographical feature. 

A spirit of the air can summon a blast of scouring wind three 
times per day that deals 10d6 damage to all creatures in a 30-foot 
radius. 

A spirit of the air receives a +2 attack and damage roll bonus 
while fighting creatures not touching anything but air. 

Spirits of air can summon their druids by means of a whispering 
wind spell, and only their druids can hear this whisper. A spirit of 
the air always attempts this option before manifesting. 


Earth Spirit 


A spirit of the earth is perhaps the strongest of the spirits, since the 
earth is always present. On an individual basis, a spirit of a rocky 
outcropping in a sandy waste may be threatened if someone begins 
to break up the rock. A spirit of a mountain may be threatened if 
a templar casts several earthquake spells and begins to break up the 
mountain. The maximum chance for a spirit of the earth to manifest 
if threatened by widespread, continuing damage is 10%. 

In combat a spirit of earth has two special powers. They gate 
in earth from the Elemental Plane of Earth three times a day, in 
the form of an avalanche that does 10d6 points of damage to all 
creatures in a 30-foot radius. The avalanche has a 50% chance of 
burying Medium or smaller targets; buried creatures suffocate unless 
they are rescued by another creature. 

The spirit’s other special power is the ability to cast earthquake 
once per day The earthquake has an effect radius of 100’, centred 
anywhere in the spirit initiates guarded lands. Large cracks appear 
in the ground, possibly causing affected creatures to fall in and be 
crushed to death. The chance that this occurs is I in 4 for Small 
creatures, I in 6 for Medium creatures, and I in 8 for Large or 
greater creatures. 


Spirits of earth summon their resident druids by several means. 
The favourite method is to send a burrowing animal to speak to the 
druid, although in extreme cases spirits of earth can actually send 
very faint vibrations through the earth, transmitting a message that 
only their druid can understand. 


Fire Spirit 

A spirit of fire is more easily threatened than either air or earth 
spirits, since fire features it inhabits are more easily destroyed than 
others. It is theorized that if a dry parched grassland is destroyed by 
fire, the spirit transforms itself, perhaps becoming a spirit of a hot 
wind, or a spirit of smoke drifting through the desert. In other cases, 
the maximum chance for a spirit of fire to manifest is 10%. 

In combat the spirit has two special powers. It can summon a hot, 
sulphuric wind three times per day. This wind lasts for three rounds 
and its sulphuric gases are not breathable as normal air and cause 
choking and gagging to all creatures within 30 feet, incapacitating 
them unless they save vs. poison every round. This sulphuric wind 
also dehydrates the victims; each round of exposure has the same 
effect as though the opponent went a whole day without water. If the 
opponent does not require air to breathe, say through a necklace of 
adaptation or other magical effect, he is not subject to the choking 
effect, although the dehydration still occurs. 

The spirit can also gate in fire directly from the Elemental Plane 
of Fire once per day. This appears as a wall of fire 400 square 
feet in size, doing 4d4+20 damage. This fire can move with the 
target and can follow it anywhere for the full duration of the effect 
(20 rounds or as long as the spirit concentrates on maintaining it). 
The fire cannot cross water and cannot harm anyone completely 
buried in earth. If the opponent takes to the air, the flames merely 
consolidate and rise higher, following the foe up into the air. 

Spirits of fire communicate with their druids by means of a 
version of the fire charm spell. A campfire will dance and form 
images that can only be interpreted by the druid. If no campfire is 
available, they can communicate by means of images in smoke, or 
even by altering the reflection of sunlight from a shiny surface. 


Magma Spirit 


Spirits of magma are powerful and confident - there is little that can 
threaten the a volcano or molten rock that flows up from the centre 
of the planet. For such a spirit to feel threatened, its geographical 
feature would have to be in danger of cooling or being sealed off 
from the outer world, its magma prevented from spreading, In such 
a case, the spirit has a 10% chance to manifest. 

A magma spirit has two powers. It can summon a cloud of 
noxious gas three times per day. This cloud lasts for five rounds 
and deals Id3 points of Constitution damage to all creatures within 
30 feet. Creatures reduced to zero Constitution pass out for I turn. 

The magma spirit can also gate in an eruption of magma from the 
Paraelemental Plane of Magma once per day. This eruption deals 
20d6 damage to all creatures within 50 feet. The magma continues 
to deal 2d6 damage per round thereafter until removed, either by 
dousing the target in a gallon of water, scraping them with sand for 
a round, immersing them in water or similar. 

Spirits of magma communicate with their druids by means of 
drifting clouds of ash that land near the druid to form letters or 
pictoglyphs that impart the spirits messages. 
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Rain Spirit 

Ephemeral and rare, spirits of rain are fleeting and seldom manifest. 
This is because they almost never come into existence in the first 
place - almost nowhere on Athas are there rain storms continual 
enough to empower the existence of such a spirit. In the Forest 
Ridge, however, some of these spirits do exist, spending much time in 
slumber, waking only when conditions are right to send water from 
the heavens. Anything that threatens such a downpour is enough 
to draw their attention - this can even be something as minor as 
a priest using magic to control the weather and thereby upset the 
delicate meteorological balance that allows rain to fall. A rain spirit 
has a 10% chance of manifesting, if sending its druid to deal with 
the offender is not sufficient. 

A spirit of rain can summon a freezing blast of air three times 
per day., affecting all creatures within 50 feet of the spirit initiate. 
Affected creatures must save vs. spells or be slowed for I turn. 

A spirit of rain can also summon a storm from the Paraelemental 
Plane of Rain once per day. The storm is 200 feet in diameter, lasts 
for IO rounds, and deals 6d6 damage to all creatures in its area of 
effect per round from cold, shrieking winds, and blasts of lightning. 
Creatures immune to cold or electricity reduce damage by half. 

Spirits of rain communicate with their druids by means of sudden 
bursts of rain that fall from cloudless skies. The patter of the 
raindrops makes sounds that the druid can interpret as words. All 
other creatures hear nothing but the rain. 


Silt Spirit 

Vast and powerful, silt spirits of the land draw their energies from 
the dust oceans, estuaries, and inland basins that are so common 
on Athas. They are swift to anger, often manifesting to deal with 
individuals (spellcaster most frequently) who move, raise, lower, and 
otherwise interfere with the natural state of silt. Even giants and silt 
skimmers, that impact the silt with their repeated passage, can draw 
their ire. There is a 10% chance for a spirit of silt to manifest. 

A spirit of silt can summon a cloud of silt 30 feet in radius three 
times per day. The cloud persists, regardless of winds, for I turn. 
All creatures within the cloud are blinded and suffer -4 on all rolls 
while they remain in the cloud. 

A silt spirit can summon a dust storm from the Paraelemental 
Plane of Silt once per day. The storm is 200 feet in diameter, lasts 
for IO rounds, and imposes the Gray Death on all caught within 
it. Affected creatures suffer a -4 penalty on all rolls and start to 
suffocate. Breathing through a wet cloth (soaked in I/2 a gallon of 
water) or filter mask prevents suffocation and halves these penalties. 
Dust goggles also reduce the penalties by one point. 

Spirits of silt communicate with their druids through swirling 
clouds of dust. Images appear in the dust to the druid, imparting 
his spirits message. 


Sun Spirit 


Little draws the attention of these spirits, for little can stand against 
the power of the crimson sun. Attempts to shield vast areas of the 
desert, summon immense storms, or otherwise blot out the rays of 
the sun over a specific area might be enough to draw one’s ire. In 
such a case, the spirit might send its druid to investigate. Otherwise, 
there is a 10% chance it will manifest itself. 


A sun spirit can summon a brilliant flare of sunlight three times 
per day. The flare of light blinds all creatures within 60 feet of the 
initiate, imposing a -4 penalty on all rolls for I turn. 

A spirit of sun can gate a blast of scorching light directly from 
the Paraelemental Plane of Sun once per day. The light deals 
20d6 damage to all creatures within 30 feet of the initiate and 
drains them of 2d6 points of Constitution due to heat stroke and 
dehydration. Creatures reduced to zero Constitution die. Lost points 
return at the rate of Id8 per day. 

Spirits of sun communicate through mirages that reveal their 
messages to their druids in visions. 


Water Spirit 


Spirits of water are some of the most important, and, at the same 
time, some of the most vulnerable spirits of Athas. Spirits of water 
are not as rare as one might think, since almost all of the various 
forests located in the Forest Ridge are inhabited by spirits of water. 

Like the other spirits, they very rarely assume material form. Even 
a forest fire would not cause a spirit to manifest, unless the fire 
threatens the whole forest. As long as enough of the forest survives 
to allow new growth, the water spirit is not concerned. Likewise, if 
an oasis is completely dried out, but the spring that feeds it is not 
destroyed, the spirit does not feel threatened. If faced with the total 
destruction of their land feature, a spirit of water has at most a 10% 
chance to assume material form. 

In combat the spirits of water are the weakest, able to exist only 
in their element. This is the actual water of an oasis, or perhaps the 
sap flowing through the trees of a forest. A water spirit can animate 
a tree or large cactus three times per day and use it to attack. The 
tree uses the spirit’s attack bonus and hit points and has an Armour 
Class of 14. It is able to strike twice a round, for 4d8 damage. 

A spirit of water can animate a body of water, causing it to grab 
an opponent and drag them into the water to be drowned. This 
requires a successful attack roll, and the victim is allowed a bend 
bars roll to escape. There is no limitation on how often the spirit 
can attempt this. 

Spirits of water communicate either through swirling patterns in 
a pool or oasis. 


Habitat/Society: Spirits of the land inhabit nearly all the terrain 
features of Athas. They are completely solitary creatures, being 
concerned only with their inhabited area. However, they do coexist 
with the other spirits in the area. A hot spring, for instance, may be 
inhabited by both a spirit of fire and water, co-existing peacefully, 
even though they are diametrically opposed. 


Ecology: Spirits either have no effect on the ecology, or they are 
the ecology, depending on how you look at it. They are revered and 
worshipped by druids, respected by the common folk, and ignored 
or abused by defilers. A spirit does not need to be worshipped by 
a druid to survive. It is content simply to exist in its chosen terrain 
feature. Spirits whose resident land feature is destroyed either die 
or return to the elemental plane, no one is certain which. This is a 
mystery even the great druids cannot answer. Neither does anyone 
know where the spirits originated. The popular theory is that Athas 
was once a world so filled with life energy that the spirits may have 
been responsible for the creation of life itself. 
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Squark 


CLIMATE/TERRAIN: The Last Sea 
FREQUENCY: Unique 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 

DIET: Carnivore 
INTELLIGENCE: Very (12) 
TREASURE: Nil 
ALIGNMENT: Neutral Evil 
NO. APPEARING: I 
ARMOUR CLASS: 15/20 
MOVEMENT: Sw 12, Jet 24 
HIT DICE: 18 


ATTACK (CMB/CMD: +18 (+30/40) 

NO. OF ATTACKS: 9 
DAMAGE/ATTACK: 2d6 (x2)/Id6 (x6)/3d6 
SPECIAL ATTACKS: Constriction, psionics 
SPECIAL DEFENCES: 


Ink, psionics 


MAGIC RESISTANCE: Nil 

SIZE: G (75 long) 
MORALE: Champion (16) 

XP VALUE: 15,000 

PSIONICS: +20, PSPs 86, MAC 15 


Powers: all-round vision, cell adjustment, complete healing, 
domination, kinetic blast, mental barrier, mind blank, mind thrust, 
mindlink, phase, probe, psionic blast, psychic crush, regenerate, 
scrying, suspend animation, synaptic static, tower of iron will 


The squark is a legendary cross between a giant squid and a great 
white shark. It is unique in the Last Sea and therefore on all of 
Athas. It was trapped in Marnita when the Mind Lords closed 
the Barrier of Guardians. How old it was when this happened is 
unknown, but the monstrosity must be at least nine millennia old. 

The squark has the front half of an extremely large shark, but 
instead of the tail and fins one would expect to find at the rear 
of such a creature, there are instead I0 long tentacles which make 
up the bulk of the creature’s 75’ length. The creature is entirely a 
deep crimson red from its nose to the end of its longest tentacle, 
except for the pinkish suckers on the inside of its tentacles, and its 
flat black eyes. 


Combat: The squark’s head is full of a dozen rows of three-inch- 
long, razor-sharp teeth. It can use these to rend a victim to shreds 
in mere seconds. The monster seems to favour this method of attack 
for its directness: This gets food into its mouth faster than any other 
way. 

Two of the squark’s tentacles are longer than the others. These 
are barbed and cause 2d6 points of damage when they hit. The 
other six do Id6 points of damage each. When the direct approach 
doesn’t seem to work for whatever reason, the squark likes to grab 
a victim in its tentacles and constrict the pour soul while wrestling 
him into reach of its jaws. 


It can attack a single opponent with all eight of its tentacles 
at once, or it can constrict up to two foes at once with its larger 
tentacles, leaving the others free to attack normally. 

Once a constricting tentacle hits, the squark makes a CMB check 
to ensnare its victim. It then does 2d6 points of damage every round 
thereafter. A constricted character may have one or more arms 
pinned (01-25% both pinned, 26-50% left arm, 51-75% right arm, 
or 76-100% both arms). Constricted characters cannot cast any 
spells, but they can use weapons to attack the tentacle holding them, 
if they have at least one arm free. If one arm is free, the character's 
attack rolls suffer a penalty of -3. If both arms are free, the attack 
roll suffers only a -I penalty. A CMB check is required to get free, 
including the penalties listed above. 

The squark can drag a ship up to 40’ long into the depths of 
Marnita by simply wrapping its tremendous tentacles around the 
hapless craft and hauling it down. It can halt the movement of larger 
vessels with only one turn of dragging on their hulls. After six or 
more tentacles have squeezed the ship for three consecutive rounds, 
the vessel suffers damage as if it had been rammed, and it begins 
to take on water and sink. 

The squark’s head is AC 20, and its tentacles are AC 15. It 
takes I5 points of damage to sever a tentacle, or 20 for the larger 
ones. (These hit points are in addition to the hit points the creature 
gets from Hit Dice, and the tentacles will regenerate themselves 
entirely within two full weeks.) 

If four or more tentacles are severed, the monster will dive into 
the depths of the Last Sea to its nest, a full mile below the sea- 
bed, squirting a cloud of ink behind it to cover its retreat. This ink 
cloud is 60 feet wide by 60 feet high and 80 feet long. The cloud 
is impossible to see through by any normal means. 

In addition to all this, the squark is a wild talent. It has 86 PSPs, 
and its power of phase permits it to avoid nearly all deadly attacks. 
It also lets the creature enter and exit its subterranean lair buried 
beneath the deepest part of Marnita’s floor. 


Habitat/Society: The squark is a solitary creature. There are no 
others of its kind, although some sages believe it is alien to Athas 
and hails from the same world as the sharg of New Giustenal. The 
squark has taken on a sort of legendary status with the people of 
Saragar, few of whom have actually ever seen the beast. This is for 
three reasons. 

First, the squark hunts big game only rarely. It doesn’t need much 
food, so it normally contents itself with the creatures that it finds 
on the bottom of the sea. The squark spends large amounts of time 
sleeping beneath the Last Sea’s floor. Those who are unfortunate 
enough to somehow disturb its slumber can only hope that they will 
live to regret such a mistake. 

Second, the Mind Lords know about the squark and have even 
managed to communicate with it upon occasion. They have made 
it clear that if the creature becomes too much of a nuisance to 
them, they will destroy it no matter what the cost. So far, the squark 
has respected the boundaries of the Mind Lords’ people, and they 
usually respect its presence in return. 

Third, since the squark lives in the deep sea, those who get close 
enough to actually see the creature often find that satisfying their 
curiosity their final act. The creature is the true apex predator of the 
Last Sea, a silent behemoth that hunts the dark below the waves, 
fearing nothing, consuming all it desires. 
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Squark 


Ecology: The squark is at the top of the food chain in the valley of 
the Last Sea. The only creatures with any real hope to ever stand 
against it are the Mind Lords themselves. The squark is not a bully, 
though, and it has no delusions of taking over the entire Last Sea. 
It knows that without the Mind Lords’ help, the Last Sea would 
disappear just like all others have, and that would mean its own end. 

After nearly IO millennia, the squark is content to simply live. 
Upon occasion, it becomes curious about a ship passing high 
overhead, and it hauls the vessel down to check out the contents for 
itself. Most of the sailors on the Last Sea know all about the squark, 
or at least about the no-go zone in the centre of the sea. Those who 
cross the sea directly and regularly occasionally disappear without 
a trace. Although the local fishers believe it, no one can prove for 
certain what is the truth of the matter: that the squark is hauling 
such wayward vessel down into its domain. 


The squark sometimes has some problems with young lizard 
men out to prove their bravery to their tribe. To touch the squark 
squarely on the nose is held to be one of the most insanely brave 
things that a person can do. Nearly all lizard men of patrol leader 
rank or greater have tried such a thing at least once. Some have even 
succeeded, but even more who left to try never came back. 
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Ssurran 


CLIMATE/TERRAIN: Any 
FREQUENCY: Uacomiven 
ORGANISATION: Tribe 
ACTIVITY CYCLE: Any 

DIET: Carnivore 
INTELLIGENCE: Average (10) 
TREASURE: R, S 
ALIGNMENT: Lawful Neutral or Evil 
NO. APPEARING: 5-30 
ARMOUR CLASS: I6 
MOVEMENT: 12 

HIT DICE: 3 
ATTACK (CMB/CMD: +3 (+7/17) 


NO. OF ATTACKS: 2 
DAMAGE/ATTACK: 1d8+4/1d4+4 or by weapon 


SPECIAL ATTACKS: Nil 

SPECIAL DEFENCES: Half damage from fire 

MAGIC RESISTANCE: Nil 

SIZE: M (4-6 tall) 

MORALE: Average (8-10) 

XP VALUE: Warrior: 270 
Shaman: 975 

PSIONICS: Nil, MAC 12 


Ssurrans are nomadic, humanoid reptiles. Some are raiders while 
others are simple hunters. They have adapted to the heat of the 
Athasian day and are active even during the blazing mid-day heat. 

Adult ssurrans are 4 to 6 feet tall, weighing from 180 to 225 
pounds. There is little difference between males and females. Their 
skin tones range from light green to brown to red. Their faces are 
humanoid. but they have forked tongues. Their tails are 2 to 3 feet 
long and are not prehensile. Ssurrans typically dress in little more 
than loin cloths, bone jewellery, and armour. They usually carry 
weapons they have taken from past victims. 

Ssurrans speak their own language that sounds like grunts, growls, 
and hissing. 


Combat: Ssurrans are fierce but disorganized fighters who prefer 
to outnumber their opponents. They ambush their victims and 
attack from behind as often as possible should their victims be too 
numerous. They fight an opponent until that foe dead, loot the 
body, and mark it with their claw to claim it as food after the battle. 

Ssurrans attack with weapons or claws Because of their strength 
and the sharpness of their claws, each claw causes Id8+4 damage. 
If they become desperate, they can also bite for 1d4+4 damage. 

Ssurrans suffer half damage from all fire-based attacks. 

For each group of I0 or more ssurrans, one is a shaman/leader 
with maximum hit points and 3rd-level clerical abilities. With 20 
or more, there are two sub-leaders with 5 HD and 3rd-level clerical 
abilities and a leader with 8 HD and Gth-level clerical abilities. The 
leader may (50%) have I-3 bodyguards with maximum hit points. 


Habitat/Society: Ssurrans roam Athas, seeking shelter and food. 
There have been cases when tribes have joined together against a 
common threat. These groups are led by a council of elders formed 
from the shaman/leaders of each tribe. There is a 50% chance 
that there is also one central leader who has 14 HD and 9th-level 
clerical abilities. This leader is protected by 2-5 bodyguards. 

Ssurrans are strict carnivores. They prefer the flesh of halflings, 
but prey upon any living thing they find. Ssurrans generally stay in 
one area for only a few weeks before moving on. 


Ecology: Ssurrans have few natural enemies. They prey on human, 
demihuman and humanoid settlements whenever possible. If they 
capture a large number of these creatures, ssurrans hold a great feast 
and sacrifice the rest to their obscure gods. 

Ssurran eggs are inedible, as is their flesh, but their skin is 
sometimes worked as scale armour (AC 14) that is resistant to heat. 


Civilized Ssurrans 


Slavers and mercenaries often attack tribes of ssurrans in hopes of 
acquiring their young. Most tribes have about 25% their number in 
young. These young often train as gladiators since they are exotic 
and their strength and fighting ability make them worthy combatants. 

Some ssurrans earn or purchase their own freedom. They often 
become bodyguards to the wealthy, desert trackers, mercenaries, and 
even templars. The merchant houses highly seek their services as 
scouts because of their great survival instinct. 
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Stalking Horror 


CLIMATE/TERRAIN: Anw 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Night 
DIET: Omnivore 
INTELLIGENCE: Average (8-10) 
TREASURE: Nil (E) 
ALIGNMENT: Chaotic Evil 
NO. APPEARING: I 
ARMOUR CLASS: 23 
MOVEMENT: I2 

HIT DICE: 18 


ATTACK (CMB/CMD: +18 (420/30) 
NO. OF ATTACKS: 8 
DAMAGE/ATTACK: 2d8 (x7)/3d10 


SPECIAL ATTACKS: See below 
SPECIAL DEFENCES: See below 
MAGIC RESISTANCE: 25% 

SIZE: H (25 tall) 
MORALE: Champion (15-16) 
XP VALUE: 12,000 


PSIONICS: +23, PSPs 75, MAC 18 


Powers: astral projection, awe, body equilibrium, control body, 
detect life, disintegrate, displacement, ectoplasmic form, ego whip, 
id insinuation, inertial barrier, intellect fortress, life draining, mental 
barrier, mind bar, mind blank, mind thrust, mindlink, molecular 
manipulation, opposite reaction, phobia amplification, psionic blast, 
psychic crush, psychic drain, summon planar creature, telekinesis, 
thought shield, time shift, tower of iron will, wrench 


The stalking horror, also known as the moonbeast, is one of the 
most feared creatures on Athas. Few have seen one and survived to 
describe it. Those who escape are usually so addle-brained that their 
words make little sense. The only reported sightings are on clear 
nights when the moons are in a specific alignment. The stalking 
horror is believed to be the result of some ancient summoning. 

The moonbeast has a large octopoid body with at least 10 
tentacles. Within the circle of tentacles lies its tooth-filled maw. 
Some witnesses report at least three rows of needle-sharp fangs 
inside. Its bulbous body is covered with 36 eye stalks, each a foot 
long. They give the beast 360-degree vision. It can retract the stalks 
to protect its eyes as it oozes through tight spaces. 

The tentacles are lined with hooks that it uses to grip and rend. 
They provide the primary means of locomotion for the beast. It 
reaches ahead with several tentacles and pulls its bulbous body 
behind it. 

Its skin is a mottled gray and is covered with a slimy secretion. 
Both the slime and its amorphous body allow the beast to pull itself 
through openings as small as a human-sized doorway. Its tentacles 
can be up to 20 feet long, with the strength to tear apart buildings. 


Combat: These monsters are absolutely devastating in combat and 
have been known to destroy entire towns. The remains of herds of 
kanks, erdland, and even mekillots have been found completely 
decimated by these voracious eaters. 

Though the moon beast is usually invisible, its bulk causes a great 
deal of noise and vibrations, making surprise nearly impossible. The 
stalking horror always shows its true form before attacking. 

In melee, the stalking horror has many attack forms available. The 
beast can use as many as 7 of its tentacles to attack during melee, 
each causing 2d8 damage per strike. A successful CMB check 
indicates that the victim has been grabbed by the tentacle, which 
can then constrict for an additional IdIO damage per round. Any 
creature caught in a tentacle has a chance of having at least one 
limb pinned. If a creature is grabbed, roll percentile dice. The results 
are as follows: one arm (I-25 left, 26-50 right), no arms (51-75), 
or both arms (76-100) pinned. A constricted character cannot cast 
spells, but can attack the tentacle (if only one hand is free the 
character attacks at -3). The grip of the tentacles is so strong that no 
creature can force them open, regardless of its strength. The tentacle 
must be severed to free the victim, requiring I2 points of damage 
from a slashing or piercing weapon before it is severed. 

The toothy mouth of these creatures is capable of causing 3d10 
points of damage per attack. The beast can only bite creatures held 
in its tentacles. In this case the bite is in addition to other melee 
attacks. Also, the stalking horror has limited magic resistance (25%) 
and is immune to all spells less than 3rd level. 
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Stalking Horror 


The stalking horror has the innate ability to use defiler magic. 
These magical abilities require no verbal, somatic, or material 
components. The creature can cast wall of fog, fog cloud, mirror 
image, dispel magic, fireball, lightning bolt, spectral force, Evard’s 
black tentacles, ice storm, cloudkill, and chain lightning once per 
day. All spells cast from the creature should be considered as cast 
by a 12th-level defiler. They have the appropriate effect on the 
surrounding terrain. 

The stalking horror constantly emits an aura of fear. All creatures 
within 60 feet of the moonbeast must make a successful save vs. 
paralysation or be frozen in terror. This effect lasts for 2d6 rounds, 
during which the victim cannot run, attack, cast spells, or use 
psionics. 

The stalking horror also has extraordinary psionic abilities. 
Among its favoured psionic attack forms are life draining, phobia 
amplification, and time shift. Frequently, the moonbeast uses the 
phobia amplification to intensify the horror a victim feels when 
affected by the aura of fear. Any creature subject to both attack 
forms, provided they fail their initial save, must make a system 
shock roll. Failure means the victim goes into shock and babbles 
incoherently for Id6 weeks. After this time the victim remembers 
nothing of the encounter with the moonbeast. 


Habitat/Society: The moonbeast remains dormant for months or 
even years at a time. But when the moons of Athas are in the right 
configuration, the beast awakens from its dormancy to feed on the 
creatures of Athas. The moonbeast leaves its lair only at night, only 
to feed, and does so invisibly. 

When dormant, the moonbeast uses psionics to astrally project 
itself to its home plane. It spends all its time projecting itself where 
it last remembers being “happy”. The beast stops projecting long 
enough to rest and regain its PSPs, then returns to the Astral 
Plane. But when the moons are in the right configuration, it triggers 
something in the creature that brings it out of its trance to feed. It 
eats almost anything animal. 

Its diet, however, is very unusual: it eats only the bones of its 
victims, leaving the rest of the body behind. It wails its anger and 
frustration at having its physical form stranded with no means to 
take itself back home. 

The stalking horror prefers to lair away from civilization in caves 
and ruins that have long been abandoned. This allows the creature 
the time to meditate and rest without being disturbed. Stalking 
horrors position their lairs in very defensible locations. 


Ecology: While the stalking horror eats almost anything, it has no 
natural predators. Its flesh is unpalatable to beings on the Prime 
Material Plane. Eating the flesh of the moonbeast causes nausea 
and hallucinations that last 2d4 hours after which the consumer 
falls into a deep coma for Id4 days. During that time the consumer 
has horrifying dreams of a gray and misty world with bizarre and 
mutated creatures that slither and crawl across the sparse landscape. 

Though the flesh cannot be eaten, the hide of the creature makes 
excellent armour and shields. If properly treated, the hide can make 
leather armour with an effective AC 15. It also gives its wearer a 
+I bonus on saving throws for all spells of Ist and 2nd level. Few 
merchants are aware of the value of the hide, since few moonbeasts 
have ever been killed. 


Moonbeast Magical Items 


The moonbeast also stalks prey that have magical items strongly 
linked to the beast’s summoning, Each horror has at least one 
item to which it is bonded. These items can range from jewellery 
to weapons to sculptures, but they have several things in common. 
First, each item has a gemstone of not less than 500 gp value as 
an element of its construction. Second, these items have at least 
one powerful magical property, such as wall of fog, fog cloud, dispel 
magic, fireball, lightning bolt, Evard’s black tentacles or cloudkill 
This power can be used once per day. The possessor of the item 
has 25% magic resistance. If the item is a weapon, it may have an 
enchantment of as much as +2. This item cannot harm the stalking 
horror to which it is linked. It may, however, be used against other 
stalking horrors. 

These items also have some horrifying side effects. The owner of 
the item becomes very possessive of the item. The possessor attempts 
to stay in physical contact with the item at all times and becomes 
violent if it is forcibly removed. Anyone possessing such an item 
gradually becomes a creature of the night. After possessing the item 
for one continuous month, the possessor suffers a -I penalty to all 
attack rolls, ability checks, and saving throws while in sunlight. The 
same rolls receive a +I bonus if the character is bathed in the light 
of the full moon. 

Characters possessing these items may carry them for years before 
they discover their deadly link to a moonbeast. Once the moonbeast 
has awakened and sated its appetite, it seeks out and attempts 
to destroy the individual possessing the item. If the moonbeast 
succeeds, it leaves the item for someone else to find. One sage 
has speculated that the moonbeast leaves the item, then returns to 
destroy its possessor as revenge for being summoned to Athas. 
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Strine 


CLIMATE/TERRAIN: Any desert Habitat/Society: Strines live in sandy, rocky areas, prowling the 
FREQUENCY: Baye badlands, dunes, and canyons for prey. Because they are solitary 
Š hunters, they do not take on prey that is too large or particularly 

ORGANISATION: Solitary able to fight back. Aprig are a favourite meal. 
ACTIVITY CYCLE: Any A strine’s eyesight grants it 120° infravision, full colour normal 
DIET: Omrvorė vision, and a wide angle of sight. 

` Strines mate once a year and the males leave before the young 
INTELLIGENCE: Animal (I) are born. The species is not given to socialisation or cooperation. 
TREASURE: Nil As soon as the young, are old enough to fend for themselves (six to 
ALIGNMENT: Neutral eight months), the mother departs as well. 
NO. APPEARING: I Ecology: Strines feed on insects and small animals when hunting. 
ARMOUR CLASS: 18 pea prey is St are also able to feed on vegetation, 

and are very fond of cacti of all types. 

MOVEMENT: 6 A strine’s carapace can be used as a component in various 
HIT DICE: 6 armours and their spines make good daggers. Nomad tribes often 
ATTACK (CMB/CMD: +6 (46/16) goad a strine into shooting spines at them, harvesting the spikes for 


later use. 


NO. OF ATTACKS: I 
DAMAGE/ATTACK: 2d6 
SPECIAL ATTACKS: Spines 
SPECIAL DEFENCES: Nil 
MAGIC RESISTANCE: Nil 


SIZE: M @ long) 
MORALE: Average (8) 
XP VALUE: 1,400 
PSIONICS: Nil, MAC 12 


The strine is a species of large, armoured porcupine. A lone hunter 
of the foothills, the strine depends on its thick covering of spines 
for protection. 

Much like the porcupine it resembles, a strine is a quadruped 


covered in large spines. The rest of its body is similarly 
armoured, offering protection against the many 
other predators with which it competes. The 
strine has six eyes, three on either side of its 
elongated snout. Each can see in a 
slightly different wavelength, 
which the creature uses to 
forage for food and to alert 
itself to the presence of other 
predators. 


Combat: The strine 
is not a skilled hunter, 
but it is a patient one. 
Slow on its feet, it uses 
scent and its excellent vision to track down prey. When it gets 
within 50 feet of its quarry, it launches spines from its back. 
It can fire up to four at once, and up toa dozen 
per day - it takes a week to regrow fired spines. 
Each spine deals Id6 damage. 

The strine can also deal a vicious bite for 
2d6 points of damage against any target that gets 
too close. 
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Styr 


CLIMATE/TERRAIN: Am 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Nil 
INTELLIGENCE: Semi (2-4) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: I 
ARMOUR CLASS: 20 
MOVEMENT: 6 

HIT DICE: 14 
ATTACK (CMB/CMD: +14 (+15/25) 
NO. OF ATTACKS: 4 
DAMAGE/ATTACK: 2dI0 


SPECIAL ATTACKS: 


Fire breath, surprise immunity 


SPECIAL DEFENCES: 


+I or better weapon to hit 


MAGIC RESISTANCE: 30% 

SIZE: L (9 tall) 
MORALE: Fearless (19-20) 
XP VALUE: 13,000 
PSIONICS: Nil, MAC 15 


The styr is a creature from the Elemental Plane of Earth that 
is summoned to Athas to act as a guard or servant for powerful 
spellcasters or psionicists. 

The styr resembles a statue that is quadrilaterally symmetrical. It 
has four faces, one on each side of its head, four arms protruding 
from its torso, and four legs at right angles to each other, giving it a 
squat stance. The styr stands nine feet tall. 


Combat: Because the styr has four heads, it is immune to surprise. 
When the styr enters melee, it can attack four times per round, 
striking once with each fist for 2dIO damage. These attacks can be 
against four different foes or the same foe, or any combination of 
foes within reach. 

The styr can also breathe fire once per round from each of its 
heads, up toa total of three times per day per head. The fire blast 
is a cone 30’ long. Anyone caught within the cone takes 3d6 points 
of fire damage (save vs. breath weapon for half). 


Habitat/Society: The styr has no natural habitat on Athas, and 
is instead usually summoned to guard treasure chambers. Many 
adventurers seeking treasure in ruins have fallen before the relentless 
attacks of the styr. 

The styr is particularly suited to this task because its nature allows 
an individual who summoned it to issue it with a single task before 
it is allowed to return home. Clever Athasians issue the styr with 
open-ended instructions, effectively trapping them on Athas until 
they are destroyed. 


On the Elemental Plane of Earth, styr act as guard and servants 
to greater elemental entities. They are used to this life and rarely 
protest when forced to endure servitude on Athas. 


Ecology: Styr are not natural creatures and play no part in the 
world’s ecology. They neither eat nor sleep, and “live” until their 
bodies are destroyed or banished. 


330 


Takis 


CLIMATE/TERRAIN: Forests, Mountains, Rocky 
Badlands 

FREQUENCY: Rare 

ORGANISATION: Solitary or pair 

ACTIVITY CYCLE: Day 

DIET: Omnivore 

INTELLIGENCE: Animal (I) 

TREASURE: Nil 

ALIGNMENT: Neutral 

NO. APPEARING: Ior2 

ARMOUR CLASS: 15 

MOVEMENT: 15 

HIT DICE: 5 

ATTACK (CMB/CMD: +5 (+8/18) 

NO. OF ATTACKS: 4 

DAMAGE/ATTACK: 1d4/1d4/1d8/1d12 

SPECIAL ATTACKS: Crush 

SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: L (IC tall) 

MORALE: Elite (13-14) 

XP VALUE: 420 

PSIONICS: Nil, MAC 13 


The takis is a smaller relative of the klar, and is a bear-like creature 
with stiff, thick fur and a bony ridge of gray hide covering its back 
and limbs. The creature has a mouth of dagger-shaped teeth and a 
hairy tail that grows at its end into a bald club of bony material, 
the same substance that makes up its hard claws. 

Takis have brownish fur and ooze slime from their snouts 
while sniffing for food. Fierce and powerful, takis make dangerous 
opponents and often find themselves captured for sport in the 


gladiatorial arenas of the Tablelands. 


Combat: When forced into combat, a takis launches itself at its 
opponent with savage fury. It strikes with 2 foreclaws for Id4 damage, 
bites for Id8 damage, and strikes with its tail club for IdI2 damage. 

If the takis makes a CMB check, it can grasp a foe with both if its 
foreclaws. The target takes 2d4 damage per round and the takis can 
make a bite attack with a +4 bonus to hit. The victim can escape 


the grasp of the takis by making a CMB check. 


Habitat/Society: Takis are fairly widespread on Athas, being at 
home in the forests, mountains, and rocky badlands. They do not 
fare well in the open heat of the sandy deserts or plains, but prefer 
terrain where shade is not hard to come by and prey and plants 
are plentiful. 

Takis are solitary, except when mating. Then, they hunt with 
their mates, bringing food back to their lair, where I-3 cubs will 
be waiting. 


EE + ee, ees 


Ecology: Takis, like many large animals, are often content to leave 
humanoids alone, though they will attack if provoked or starving, 
More often, they hunt smaller game, like jankx or giant lizards. 
Takis are hunted for the ivory of their tail clubs. The bony ivory 
of the takis tail can be used to craft bone bludgeoning weapons that 
are treated as steel weapons in terms of attack and damage rolls. 
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CLIMATE/TERRAIN: Any plains 
FREQUENCY: Uncommon 
ORGANISATION: Tribal 
ACTIVITY CYCLE: Day 

DIET: Omnivore 
INTELLIGENCE: High (13-14) 
TREASURE: P (D) 
ALIGNMENT: Lawful Neutral 
NO. APPEARING: 2-12/20-60 (tribe) 
ARMOUR CLASS: 13 
MOVEMENT: 12 

HIT DICE: 2 

ATTACK (CMB/CMD: +2 (+4/T6) 
NO. OF ATTACKS: 2 or I 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


1d4/1d4 or by weapon +2 
Teamwork, psionics 


Fight past death 


MAGIC RESISTANCE: Nil 

SIZE: M (6 tall) 

MORALE: Steady (12) 

XP VALUE: 65 

PSIONICS: +5, PSPs 30, MAC 13 


Powers: combat mind, detect psionics, ESP, invisibility, martial 
trance, mind blank, mind thrust, mindlink, psychic crush, thought 
shield, true sight 


Tareks are big, muscle-bound, and hairless bipeds that inhabit the 
hilly and mountainous areas of Athas. They have square, big-boned 
heads with sloping foreheads and massive brow ridges. Their flat 
noses have flared nostrils, and their domed muzzles are full of sharp 
teeth. Their powerful arms are so long that their knuckles drag 
along the ground. Tareks have a distinct musky odour that can be 
detected from as far away as 15 feet. 

Tareks move with jerky, awkward strides except when they are 
engaged in combat. Then they exhibit a style and grace usually 
uncommon in creatures of their size and build. To watch them 
engage in combat is to watch fluid motions that are as artistic as 
dance - unless the viewer happens to be on the receiving end of 
the deadly spectacle. 

Tareks speak their own language, as well as the common language 
of the Tyr region. Their voices are harsh and guttural, as fearful in 
tone as their appearance and just as powerful. 


Combat: Tareks are violent and aggressive. They place great value 
and honour in physical prowess. Their great strength gives them a 
+2 damage bonus when using weapons, though their huge fists can 
do considerable damage on their own, dealing Id4 damage with 
each strike. While tareks will use weapons, they shun armour of any 
sort. Instead, they rely on their own tough hides and natural combat 
agility to protect them. 


- eT Oe Oe ee Te, © 7 Nn 


The most common weapons employed by tarek warriors are the 
handfork and the heartpick. The handfork serves equally well as 
a partying tool or a slicing weapon and is usually made out of 
obsidian, but 10% of these weapons are forged from iron or steel. 
The heartpick, usually made of bone, is a hammer-like weapon with 
a serrated pick on the front and a heavy, flat head on the back. 
See the Dark Sun Campaign Guide for details on these weapons. 

In the wild, tareks fight in concert, making them extremely 
formidable opponents. They have such a developed sense of 
teamwork that, when tareks fight in concert, each tarek in the group 
gains a +I attack bonus for every other tarek fighting alongside 
them, to a maximum of +6. This attack bonus is only applied when 
tareks team up against a single foe or group of foes, not when each 
tarek in the group fights a different opponent. 

This attack bonus and their natural ferocity make tareks extremely 
popular in the gladiatorial arenas of the city-states. They are often 
set up as mated pairs, giving them an advantage over other gladiator 
teams. In rare instances, as many as six tareks are teamed against 
one huge opponent for special contests. The crowds love to watch 
tarek teams tear into a braxat or other terror from the wastes. Such 
contests are so popular in Nibenay that a select group of templars 
are assigned to keep the arena stocked with both tareks and monsters 
to pit them against for the monthly Festival of Ral. 

Due to their great strength and remarkable constitutions, tareks 
have the ability to battle beyond the point where other creatures 
would succumb to wounds and other injuries. Even when dealt a 
fatal blow, tareks continue to fight after death. 
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In game terms, tareks can continue to attack until they are 
reduced to -10 hit points without suffering any penalties. When 
they do take enough damage to reduce them to -10, tareks finally 
succumb to the damage they've sustained. 


Habitat/Society: Tareks gather in tribes, building small communities 
in the hills and mountains of the Tablelands. These communities 
often sustain themselves by raiding, and visitors are not welcome. 
Unless a group of visitors include an obvious elemental cleric, tarek 
warriors rush out to kill or drive the intruders away In rare instances, 
members of a community will be sent out to trade with merchant 
caravans, but few traders will blindly conduct business with these 
representatives. More often than not, such representatives are decoys 
for an unseen raiding party. More than one caravan has been taken 
by surprise while negotiating a deal with tarek traders. 

For every six tareks encountered, there will be one leader. A tarek 
leader has 3 HD and an attack bonus of +3 In groups of 20 or 
more, one tarek hero will be present. Tarek heroes have 5 HD and 
attack bonuses of +5. A tribal community has a chief with 7 HD 
and an attack bonus of +7. 

Tareks hate wizardly magic in all its forms. They go out of their 
way to destroy defilers, and they'll even chase away preservers who 
use their magic in the vicinity of a tarek community. This hatred of 
magic translates into a strong dislike for elves, since elves often deal 
in the business of spell components and have an innate love for 
all thing magical. Tarek raiders often attack elf tribes that wander 
too close to their territory as an automatic response to the probable 
proximity of wizardly magic. 

On the other hand, tareks have a great deal of respect for all types 
of priestly magic. The elemental forces that hold sway over the world 
receive as much reverence as the violent-tempered tareks are capable 
of giving. However, tarek tribes tolerate only one kind of cleric in 
their midst - earth clerics. Tareks respect the earth and everything 
connected with its elemental nature. They consider themselves to be 
born of the earth, and feel a kinship with the mountains and hills 
they choose to live among. “Solid is the tarek, strong like the earth, 
and numerous as the soil,” sing the earth clerics of the tarek tribes. 


Ecology: Tareks have an average life span of 50 years (though few 
creatures ever get to die naturally on Athas). They sometimes wage 
great wars with the gith, as both of these races seek to control the 
same territory. If they hate elves because of their association with 
magic, then they hate gith because the gith are seen as abominations 
to the elemental earth forces. Gith set up lairs beneath the mountains 
tareks hold sacred, defiling the earth with their very presence (at 
least according to the teachings of the tarek shamans). As such, 
tarek communities see it as their sacred duty to keep gith out of the 
mountains and hills they have selected as their homes. 


Tarek Shamans 


Tarek shamans are always elemental earth clerics. These tareks 
constantly commune with nature, and thus live near to but outside 
the tarek community they're attached to. This lends them an air of 
mystery that helps strengthen their role in the tribe. Tarek shamans 
serve as advisers to tribal chiefs and leaders, direct the spiritual 
life of their tribes, teach tribal legends and traditions, and act as 
medicine men for their communities. They also direct the rituals 
and ceremonies that make up much of the tribal lifestyle. 

Tarek shamans can advance as high as 6th level, though the most 
common shamans are of 2nd to 4th level. A tribe will rarely have 
more than one earth shaman attached to it, and never more than 
three. Tarek shamans who reach 6th level are looked upon as great 
holy men who serve the most powerful elemental earth forces. Lower 
level tarek shamans from all over will come to study for a time at 
the feet of such holy tareks. There is a 50% chance that there will 
be 2d4 lesser shamans studying with a Gth-level tarek shaman at 
any given time. At all other times, the 6th-level shaman serves his 
community alone or with I-2 apprentices. Only the largest, most 
powerful tribes have Gth-level shamans administering to their needs. 

Because of their intimate connection to the earth, tarek shamans 
shun weapons made out of any material other than stone or obsidian. 
Tarek shamans of 3rd level or higher can bless a stone weapon once 
per year for use by the tribe’s chief or greatest warrior. This blessing 
bestows a magical enchantment on the weapon that lasts for one 
year, effectively making it a magical weapon. Magical bonuses are 
based upon the level of the tarek shaman: 3rd-level shamans grant 
a +I bonus, 4th-level shamans grant a +2 bonus, 5th-level shamans 
grant a +3 bonus, and Gth-level shamans grant a +4 bonus to the 
blessed weapons. If a blessed weapon is taken from the tarek who 
is intended to wield it, it slowly loses its enchantment. After Id6 
weeks, it reverts to a normal stone or obsidian weapon. 
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Tari Warrior Chieftain 
CLIMATE/TERRAIN: Any Any Any 
F REQUEN CY: Uncommon Rare Very Rare 
ORGANISATION: Pack Pack Pack 
ACTIVITY CYCLE: Night Night Night 
DIET: Scavenger S cavenger Scavenger 


INTELLIGENCE: Average (8-10) Average (8-10) Average (8-10) 
TREASURE: M (©) M (©) M (C) 
ALIGNMENT: Neutral Neutral Neutral 

NO. APPEARING: 5-30 2-12 I 

ARMOUR CLASS: 14 15 14 
MOVEMENT: 9 9 9 

HIT DICE: 3 4+2 4 

ATTACK (CMB/CMD: +3 (+2/15) +4 (+4/17) +4 (+3/16) 
NO. OF ATTACKS: I 3 2 
DAMAGE/ATTACK: Id3 or by weapon 1d8/1d8/1d3 Id6/Id3 
SPECIAL ATTACKS: Disease Disease Disease 
SPECIAL DEFENCES: Nil Nil Nil 

MAGIC RESISTANCE: Nil Nil Nil 

SIZE: S (4 tall) M (5 tall) M (5 tall) 
MORALE: Average (8-10) Champion (15-16) Average (8-10) 
XP VALUE: 120 175 175/270 
PSIONICS: Nil, MAC II Nil, MAC 12 Nil, MAC 13 


The tari are commonly referred to as ratmen by the other denizens of 
the Tyr region. They are small, furry humanoid scavengers, capable 
of thriving on food and water too polluted for humans to ingest. 
Hunted freely as pests, the tari are the barbaric descendants of a 
once thriving culture who inhabited lands to the south. 

The tari are unimpressive creatures, roughly 5 feet tall and 
weighing 100 pounds. They move about as bipeds, but sometimes 
walk on their knuckles. Their tails are about 2 I/2 feet long, used 
mainly for balance, and just strong enough that they can wrap it 
around a branch and hang from it. Their entire bodies are covered 
with fine fur, usually brown, but sometimes gray, golden, or even 
silver, or a combination of any of these. Many tari use dyes from 
gyava berries to create rings or spots of colour for decoration. Males 
and females alike often braid the longer hair along the back of the 
neck and the base of the spine and decorate these with beads or 
feathers. Their mouths are filled with needle-like teeth, and to either 
side they have long black hairs that add to their overall rat-like 
appearance. 

Tari wear no clothing, though warriors sometimes have leather 
jerkins or even chitin greaves. Chieftains and warriors are taller than 
other tari and the former are usually highly decorated with dyes, 
beads, and ceremonial garb. 

Tari have a high-pitched, squeaky language all their own. They 
can send and receive some signals that are beyond the human ears 
ability to hear. Chieftains sometimes have psionic powers that allow 
them to communicate with their packs and other beings. 


Tari can learn other languages, namely human and elven, though 
the sounds of humanoid speech are difficult for them to make with 
their mouths. There is a 5% chance a tari knows human or elven, 
but only a 50% chance that humans understand the communication. 


Combat: Tari are nocturnal scavengers and hunters that travel in 
packs. A pack attacks humans or human-sized animals only if they 
outnumber them three to one. A pack has 5-30 normal tari, 2-12 
warriors. and I chieftain. If they decide to attack, they wait until the 
quietest hours before dawn to surround and then attack. Warriors 
always stay in a single group around one arc of the enclosing circle, 
and the chieftain advances behind his warriors. Tari do not attack 
foes larger than Medium, but they will trail the injured and weak, 
hoping they perish in the desert 

Normal tari have a 50% chance of having a weapon, usually a 
wooden or bone sword or spear that inflicts Id6 damage. Those 
without weapons bite for Id3 points of damage. Warriors fight with 
two bone weapons that each cause Id8 damage and can bite in the 
same round. Chieftains fight with ceremonial clubs that inflict Id6 
damage and bite. 

Each time a tari successfully bites an opponent it has a 5% 
chance of inflicting a disease. The victim can avoid the effects if 
he successfully saves vs. poison. Once infected, the victim becomes 
feverish and virtually incapacitated in Id6 hours. On the third day 
after contracting the disease, the victim loses Id3 hit points per day, 
permanently. 
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There are many false cures for the tari disease sold in the 
marketplaces of Athas. The only sure means is a cure disease spell. 
Even that will not restore the lost hit points. 

Each tari chieftain has one psionic wild talent that the DM 
should determine during an encounter by using the Wild Talent 
Tables in the Dark Sun Campaign Guide. If the wild talent has 
any combat value, the pack changes its tactics to take advantage 
and, if defeated, the chieftain is worth the higher XP value listed. If 


the chieftain is slain, the rest of the tari flee. 


Habitat/Society: The lives of the urban and wilderness tari are 
quite different, though their tactics for the kill are universal. Both 
travel in packs, but their approaches to survival are quite different. 

The urban tari are denizens of the sewers and garbage heaps. 
By day they sleep beneath the filth of human society, and by night 
gather food and water to keep themselves alive, but also seek out 
creature comforts for themselves and their chieftains. The small, furry 
thieves scour the buildings, scurrying up walls and through windows, 
stealing everything they can. They aren’t particularly good thieves, 
making a lot of noise, upsetting tables and toppling chairs in their 
clumsy approach. Though not work for children, a warrior can earn 
a good living hunting tari, earning about 8 ceramic pieces a head. 

The urban tari lair is a hodgepodge of stolen finery and trash. 
Crates are covered with silk and linens, while plush pillows and rugs 
adorn the floors and walls. Ratmen tend their chieftain who wears 
the jewellery and rags the neighbourhood provides. If left alone, a tari 
pack can live in relative luxury, unnoticed beneath the bustling city. 


The wilderness, however, is not so kind. Wasteland tari are 
nomadic scavengers, scouting miles in all directions to find the 
richest grounds, contending with the desert’s other creatures for the 
little food to be had. Wilderness tari move their few belongings 
and families in triangular frames of leather and wooden poles. 
These frames are piled with belongings and dragged along the 
ground. Occasionally, tari use pack animals, such as inix or crodlu. 
Corralling such a beast can take an entire pack and cost many 
tari lives. Tari animal handlers are very rare, but can become very 
important to the wilderness packs. 

The tari race once boasted a thriving culture far to the south of 
the Tyr region. Ythri, the legendary capital city, is now a ruin lost 
among, the crags. Their education and knowledge was much greater 
than today and their technology allowed them to build stone and 
concrete structures. What happened to their civilization is a mystery. 
The tari of the Tyr region have no written history. What remains is 
a collection of exaggerated myths and legends describing wondrous 


works. 


Ecology: Tari mate once per year. The females of a single pack go 
into heat during the conjunction of the moons, initiating the mating 
season. Each female gestates for six months before giving birth to 
a litter of 2d4 young. The baby tari rely on the mother for their 
nourishment for the first three months of their lives, after which they 
are taught to hunt and survive on their own. 

Young tari require another year to gain full maturity. During that 
time they are taught the harsh survival skills of the wilderness or 
the thieving and stealth skills of the city. Immature tari receive only 
I Hit Die and there can be 3dI2 of them with a pack in its lair. 

Their disease-causing venom is produced by two glands set deep 
in the jaw. Each bite produces a flow of venom that sprays from two 
openings to either side of the main canines. Retrieving the glands 
from fallen tari is a difficult and dangerous task, but the deadly 
properties of their contents makes them valuable to the alchemists 
and bards of the cities. A pair of tari disease glands can bring as 
much as I2 ceramic bits in the larger cities. 
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T'Chowb 


CLIMATE/TERRAIN: 


Any 


FREQUENCY: Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Night 
DIET: Special 


INTELLIGENCE: 


Special (4 or higher) 


TREASURE: 
ALIGNMENT: 


Nil 
Neutral Evil 


NO. APPEARING: I 
ARMOUR CLASS: 17 
MOVEMENT: 12 

HIT DICE: 2 
ATTACK (CMB/CMD: +2 (+0/10) 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: By weapon 


SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


Intelligence drain 


S ee below 


MAGIC RESISTANCE: 


Nil 


SIZE: 
MORALE: 
XP VALUE: 270 

PSIONICS: +2, PSPs 45, MAC 15 


Powers: daydream, displacement, ego whip, enhanced speed*, 
ESP, heightened senses, intellect fortress, invisibility, mind drain*, 
mindlink 


*Unique power - see below 


T (T tall) 
Elite (13-14) 


The ťchowb is a particularly deadly little creature that delights in 
draining intelligence from those smarter than itself. 

A tťchowb is a tiny, humanoid creature with a leathery, gray 
skin. It has beady, red eyes and a purple ridge along the skull. It is 
hairless, and its head is elongated and looks entirely too large for 
its small body. 

A t’chowb ordinarily does not speak any language, but it does 
gain the ability to speak one of the languages known by its victim 
for every three points of intelligence it drains. 


Combat: A t’chowb will never seek a face-to-face confrontation if it 
can possibly be avoided. With its powers, it is usually able to avoid 
such a fight. The t’chowb has a 40% chance to move silently and 
a 38% chance to hide in shadows. The t’chowb has a number of 
other powers that help it seek its prey, which is anyone with more 
intelligence than it possesses. 

The t’chowb’s favourite method of attack is to sneak up on a party 
or caravan camped for the night. It attempts to get close to one of 
the sentries and tries to use its psionic powers. If the sentry has a 
telepathic defence, the t’chowb tries to use an ego whip to open the 
sentry’ mind. If both fail it is likely to break off the attack, either 
moving on to another sentry or waiting until a different sentry takes 
the watch. 


: Ree q. 


Once contact is established, the ťtchowb uses daydream to make 
the sentrys mind wander. It can then slip into camp to prey on 
sleeping victims. If it is discovered, either by the sentry or by those 
in camp, the tchowb uses one of its two unique psionic powers, 
enhanced speed, to flee. Enhanced speed allows the t’chowb to move 
at a rate of 36. It has a power score of 12, has an initial cost of 3 
PSPs for a duration of 2 rounds, and costs I PSP per round to 
maintain beyond that. It will also use displacement to aid its escape. 
If it is not noticed, the tchowb moves in to drain a victim. 

The t’chowb can drain victims using its other unique ability, 
mind drain. This requires a round of physical contact. It does not 
require a power check and costs no PSPs. The drain is painless and 
usually unnoticed by the victim, especially if he is sleeping. 

When a t’chowb touches a victim, the victim is allowed a saving 
throw vs. spells, with a -4 penalty if he is sleeping. Failure means 
that he feels nothing and the drain continues uninterrupted. If 
the save is made, the victim has a terrible nightmare. This may 
cause him to wake up. A surprise roll is made; if the victim is not 
surprised, he wakes up screaming. If the potential victim was not 
asleep, a successful saving throw means he has a terrible feeling that 
something bad is about to happen to him. At this point, the t’chowb 
fades into the background and continues his draining. 

For each round of draining, the victim permanently loses one 
point of Intelligence. The t’chowb gains one point of Intelligence, 
but the gain only lasts for one day. Even if his victim wakes up, the 
t’chowb can keep using his mind drain until sated. A t’chowb is not 
sated until his Intelligence reaches 24. Since the t’chowb’s normal 
Intelligence is 4, this can be quite devastating for a character. When 
a victim’s Intelligence reaches 2, the tchowb is no longer interested 
in him, since he is now a drooling idiot. 
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The mind drain can be kept up as long as the victim is within 
30° of the t’chowb. The drain can only be broken if the t’chowb is 
forced beyond that range or takes any form of damage. A successful 
physical attack will stop the tchowb’s mind drain immediately. A 
successful psionic attack will stop the drain and cause the t’chowb to 
lose all the Intelligence points it has gained from its current victim. 
Unfortunately, these points are not psionically funnelled back into 
the victim’s psyche; they are simply lost. A victim drained by a 
tchowb can only have his Intelligence restored by psychic surgery, 
heal, or restoration. 


Habitat/Society: A t'chowb is a solitary creature because it doesn’t 
like anyone or anything except the feeling of power it gets from 
becoming smarter. A sated t'chowb is a genius and uses its new- 
found intelligence in whatever manner best suits it. 


Ecology: The tchowb can be found in cities, on the trail, or almost 
anywhere that intelligent beings gather. 


S’kin’di, T’chowb Agent of Abalach-Re 
S'kin’di is an ambitious tchowb. While most of his kind would 


be satisfied to simply scuttle about, swiping the intelligence from 
hapless passers-by, S’kin’di has embarked upon a mission. Simply 
put, S’kin’di wants to become king of the t’chowb. It is his desire 
to make this demihuman race into the psychic overlords of Athas. 
And the best way to do this was to get close to the dragon kings. 

S’kin’di sought out Abalach-Re after he discovered that she often 
employed “exotic” assassins. Knowing that his natural psionic skills 
and his knowledge of the art of death would guarantee him a spot 
in the tyrant’s special forces, he journeyed to Raam at once. There 
he found that it would not be easy to meet his prospective employer. 
Rather than put up with the bureaucratic nonsense entailed in filing 
for an audience, S’kin’di did what he does best 

Using his psionic invisibility, Skin’di entered the palace in the 
dead of night and slew several of Abalach-Re’s own templars with 
poisoned daggers. Then he violated the inner sanctum of the dragon 
herself, leaving a note on her pillow: “My services are yours to 
command.” Within hours of sunrise he was a royal assassin. 


His service was exemplary, and he became known as the Silent 
Death. Though his colleagues within the Assassin’s Circle never see 
him, he is well known for his efficiency and ruthlessness. 

This ruthlessness came to the fore recently when S’kin’di was 
dispatched to remove a certain troublesome caravanner. The man 
was in fact a powerful magic-user, a preserver working for the Veiled 
Alliance. S’kin’di barely escaped with his life. Realizing that his 
contact had given him false information, S’kin’di tortured the woman 
and sent pieces of her to Abalach-Re. Though the dragon-sorceress 
could easily have destroyed the t’chowb, she instead chose to see this 
as a rite of passage. He had escaped a deliberate setup - proving 
himself too valuable to ignore. 

Shortly after this episode, the t’chowb was assigned to the ruined 
city of Yaramuke. He was to watch any travellers who entered the 
ruins and report to Abalach-Re herself. 

S’kin’di went far beyond the bounds of duty in this task. Within 
weeks he had organized the factions living in the ruins. They fulfilled 
his every need, doing his bidding without question. 

S’kin’di will try to save his own skin once he realizes that his 
mistress’s plans to claim the secrets of Yaramuke and the Black 
Waters for herself have failed. Not wishing to work for a failure, 
the tchowb will look for greener pastures. Unless he is killed by 
the PCs, he will seek vengeance in later adventures. He sees the 
characters as responsible for a blot on his reputation. He will be 
unable to rest until they are destroyed. 

S’kin’di is devious, so implement his vengeance cleverly. Perhaps 
he will want to destroy the characters’ reputations before delivering 
the killing blow. Will he follow them from place to place and frame 
them for heinous crimes? Or maybe he'll track them as they journey 
across the wilderness, stealing their supplies and killing their mounts. 
Cruelty and a malicious sense of humour are the trademarks of the 
t'chowb. Make his vengeance particularly nasty but never fatal, and 
this NPC will keep the players on their toes for many games. 
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CLIMATE/TERRAIN: Tablelands and Mountains 
FREQUENCY: Üicomnmon 
ORGANISATION: Pack 
ACTIVITY CYCLE: Night 

DIET: Carnivore 
INTELLIGENCE: High (13-14) 
TREASURE: I 
ALIGNMENT: Chaotic Evil 
NO. APPEARING: I-6 
ARMOUR CLASS: I6 
MOVEMENT: 15 

HIT DICE: 4 
ATTACK (CMB/CMD: +4 (+4/15) 


NO. OF ATTACKS: 5 
DAMAGE/ATTACK: 1d4/1d4/1d6/1d6/1d8 
SPECIAL ATTACKS: Level drain 
SPECIAL DEFENCES: 


Dodge missiles 


MAGIC RESISTANCE: 10% 

SIZE: M (3-6 long) 
MORALE: Fearless (20) 

XP VALUE: 975 

PSIONICS: +5, PSPs 80, MAC 14 


Powers: chameleon power, death field, displacement, ectoplasmic 
form, heightened senses, immovability, intellect fortress, life draining, 


mind blank, shadowform 


The tembo is a despicable, furless, tawny-coloured beast covered with 
loose folds of scaly hide. Between three and six feet in length, they 
stand as high as a man’s thigh. All four of their lithe feet end in 
long sharp claws, and huge canine fangs protrude from beneath the 
flappy lips of their squarish snouts. The tembo has huge, squarish 
ears which it can turn in any direction, independently of each other. 


Combat: Though all tembo love to fight, their battle tactics are 
unpredictable. Some attack by stealth from a short distance away, 
sneaking as close as possible to their victims and trying to destroy 
them with a death field. Others prefer to play with their victims, 
batting them from one paw to another, using life draining each 
time the paw lands. Still other tembos like to leap into the fray 
immediately, meleeing their victims from the first round. 

In such physical confrontations, the tembo are true horrors. Their 
favourite tactic is to leap at their victim, attacking with all four feet 
and their bite at once. The front claws cause only Id4 damage, 
but the back claws have a greater tendency to sink into softer flesh, 
ripping through important tendons and organs (which is why they 
do Id6 damage). The greatest danger of the tembo comes from its 
horrid mouth, however. When the tembo successfully hits with its 
powerful jaws, the victim takes Id8 damage and must save vs. death 
magic or lose one life level. This loss is permanent, and a save must 
be made each time the tembo lands a successful bite. 


When attacked from a distance, the dexterous tembo have a 40% 
chance of dodging any non-magical missile fire directed at them. 

Tembo display no fear, and will always fight to the death rather 
than run. 


Habitat/Society: Tembo prowl the desert in small packs that seem 
to have no real social organization or cohesiveness. Each tembo does 
more or less as it pleases, not sharing any prey it downs with the 
others. The tembo’s one concession to social life is that if one of 
them is attacked, the entire pack will join to fight the enemy. 


Ecology: The favourite food of the tembo is the young of any other 
race. Tembo are famous for sneaking into a nomadic camps to drag 
off elven children, for skulking about dwarven villages prowling for 
untended toddlers, even for sneaking into populated cities to snatch 
noble babes from their cradles. Needless to say, this makes these 
despicable beasts universal objects of hatred. Even feuding elf tribes, 
the most dedicated of enemies, have been known to call a truce for 
the purposing of hunting down a tembo pack that has appeared in 
the area. 
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CLIMATE/TERRAIN: 


Sea of Silt, Tablelands 


FREQUENCY: Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Night 
DIET: Water 
INTELLIGENCE: Very (II-12) 


TREASURE: 
ALIGNMENT: 


K, M (A) 
Neutral Evil 


NO. APPEARING: I 
ARMOUR CLASS: 18 
MOVEMENT: 24 

HIT DICE: 9 
ATTACK (CMB/CMD: +9 (+12/22) 
NO. OF ATTACKS: I + special 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


2d6 or by weapon +3 
Water drain, psionics 


Psionics 


MAGIC RESISTANCE: 


Nil 


SIZE: 
MORALE: 
XP VALUE: 2,000 

PSIONICS: +9, PSPs 66, MAC 12 


Powers: aging, cause decay, displacement, double pain, energy 
containment, shadowform 


M (5-7 tall) 
Champion (15-16) 


A Thrax is a dreadful creature that exists by draining the water from 
its victims. The thrax is very intelligent and is an implacable foe. 
The thrax is humanoid in appearance with a ruddy tinge to its 
skin. It has dark hair and pointed ears, but it will never be mistaken 
for an elf. Its features are gaunt and angular, and the eyes of a 
thrax are a deep blue, like a pool of water. The thrax is a muscular 
creature; it has long thin arms and fingers that end in small suckers. 
Thrax speak all languages they knew in their former existence. 


Combat: A thrax prefers to attack solitary creatures. The thrax uses 
shadowform to close with the potential victim, solidifying behind 
him. If the victim is well armoured, the thrax attempts to decay their 
armour. When the armour falls to pieces, the thrax attacks with its 
arms, to hold and drain the victim of all the water in his body. 

A successful hit by a thrax on an unarmoured victim causes 2d6 
damage, and the victim must save vs. petrification. Failure means 
that the thrax has fastened its finger suckers to the victim’s skin and 
drains their water. If the intended prey still has armour on, the thrax 
has a base 100% chance of fastening onto the victim, minus 10% 
per point of Armour Class. (Thus, the thrax has an 80% chance of 
touching someone who is Armour Class 12.) 

It takes one turn for a thrax to drain all of the water from a 
manvsized creature, or roughly one round per 20 lbs of body weight. 
This causes incredible pain to the afflicted being; each round the 
victim must make a save vs. death magic or pass out from the pain. 


Each round of draining imposes a cumulative -2 penalty to the 
save. When more than 75% of the water is drained, the victim 
passes out due to dehydration. The -2 penalty also applies to 
attacks, damage, and any other actions that the being under attack 
from the thrax attempts. The pain also prevents the victim from 


concentrating sufficiently to cast spells or use psionic powers. 

A victim totally drained of water does not become a thrax, but 
turns into a desiccated corpse. However, a human who survives an 
attack by a thrax must make a saving throw vs. death magic, with 
no modifier, or become a thrax. This is a curse transmitted by the 
thrax. This change takes Id3+I weeks. During that time the victim 
has an intense thirst. It requires a remove curse to cure the victim 
of this affliction. The spell must be cast before the victim manifests 
as a thrax. Only humans and muls are susceptible to this curse. 


Habitat/Society: The thrax can be found anywhere but, since the 
corpse of a thrax victim is unmistakable, thrax are not common in 
cities or villages. They usually leave as soon as they discover their 
curse, or else are hunted down. Outside the villages they lead solitary 
anguished lives. The thrax remembers what he was like before the 
change, but he cannot help himself. He is driven to try to survive. 
At first, the new thrax may even retain his original alignment, 
perhaps resolving to feed on animals instead of intelligent beings. 
But the curse continues to work, and after a few months, feeding is 
the only thing that matters. He also begins to hate those who have 
not suffered his curse, especially humans and demihumans. 


Ecology: A thrax needs to feed on a victim at least once a day. A 
thrax can drink water, but it does not provide the nourishment that 
he requires. 
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Jeral Toksa Jez J hol T’keech Tondi 
CLIMATE/TERRAIN: Any land Any land Any land Any land Any land as fertile 
lan 
FREQUENCY: Uncommon Uncommon Very Rare Very Rare Uncommon, Rare, and only 
(common in (common in and only in in the North 
the North) the North) the North 
ORGANISATION: Clutch/ pack Clutch/ pack Clutch/state Clutch/state Clutch Clutch/ solitary 
ACTIVITY CYCLE: Constant Constant Constant Constant Constant Constant 
DIET: Carnivore Carnivore Carnivore Carnivore Carnivore Carnivore 
INTELLIGENCE: Average to Average to Average to Average to Average to Average to 
high (8-14) high (8-14) genius (8-18) exceptional high (8-14) exceptional 
(8-16) (8-16) 
TREASURE: Varies Varies U (see below) U (see below) Varies Varies 
ALIGNMENT: Chaotic Chaotic Any Lawful Any non-good Neutral Good Neutral 
Neutral Neutral 
NO. APPEARING: 2-24 2-24 3-36 3-30 2-8 1-6 
ARMOUR CLASS: 15 15 I5 I5 15 15 
MOVEMENT: 18 18 18 18 18 18 
HIT DICE: Varies Varies Varies Varies Varies Varies 
ATTACK (CMB/CMD): Varies Varies Varies Varies Varies Varies 
NO. OF ATTACKS: 5 or 2 5 or 2 5 or 2 5 or 2 5 or 2 5 or 2 
DAMAGE/ATTACK: Varies Varies Varies Varies Varies Varies 
SPECIAL ATTACKS: See below See below See below See below See below See below 
SPECIAL DEFENCES: See below See below See below See below See below See below 
MAGIC RESISTANCE: Nil Nil Nil Nil Nil Nil 
SIZE: L (IT long) L (IT long) L ( long) M (6 tall) M (7 tall) L (IT long) 
MORALE: Fanatic Fanatic Champion Fanatic Champion Fearless 
(17-18) (17-18) (15-16) (17-18) (15-16) (19-20) 
XP VALUE: Varies Varies Varies Varies Varies Varies 
PSIONICS: Nil, MAC 13 Nil, MAC 13 Nil, MAC 14 Nil, MAC 13 Nil, MAC 12 Nil, MAC 13 


Thri-kreen are a race of large, intelligent insects often referred to as 
“mantis warriors”. They are found in most areas and they prefer to 
roam the plains where they have hunting territories. Thri-kreen have 
no need of sleep and can remain active through the day and night. 

Tohr-kreen are larger, cultured versions of thri-kreen. They 
are more civilized than their smaller cousins, and not nearly as 
aggressive. However, when they do fight, they are more deadly than 
the thri-kreen. They are occasionally met travelling about Athas, but 
none are native to the Tablelands. Rumours say that they may be 
from a realm located far away, but no tohr-kreen will ever reveal the 
whereabouts of this realm or if it even exists. 

Mature adult thri-kreen are 7 feet tall at the shoulder and II 
feet long. Six limbs protrude from their midsection, two are used 
for walking and the other four end in hands. The tough, sandy- 
yellow exoskeleton is extremely hard. A thri-kreen has two compound 
eyes, usually black with highlighted eye-spots, two antennae, and a 
complicated jaw structure that manipulates food as the thri-kreen 
chews. 


The antennae help thri-kreen move through brush and grasslands 
in the darkness (they lessen any melee penalty from darkness or 
blindness by I; missile combat is unaffected). Thri-kreen often wear 
harnesses and some forms of clothing, but they never wear armour. 


Jeral and To’ksa Thri-Kreen 


The two subspecies of thri-kreen found in the Tablelands are the 
Jeral and the To’ksa. Jeral have short necks and antennae. Their 
hands each have three fingers and the shells of their abdomens are 
segmented. To’ksa have four-fingered hands, long necks, and long 
antennae They also have a long, solid shell that covers the top of the 
abdomen, and a thin layer of skin that covers the rest of their chitin. 

The thri-kreen native language uses several sounds found in 
humanoid languages, but also uses clicks and grinding sounds. 
While it is difficult for other creatures to speak this tongue, it 
is just as difficult for thri-kreen to imitate more standard speech 
patterns. Thri-kreen speak their own language, but some (perhaps 
30%) understand common. 
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Thri-kreen have the following abilities, based on their age (they 
age one age category per year until they reach mature adult): 


Attack Claw/Bite 
Age HD Bonus XP Damage Special Ability 
Larva I+3 +2 65 I/I = 
Child 2+3 +3 120 I/I = 
Young 3+3 +4 175 1d3/1d3 leap 
Young Adult 4+3 +5 270 1d3/1d3 = 
Adult 5+3 +6 975 Id4/Id4+I venom, chatkcha 


Mature Adult 6+3 +7 1,400 Id4/Id4+I 


dodge missiles 


Combat: The majority of thri-kreen are hunters, concerned primarily 
with finding enough prey to support the pack. Thri-kreen hunters 
seldom attack other sentient beings for food, but will defend 
themselves if attacked. Some thri-kreen have strayed from hunting 
and have begun raiding, these thri-kreen are the scourge of all other 
creatures. Thri-kreen attack in a well-coordinated group, generally 
weakening their enemies with psionics and missile weapons before 
engaging in melee. They also stalk prey and are relentless in their 
pursuit. Because thri-kreen do not sleep, their ability in siege combat 
is superior. A raiding party can continue an assault long after their 
opponents have tired. Though thri-kreen can win most battles by 
force, they win some through attrition and endurance. 

The thri-kreen’s chitinous exoskeletons give them AC I5 naturally. 
Thri-kreen are immune to charm person and hold person spells. 
Unarmed, thri-kreen can attack with 4 claws and I bite attack per 
round. If using a weapon, thri-kreen can attack with weapon and 
bite. Thri-kreen favour the gythka, a polearm with a blade at each 
end. Thri-kreen also learn special combat manoeuvres as they grow 
older, learning all by the time they are mature adults. 

Leap: This ability allows thri-kreen to leap 20 feet straight up or 
50 feet forward. They cannot leap backward. 

Chatkcha: This is a crystalline throwing wedge. A thri-kreen can 
throw 2 chatkcha per round, as far as 270 feet. A chatkcha returns 
to the thrower when it misses. Generally, only adult thri-kreen use 
the chatkcha. The thri-kreen ceremony of adulthood is associated 
with the chatkcha. 

Venom: This venom is delivered through an older thri-kreen’s 
bite. Anyone bitten must make a successful save vs. paralysation or 
be paralyzed. Tiny or Small creatures are paralyzed for 2d10 rounds, 
Medium for 2d8 rounds, Large creatures for Id8 rounds, and Huge 
and Gargantuan creatures for only I round. 

Dodge Missiles: A mature thri-kreen can dodge missiles fired at 
it with a roll of 9 or better on Id20; they cannot dodge magical 
effects, only physical missiles. Magical physical missiles (arrows, 
thrown axes) modify this roll by their magical bonus. 

Psionics: Some thri-kreen have psionic wild talents. There is a 
50% chance that any thri-kreen will have a psionic wild talent, 
described in the Dark Sun Campaign Guide. 

Magical Items: Thri-kreen can use most magical items, though 
those designed for humanoid creatures cannot be worn properly, so 
do not function for a thri-kreen. 


Habitat/Society: Thri-kreen hatch from eggs. Those who hatch from 
the same group of eggs are considered a clutch. The bond of a 
clutchmate goes beyond family or friendship. When thri-kreen enter 
humanoid society. they still feel compelled to belong to a clutch and 
often accept humanoids as clutchmates. 


- 


In their natural habitats thri-kreen organize into hunting packs. 
There are no permanent thri-kreen communities in the Tablelands. 
Each pack consists of several clutches and ranges over a wide 
territory that the pack considers to be theirs for purposes of hunting. 
Small packs consist only of mature adults. Packs of more than eight 
thri-kreen are about two-thirds mature adults and one-third other age 
categories (in about equal numbers). 

Thri-kreen clutches and packs are organized along a strict order 
of dominance. The toughest member is the leader, the second most 
powerful is the second in command, and so forth. A thri-kreen 
can challenge a superior for dominance, initiating a contest. The 
combatants fight until one surrenders or dies. Afterward, the matter 
is settled and there are no lingering resentments, because all thri- 
kreen agree that a strong leader makes a strong pack. The challenger 
is doing what is best for the pack, not seeking personal gain, and 
after a challenge, both individuals can go about their business, 
confident of their status within the group. 

When thri-kreen are not engaged in hunting, they make and 
repair weapons, teach skills to their young, and create works of art, 
usually sculpture. Thri-kreen also decorate their chitin with etchings 
or sometimes paints and small items of jewellery. Thri-kreen also 
pride themselves in the quality of their weapons, especially the 


chatkcha. 
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Many chatkcha are decorative as well as functional and have 
designs carved into them. Some chatkcha become heirlooms and 
are passed on from generation to generation within a pack. If an 
heirloom chatkcha is lost or stolen, thri-kreen consider it a point of 
honour to recover it. 

Thri-kreen are monogamous and never betray the bond between 
mates. Mating usually takes place late in the year at the time of 
the ascending sun. From 10-30 eggs are laid approximately 30 days 
later. Eggs not eaten by predators hatch about 60 days later. Thri- 
kreen advance one age category per year until they become mature 
adults. A thri-kreen seldom lives for more than 35 years. 


Ecology: Thri-kreen are carnivores. They seldom hunt other 
intelligent creatures for food, but will do so in times of need. Mantis 
warriors have a well-known taste for elves, which keeps both races at 
an uneasy peace at best. When raiding instead of simply hunting, 
thri-kreen are rarely interested in items with monetary value, usually 
concentrating on those things they can eat. Thri-kreen packs carry 
little that could be considered treasure, though their weapons and 
tools are considered valuable by some. Thri-kreen chitin can also be 
used for armour by humanoids if care is taken. 


Tohr-Kreen 


Tohr-kreen are large, intelligent insects, very similar to thri-kreen. 
Tohr-kreen build permanent settlements in the lands far to the north 
of the Tablelands, home to Tyr and the other humanoid city-states. 
For many years, the tohr-kreen have sent scouts to the Tyr region 
These scouts are called zik-trin’ta by other tohr-kreen (see below), 
but are known as tohr-kreen to the peoples of the Tablelands. 

The most common tohr-kreen of the north are the J’ez, who have 
black chitin, and the J’hol, who are smaller and have red chitin. 
Members of both species have aggressive natures. Both are similar 
in most ways to thri-kreen. Other tohr-kreen include the T’keech, 
who have green chitin and are relatively non-aggressive, and the 
Tondi, who have a similar temperament, but have chitin that is a 
pinkish-purple in colour. 


Jez Tohr-kreen 


As with thri-kreen, J’ez have the following abilities, based on their 
age (they age one age category every two years until they reach 
mature adult): 


Attack Claw/Bite 
Age HD Bonus XP Damage Special Ability 
Larva I+3 +2 65 I/Id2 =% 
Child 2+3 +3 120 I/Id3 = 
Young 3+3 +4 175 1d3/1d4 leap 
Young Adult 4+3 +5 270 1d3/1d6 venom 
Adult 5+3 +6 975 Id4/Id6+I chatkcha 


Mature Adult 6+3 +7 1,400 Id4/Id6+I 


dodge missiles 


Jez have black chitin and four-fingered hands. Skin stretches over 
their chitin and they have long antennae. J’ez also have mouths 
that are odd for kreen. The general arrangement is circular, and the 
Jez have inward-pointing fang-like parts around the circumference 
of their relatively flexible mouths. Extensions reach from the sides 
of the mouth and help secure food to be taken in by the “fangs”, 
which dispense the tohr-kreen’s venom. 


Combat: Jez enjoy combat and war and are good military leaders. 
They prefer to use psionics against their opponents when possible, 
closing to melee when psionic attack is not an option. J’ez prefer 
manufactured weapons, especially the gythka. Like thri-kreen, J’ez 
tohr-kreen have a natural AC 15 because of their exoskeletons, and 
are immune to hold person and charm person spells. 

They learn other special abilities as they age. Except as outlined 
below, these are the same as described above under the Jeral and 
Toksa thri-kreen entry. 

Psionics: Many J’ez (50%) are psionicists. The rest have psionic 
wild talents (see the Dark Sun Campaign Guide). 

Magical and Psionic Items: J’ez never use magical items, but all 
have at least one item with psionic powers. 


Habitat/Society: Jez usually live in rocky badlands and sandy 
wastes, terrain that exists throughout most of their nation in the 
North. Jez are often psionicists and philosophers, but tend to 
be aggressive. Their philosophy requires them to remain combat 
capable. Jez have mating habits and gestation periods similar to 
those of thri-kreen. J’ez can live to be 80 years old. 


Ecology: Tohr-kreen are carnivores. They build towns and cities. 
They work with a similar species, the zik-chil, to produce zik-trin’ta 
scouts. 

Jez architecture and art are average, but their literature is superb. 
Treasure carried by a J’ez is often books and gems (substitute 
psionic items for any indicated magical items). 
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Jhol Tohr-kreen 
As with thri-kreen, J’hol have the following abilities, based on their 


age (they age one age category per year until they reach mature 


ad ult): 


Attack Claw/Bite 
Age HD Bonus XP Damage Special Ability 
Larva I+3 +2 65 I/I = 
Child 2+3 +3 120 I/I = 
Young 3+3 +4 I75 Id3/Id3 leap 
Young Adult 4+3 +5 270 Id3/Id3 chatkcha, kyorkcha 
Adult 5+3 +6 975 Id4/Id4+I venom 


Mature Adult 6+3 +7 1,400 Id4/Id4+I 


dodge missiles 


A Jhol has red chitin, three claws per hand, and large antennae. 
A Jhol’s abdomen is small compared to other kreen, and the J’hol 
is almost humanoid in appearance. A J’hol is better built for stony 
barrens and rocky badlands, terrain that exists throughout its nation. 


Combat: J’hol enjoy combat. Many have warrior character classes 
and some are psionicists. J’hol prefer long-range combat with missiles 
and psionics, but also use their leaping ability to charge into combat 
(standard charging adjustments, -2 to initiative, +2 to attack rolls, 
and a +I penalty to AC). J’hol usually enter melee using a gythka, 
but also fight with claws and bite if necessary. J’hol tohr-kreen have 
a natural AC 15 because of their exoskeletons and are immune to 
hold person and charm person spells. 

They also learn other special abilities as they grow older. Except 
as outlined below, these are the same as described above under the 
Jeral and To'ksa thri-kreen entry. 

Leap: This ability allows J’hol to leap 30 feet straight up or 60 
feet forward. They can leap backward I0 feet. 

Kyorkcha: J’hol have an affinity for the kyorkcha. Like this 
chatkcha, this weapon returns to the thrower if it misses. 

Venom: Though J’hol produce venom like other kreen, most use 
it to produce the crystal needed to make chatkcha and kyorkcha. 
Only 5% of J’hol actually have a venomous bite. Their venom 
paralyses most creatures for 1d4 rounds, and Huge and Gargantuan 
creatures for only I round. 

Dodge Missiles: Mature J’hol can dodge missiles fired at them 
on a roll of 8 or better on Id20. They cannot dodge magical effects, 
only physical missiles. Magical physical missiles (arrows, thrown axes) 
modify this roll by their magical bonus. 

Psionics: At least one J’hol (and as many as 25%) in a group 
is a psionicist. About 50% of the rest have psionic wild talents, 
described in the Dark Sun Campaign Guide. 

Magical and Psionic Items: J’hol rarely use magical items, but 
sometimes carry items with psionic powers. 


Habitat/Society: Jhol are more inclined toward building and 
crafting than other tohr-kreen. Their cities are elaborate and large, 
with vast parks, ornate decorations, high walkways, and tall spires. 

Popular professions among J’hol include the psionicist and all 
warrior professions. Gladiators are rare among J/hol, but J’hol enjoy 
combat and like watching gladiatorial contests; their arenas are some 
of the most popular in the North. 

J’hol have mating habits and gestation periods similar to those of 
thri-kreen and can live to be 50 years old. 


Ecology: Jhol are builders and make fine clothing and tools, and 
they are the only kreen who routinely work metal. J’hol make beautiful 
crystalline weapons. For individuals, a finely made crystalline weapon 
(a chatkcha or kyorkcha, ora gythka with crystalline heads) should 
be substituted for indicated art objects, while a psionic item should 
be used if a magical item is indicated. 


T’keech Tohr-kreen 


As with thri-kreen, T’keech have the following abilities, based on 
their age (they age one age category every two years until they reach 
mature adult): 


Attack Claw/Bite 
Age HD Bonus XP Damage Special Ability 
Larva I+3 +2 65 I/Id2 = 
Child 2+3 +3 120 I/Id3 = 
Young 3+3 +4 I75 Id3/Id4 leap 
Young Adult 4+3 +5 270 1d3/Id6 venom, chatkcha 
Adult 5+3 +6 975 Id4/Id6+I = 


Mature Adult 6+3 +7 1,400 Id4/Id6+I 


dodge missiles 


T’keech have green chitin, indicating that they once lived in areas 
where plants were common. The green is a fairly dark shade, with 
lighter green along the thorax and abdomen. T’keech have small 
abdomens and are similar in build to J’hol. Tkeech have long 
antennae and four-clawed hands. 


Combat: T’keech do not seek combat, but are quite capable when 
challenged. They refer melee combat and almost always attack 
without weapons, using their claws and bite. A group of T’keech 
includes one priest or druid and one with a warrior character class 
(usually a ranger). T’keech have a natural AC 15 because of their 
exoskeletons and are immune to hold person and charm person 
spells. 

They develop other abilities as they grow older. Except as outlined 
below, these are the same as described above under the Jeral and 
To'ksa thri-kreen entry. 

Leap: This ability allows Tkeech to leap 30 feet straight up or 
60 feet forward. They can leap I0 feet backward. 

Psionics: T’keech have an affinity for the Way. About 50% 
of T’keech have psionic wild talents, described in the Dark Sun 
Campaign Guide. 

Magical and Psionic Items: T’keech rarely have contact with 
magical items, but use them if possible (unless the item is made 
specifically for a humanoid). T’keech sometimes use psionic items. 


Habitat/Society: Most T’keech serve as labourers in the northern 
tohr-kreen nations. Small clutches of Tkeech are found in each 
nation. T’keech are almost never nomadic, but some clutches have 
small, independent settlements near oases. T’keech prefer to live in 
scrub plants and near oases, though they can be found anywhere 
in the North. 

T’keech have mating habits and gestation periods similar to those 
of thri-kreen. They can live to be 75 years old. 


Ecology: Tohr-kreen are carnivores. They almost always live in 
permanent settlements. T’keech produce quality crafts, but are 
seldom artists. Treasure carried by a T’keech usually consists of 
tools, weapons, and simple pieces of art. 
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Tondi Tohr-kreen 


As with thri-kreen, Tondi have the following abilities, based on their 
age (they age one age category every three years until they reach 
mature adult): 


Attack Claw/Bite 
Age HD Bonus XP Damage Special Ability 
Larva I+3 +2 65 I/I camouflage 
Child 2+3 +3 120 I/I = 
Young 3+3 +4 175 Id3/Id3 = 
Young Adult 4+3 +5 270 Id3/Id3 venom, chatkcha 
Adult 5+3 +6 975 Id4/Id4+I leap 


Mature Adult 6+3 +7 1,400 Id4/Id4+I 


dodge missiles 


The Tondi are the most unusual of kreen. Their chitin is a 
mottled, pinkish-purple, and the exoskeletons of their abdomens are 
elaborately decorated with protrusions. When still, Tondi look like 
giant flowers, or outcroppings of rock crystal (found in some places 
in the North). Besides their odd chitin, Tondi are similar to other 
kreen. They have abdomens as large as those of Toksa thri-kreen, 
long antennae, and three-clawed hands. 


Combat: Tondi avoid combat and usually avoid contact with non- 
kreen altogether. Almost all Tondi who choose a profession become 
druids. An individual encountered has druidic abilities, while one 
of any group of Tondi is a druid as well. 

If forced into combat, Tondi prefer psionics and spells if possible, 
then missile combat, then melee combat. In melee, they rely on their 
wits and weapons. Tondi have a natural AC 15 because of their 
exoskeletons and are immune to hold person and charm person 
spells. 

They also learn other special abilities as they grow older. Except 
as outlined below, these are the same as described above under the 
Jeral and To’ksa thri-kreen entry. 

Camouflage: When in terrain that includes large flowers or 
crystalline outcroppings, a Tondi can remain motionless, blending 
in with its surroundings. A Wisdom check is required to spot it. If 
the Tondi attack from camouflage, its opponents suffer a -4 penalty 
to their surprise roll. 


Venom: The venom of the Tondi, delivered through the bite, 
is somewhat different from the venom of other kreen. The victim 
of a Tondi’s bite must make a successful save vs. paralysation or 
be paralyzed. Medium or smaller creatures are paralyzed for 3d8 
rounds, while all others are paralyzed for 2d8 rounds, regardless of 
size. 

Chatkcha: A Tondi chatkcha is a pale lavender in colour. 

Leap: This ability allows Tondi to leap 10 feet straight up or 40 
feet forward. They cannot leap backward. 

Dodge Missiles: Mature Tondi can dodge missiles fired at them 
on a roll of II or better on Id20, they cannot dodge magical effects, 
only physical missiles. Magical physical missiles (arrows, thrown axes) 
modify this roll by their magical bonus. 

Psionics: About 50% of Tondi have psionic wild talents, 
described in the Dark Sun Campaign Guide. 

Magical and Psionic Items: Tondi have little experience with 
magical items, but use them when given the opportunity. They 
sometimes use psionic items as well. 


Habitat/Society: Tondi are quite rare. They tend to be of neutral 
alignment, and most have a love of nature. Most are skilled 
herbalists. There are certain areas of badlands in the North with 
outcroppings of pinkish rock crystal, and large flowers are found in 
the scrub plains of the North. 

Tondi often lay eggs near these flowers and adults often live 
among the rocky badlands or in gardens of the flowers. 

Rare in the North, Tondi are completely unknown in the 
Tablelands. Still, it is rumoured that the kreen druid of the Lost 
Oasis, Durwadala, is a Tondi. Durwadala certainly fits the general 
description of the Tondi personality, with her love of nature and 
detachment from other intelligent life forms. Since no one in memory 
has seen Durwadala, it is entirely possible that she is a Tondi. 

All Tondi are female: They reproduce by parthenogenesis, laying 
eggs that hatch into more females. 


Ecology: Tondi care for nature and seek to preserve plants and 
wildlife, with the exception of those needed for hunting. Tondi care 
little for material goods and they seldom carry any items, so almost 
never have treasure. Some carry special magical or psionic items, 


using them to defend themselves. 
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Zik-trin’ak Zik-trin’ta 
CLIMATE/TERRAIN: Any land except Forest Ridge Any land except Forest Ridge 
FREQUENCY: Very Rare Rare 
ORGANISATION: Solitary Pack 
ACTIVITY CYCLE: Constant Constant 
DIET: Carnivore Omnivore 
INTELLIGENCE: Average (8-10) Very to Genius (I I-18) 
TREASURE: Nil R, S (C) 
ALIGNMENT: Chaotic Neutral Chaotic Neutral 
NO. APPEARING: I-4 I or I-4 
ARMOUR CLASS: 18 I7 
MOVEMENT: 24 36 
HIT DICE: 9-12 7-12 
ATTACK (CMB/CMD: +9 (+15/27) to +12 (+19/31) +7 (+7/20) to +12 (+12/25) 
NO. OF ATTACKS: 5 or 2 5 or 3 


DAMAGE/ATTACK: Id6+6 (x4)/Id6+I or by weapon (kyorkcha) Id6 (x4)/Id6+I or by weapon 
+6 

SPECIAL ATTACKS: See below Poison 

SPECIAL DEFENCES: Missile dodge Missile dodge 

MAGIC RESISTANCE: Nil Nil 

SIZE: L (IT long) L (8-10 tall) 

MORALE: Fearless (19-20) Champion (15-16) 

XP VALUE: 9 HD: 8,000 7 HD: 2,000 
10+ HD: +1,000 per HD 8+ HD: +1,000 per HD 
Psionic: +2,000 Psionic: +2,000 

PSIONICS: +10, PSPs 52, MAC 14 Varies, MAC 13 


Powers: ballistic attack, catfall, cause decay, cell 
adjustment, cognitive trance, control body, control 
sound, create sound, displacement, ego whip, 
energy containment, enhanced strength, free action, 
heightened senses, id insinuation, inertial barrier, 
intellect fortress, levitation, kinetic control, mental 
barrier, mind blank, mind thrust, psionic blast, 


psychic crush, shadowform, telekinesis, telekinetic 


flight, thought shield, tower of iron will 


The zik-trin are kreen that have been surgically altered by the zik- 
chil to be faster and more powerful. Two types are commonly known: 
the warrior zik-trin’ak and the scout zik-trin’ta. 


Zik-trin’ak 
The zik-trin’ak warrior is a creature created from normal kreen. The 
zik-trin’ak looks much like a normal thri-kreen or tohr-kreen, but is 
larger and more dangerous. The zik-trin’ta stands as tall as I0 feet 
and is as long as I3 feet 

The zik-trin’ak is built for combat; the claws are longer and sharper 
than those of a normal kreen, and the exoskeleton is ornamented 
with spikes, knobs, and other protrusions. It is fast, strong, and skilled 
in combat. 


Though most zik-trin’ak have yellow exoskeletons (having been 
made from To’ksa thri-kreen), some have black shells, and a few are 
red or even green. Zik-trin’ak of other colours also have other features 
associated with their base species. 

While intelligent and capable of speaking, they seldom talk, and 
cannot be distracted from an assigned task. 


Combat: The zik-trin’ak are mentally adjusted for combat. They 
are programmed for specific purposes and implacably follow the 
instructions of the zik-chil who create them. If ordered to guard, 
they guard; if ordered to attack mammals, they attack mammals; if 
ordered to attack everything they see, they attack everything they see. 
They give no quarter and retreat only if ordered to do so. 


345 


Thri-Kreen & Tohr-Kreen, Zik-Trin 


Roughly half of zik-trin’ak are psionic. Most are equivalent to 


9th-level psychokineticists, with psychometabolism as a secondary 
discipline. 

If not ordered otherwise, zik-trin’ak first attack from a distance, 
throwing kyorkcha (Id8+8 damage due to the creatures great 
Strength). A zik-trin’ak carries 2d8 kyorkcha, and throws them to 
soften opposition before closing. Psionic distance attacks are also 
used. 

After using distance attacks, zik-trin’ak charge, using their leaps to 
great effect. A zik-trin’ak can leap 40 feet upward or 90 feet forward; 
it cannot leap backward. When leaping into combat, zik-trin’ak 
receive standard charge adjustments. Also, the leap itself counts as 
an attack; the creature's spikes inflict 2d4 points of damage against 
Medium or smaller opponents and Id6+I against larger opponents. 

Zik-trin’ak use no melee weapons. Once they close to melee, they 
attack each round with four sets of blades that have replaced their 
natural claws, plus a bite with augmented mandibles. 

The bite attack is poisonous. The creature bitten must make a 
successful saving throw vs. poison. Those failing the saving throw 
immediately take 20 points of damage (shock to the nervous system) 
and are paralyzed for 2d6 rounds (kreen are immune). 

Finally, the zik-trin’ak can dodge missiles on a roll of II or better 
on Id20. Only physical missiles can be dodged, not magical effects, 
and physical missiles with magical bonuses adjust the dodge roll by 
their magical bonus. 

Zik-trin’ta are resistant to magical and psionic interrogation. 


Habitat/Society: Zik-trin’ak have no society of their own and live 
on the edges of tohr-kreen society. They can be found wherever they 
are sent by the zik-chil; they respond to the orders of zik-chil (whom 


they identify by pheromones) and no one else. They enforce the 
will of the zik-chil and the policies of the tohr-kreen empire. They 
do not refer to themselves as zik-trin, but call themselves tohr-kreen. 

As implied by its name (which translates as “near-person, altered 
for combat”), the zik-trin’ak has lost its identity. These creatures 
are devastating combatants, but at the cost of their personality and 
beliefs, almost like zombies in many ways. Much like trin in their 
ferocity, zik-trin’ak are also cold, controlled, and cunning. They 
cannot breed. 


Ecology: Zik-trin’ak are dangerous hunters. Zik-trin were ordinary 
kreen before their conversion; the process is believed irreversible. 


Zik-trin’ta 
Zik-trin’ta are tohr-kreen surgically altered by the zik-chil to act as 
scouts in lands beyond the kreen nations. A zik-trin’ta resembles 
smaller thri-kreen and may even be mistaken for one, having the 
sandy yellow colouring of a mantis warrior. They have dark purple 
or black eyes and wear a leather harness to carry weapons and other 
possessions. Zik-trin’ta grow to as much as 10’ high and 13’ long 
and weigh from 300 to 400 pounds. They carry normal weapons 
and shields, or gythka and kyorkcha. A zik-trin’ta encountered on 
the road also usually has a specially made backpack, filled with art 
treasures and books it has accumulated during its scouting missions. 
Zik-trin’ta speak the language of the thri-kreen, and their own 
language as well. Additionally, they speak 1-4 other languages. 


Combat: Zik-trin’ta are vicious fighters in combat, stopping at 
nothing to win. The fact that a zik-trin’ta comes from a more 
advanced culture than a thri-kreen is not apparent to anyone who 
has to face one in combat. 

In melee zik-trin’ta can attack with their four front limbs, doing 
Id6 damage with each limb. They can also use a paralysing bite. 
Their paralytic poison is much stronger than that of their smaller 
cousins. A save vs. paralysation ata -4 penalty must be made or the 
victim is paralyzed for 2d6 rounds. If the save is failed, the victim 
must also save vs. poison or take an additional 20 points of damage 
from the shock to his nervous system. 

Zik-trin’ta also use weapons, favouring long pole arms and two- 
handed swords. It is possible for a zik-trin’ta to use two two-handed 
swords at once, one on each side. They may also carry a shield, 
which improves their AC by I. They are adept at the use of the 
gythka and kyorkcha. A typical zik-trin’ta carries 2-5 (Id4+I) of 
these weapons, and 50% of all kyorkchas are actually made of metal. 
Metal kyorkchas do an extra point of damage. 

A zik-trin’ta may dodge missiles as a mantis warrior, but they are 
larger and have a harder time getting out of the way. They need a 
roll of a II or better to dodge a missile. They can leap 30 feet up 
or 70 feet forward. 

Zik-trinta with psionic powers all prefer the telepathic and 
psychometabolic disciplines over any others. 

Zik-trin’ta have a 5% chance per level to possess a magic weapon, 
shield, or miscellaneous magic item and a 90% chance to carry Id8 
magic potion fruits. No zik-trin’ta can ever cast mage spells, although 
they have no qualms about using magical items. 

Zik-trin’ta do not like cold weather. If the temperature drops 
below freezing, zik-trin’ta receive a -I penalty to their initiative and 


346 


Thri-Kreen & Tohr-Kreen, Zik-Trin 


attack rolls. They also have a -I penalty to save versus magical cold 
attacks. A zik-trin’ta traveling through the mountains usually has a 
specially cut cloak to help protect them from the cold, or else a 
magical device like a ring of warmth. 


Habitat/Society: Due to their mental conditioning, zik-trin’ta seem 
more peaceful and cultured than other kreen. To many, zik-trin’ta 
are a curious blend of sophistication and savagery: well-read and 
artistically inclined, yet built for deadly combat 

This contradiction is intentional on the part of the zik-chil 
who manufacture the zik-trin’ta. The ziktrin’ta are conditioned 
to be civilized, so they can successfully study the peoples of the 
Tablelands. Some act as missionaries, trying to spread civilization 
to their “barbaric thri-kreen cousins.” All gather information about 
the peoples of the Tablelands, with the intention of taking that 
knowledge to the fabled city of Thaythilor, from there, the information 
is disseminated to the tohr-kreen nations of the North. 

Zik-trin’ta encountered are usually lone travellers; there is only 
a 25% chance that more than one are encountered. They are not 
reluctant to visit the abodes of demihumans, always in an attempt to 
learn new things. Zik-trin’ta are also purchasers of artworks, usually 
small adornments that they can wear or small paintings that are 
nice to look at. A zik-trin’ta’s taste differs from the rest of Athas, 
so an item an artist may consider junk could get an offer from a 
zik-trin’ta of IO times its supposed worth, while a highly priced item 
is passed over entirely. 

Zik-trin’ta never stay in one place long, either moving on to gather 
more information, or returning home to report on their findings. To 
ensure that knowledge returns to Thaythilor, the zik-trin’ta are given 
formidable physical abilities. They are given a greater strength and 
a change in musculature, which allows them to use their arms to 
climb; this allows the zik-trin to breach the Jagged Cliffs and travel 
between north and south. Their speed is enhanced to allow them to 
avoid the trin common in the Hinterlands. 


Ecology: A zik-trin’ta has no interest in eating elf flesh. A zik-trin’ta 
seems to consider the eating of intelligent beings cannibalism and 
will never consider it. Of course, few elves believe this, and a zik- 
trinta may be called upon to defend itself if it encounters them. 

The mental programming of the zik-trin’ta insures they keep their 
origins secret. When a kreen is altered to become a zik-trin, the 
character's previous knowledge and memory is mostly erased, and 
the creature is given a new identity. A zik-trin’ta knows he or she 
is a scout and a missionary, with a mission to bring knowledge to 
the thri-kreen of the Tablelands, and to return information to their 
city. They call themselves tohr-kreen, because they come from the 
settled lands and because they are programmed to believe they are 
tohr-kreen; zik-trin’ta never refer to themselves as zik-trin. 

Other specific information is unavailable to zik-trin’ta, including 
their origins. À zik-trin’ta knows the name of the city, Thaythilor, 
and knows it lies beyond the Jagged Cliffs. When the zik-trin’ta 
returns to Thaythilor, it is more a matter of instinct than knowledge; 
the information has been planted in the creature’s subconscious by 
psychic surgery, and is accessed in a manner similar to the recalling 
of a kreen racial memory (or a post-hypnotic suggestion). Note that 
the hypnosis non-weapon proficiency is completely useless on a zik- 
trin’ta, either to alter the creature's perceptions or to retrieve lost or 
forgotten knowledge. 


Certain psionic powers and magical spells can read minds; these 
are of limited effectiveness on a zik-trin'ta, at least in regards to 
the secret information. Knowledge about zik-trin’ta and the process 
of change cannot be found in the zik-trin’ta’s mind - unless the 
zik-trin’'ta has learned about it separately. They are never given 
knowledge of their origins. The being’s previous life (before becoming 
a zik-trin’ta) has been supplanted and suppressed; only a series of 
psychic surgeries might retrieve any of this information, and only 
small blocks at best (such as the character’s original given name, 
profession, or birthplace). 

The name “Thaythilor’ can be psionically retrieved from the 
zik-trin’ta’s subconscious with the use of probe. Its location could 
possibly be discovered through psychic surgery, but the path to 
this information is keyed to a set of triggers, rather than just one, 
and several successful uses of psychic surgery would be necessary. 
A zik-trin’ta is also given the compulsion to die rather than reveal 
the location of Thaythilor, and seeks death if subjected to multiple 
psychic surgeries performed for the purpose of locating the city. 
Note that identity penetration will not reveal that a zik-trin’ta was 
ever other than a zik-trin’ta; the beings fundamental identity has 
been changed, and the psionicist who uses identity penetration will 
at best receive a vague feeling that something is not quite right. 
However, the zik-chil are so good at the task of creating zik-trin that 
even such a vague feeling is quite rare; the zik-trin’ta are well-built 
to hide such things. 

So far, all zik-trin encountered in the Tablelands have been 
zik-trin’ta. However, the zik-chil have also developed another type, 
the zik-trin’ak, built specifically for combat Zik-trin’ak have not yet 
entered the Tablelands, and have been seen only briefly in the 
Hinterlands, and then only by a few. As to why the zik-trin’ak are 
being built, only the zik-chil and select tohr-kreen know for sure. 
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CLIMATE/TERRAIN: 


Kreen Nations 


FREQUENCY: Very Rare 
ORGANISATION: Solitary/Cabal 
ACTIVITY CYCLE: Constant 
DIET: Carnivore 


INTELLIGENCE: 


Average-Genius (I I-18) 


TREASURE: 
ALIGNMENT: 


W 
Neutral Evil 


NO. APPEARING: 1-3 
ARMOUR CLASS: See below 
MOVEMENT: 12 

HIT DICE: 7+3 
ATTACK (CMB/CMD: +8 (+10/25) 
NO. OF ATTACKS: 3 orl 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


2d6/2d6/1d4 or by weapon 
Poison 


Nil 


MAGIC RESISTANCE: 


SIZE: 
MORALE: 
XP VALUE: 
PSIONICS: 


Nil 
M (5 tall) 
Elite (13-14) 


Varies 


Varies, MAC 15 


These mantis folk are a cold and mysterious race found only 
beyond the Jagged Cliffs. Tohr-kreen consider the zik-chil to be 
more than normal: manipulative and calculating beings with strange 
and inexplicable abilities. In tohr-kreen society, they are “priests-of- 
change.” Among tohr-kreen, they are both revered and feared. To 
thri-kreen, zik-chil are mythical. 

Zik-chil are similar in form to kreen, but shorter, more slender 
and a pale, almost sickly, green in colour. A zik-chil has legs and 
lower arms similar to those of kreen, and their lower arms have three- 
clawed hands. However, their upper arms terminate in a unique 
and exquisitely-articulated set of claws. Each of these claws can 
separate into six slender, multi-jointed “fingers” capable of intricate 
manipulation. 

Some zik-chil have altered these hands, replacing them with 
slashing blades or other fearsome weapons. The zik-chil love surgery 
and, as a result, no two zik-chil look alike. 

In many ways, the zik-chil are throwbacks to ancient kreen. They 
retain the ability (through their racial memory) to manipulate their 
own enzymes, and the ability to rebuild and augment living beings. 
Zik-chil transform kreen into zik-trin. The cold mentality of the 
zik-chil also sets them apart from other mantis people; they are 
unemotional and ruthless in their pursuits. 

The zik-chil communicate among themselves with a complex 
language of both gestures and spoken words punctuated with sharp 
clicks of their mandibles. The zik-chil mandibles are so complex that 
they can be used to form the words of humanoid speech. 


Combat: Most zik-chil prefer to strike from surprise or a position 


of advantage. “Stealth equals efficiency,” says one zik-chil proverb. 

Zik-chil who have augmented their arms to include weapons rely 
on these in combat. The zik-chil slaps with its blades extended 
for 2d6 damage per forelimb. It can strike twice per round in this 
fashion, using a sort of boxing manoeuvre, feinting and dodging to 
defend itself. Unadorned zik-chil have a base AC I5 due to their 
exoskeletons. 

Battle-Hardened Zik-Chil: When a zik-chil pursues a life of 
combat, it undergoes body modifications - special limbs in the form 
of maces, blowguns, swords, man catchers, or other weapons. See the 
Dark Sun Campaign Guide for weapon-limb damage statistics, 
since these modifications are comparable to the actual items. 

Large zik-chil carry so many battle “adornments” that they 
become killing machines. These battle-hardened zik-chil may have 
as many as six attacks per round, due to their specialized extra 
limbs, increased speed, or enhanced strength. Their Armour Class 
can reach 24. 

Battle-hardened zik-chil are rare, even in Thaythilor, since fighting 
is not the races main concern. But in the words of one zik-chil 
proverb: “Scalpels are knives.” The zik-chil’s flair for sharp objects 
and their inborn ability to synthesize poison wins them renown as 
assassins. 


Habitat/Society: These kreen are rare, but can be found in each 
of the nations of the North. They are always found in their own 
clutches, in service to kaluk-haaz or lathuk-haaz. It is customary for 
each lathuk-haaz to be served by a clutch of zik-chil. The zik-chil 
are the “priests-of change” of the kreen nations, respected by other 
kreen, and feared by many. 
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Though the zik-chil often conduct experiments on other kreen, 
they create zik-trin only at the bidding of their lathuk-haaz. The 
Haazi supposedly has many zik-chil servants who augment the 
emperors abilities and ruthlessly modify other kreen to serve as an 
elite, imperial guard 


Ecology: The zik-chil’s main avocation (some say religion) is surgery. 
The zik-chil believe that the body is like a house, and that one must 
add to the blank shell to make it truly one’s home. Because of this 
belief, zik-chil are very easy to tell apart - their exoskeletons can be 
covered with inlays, gem settings and other adornments, and they 
may be grown into fantastic shapes. 

When performing surgery on other kreen, zik-chil can synthesize 
a specific anaesthetic that renders a patient unconscious for the 
duration of the “operation”. This enzyme soup requires a taste of 
the subject's (or victim’s) clothing, weaponry, or any object that the 
subject has held in close body contact. A single bite (normal attack 
roll) administers the dose, or the saliva can work through food or 
drink. 

In this manner the zik-chil also create poisons. Once the zik-chil 
has touched the victim, it licks its finger blade to taste the victim’s 
essence and synthesize poison. On the next round, the zik-chil bites 
to administer the poison saliva. Generally, the poison reacts with the 
victim’s body chemistry, paralysing or killing the victim in one round. 
Those bitten save vs. poison at -4 due to the tailored brew. The zik- 
chil may also spit the poison onto its finger blades. The saliva must 
be used within ten turns before it breaks down and becomes useless. 


Zik-chil and Surgery 
Zik-chil is renowned for their surgical ability. With their sharp 


forearms and fingertips, the zik-chil can execute the finest surgical 
techniques, separating nerve endings, even isolating single veins for 
modification. 

Their unique digestive processes also work on the cellular level, 
allowing them to create chemicals with many effects - body armour, 
increased strength, specialized appendages, etc. Overall, any given 
modification takes from one day to two weeks... longer if the subject 
is to receive extensive changes like super-strength or body armour. 

The “adornments” require considerable resources. A zik-chil 
expends 2d10 x 100 cp per change; the cost varies with the extent 
and complexity of each operation. Implanted dagger sheaths and 
hidden dart throwers are fairly simple jobs. A full-body makeover 
Is not. 
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CLIMATE/TERRAIN: Any land (Hinterlands) 
FREQUENCY: Uicommon 
ACTIVITY CYCLE: Constant 
DIET: Carnivore 
INTELLIGENCE: Low (5-7) 
TREASURE: Nil 
ALIGNMENT: Chaotic Neutral 
NO. APPEARING: 2-24 
ARMOUR CLASS: 15 
MOVEMENT: 2I 

HIT DICE: 8+3 


ATTACK (CMB/CMD: +9 (+12/25) 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK: 3d6/3d6 
SPECIAL ATTACKS: See below 
SPECIAL DEFENCES: See below 
MAGIC RESISTANCE: Nil 


SIZE: L (9 long) 
MORALE: Elite (13-14) 

XP VALUE: 6,000 

PSIONICS: See below, MAC 12 


Thri-trin, also simply called trin, are large, intelligent insects similar 
to thri-kreen, but slightly smaller. Thri-trin are seen as brutish and 
primitive by thri-kreen and tohr-kreen alike. 

They have two arms and four legs instead of four arms and two 
legs, and their larger mandibles suggest the brutish and primitive. 
Like To’ksa thri-kreen, trin have a solid shell over the abdomen, 
a longer neck, and long antennae. Their arms terminate in large, 
vicious, hinged claws. Sandy-yellow exoskeletons with gray mottling 
allows them to blend into their surroundings somewhat. 

These primitives roam the countryside attacking any animal that 
comes close, including thri-kreen, tohr-kreen, and other trin. Their 
claws prevent them from using tools or weapons. Their language is 
rudimentary; they speak only the most basic level of the thri-kreen 
language. Thri-trin communicate partly by pheromones; a trin clutch 
has an ability akin to a “group-mind” and is able to coordinate 
attacks even without verbal communication. 


Combat: Thri-trin never sleep, are unaffected by charm person and 
hold person spells, and are protected by their chitinous exoskeletons 
(AC 15). Thri-trin are perpetual hunters, always searching for prey. 

Trin hunt in one of two ways: by lying in wait for prey and then 
leaping on it, or by running after it until the prey tires. A thri-trin 
can remain perfectly still; this, combined with the creature’s natural 
camouflage, gives opponents a -2 penalty to surprise rolls when 
attacked in this way. In pursuit, trin are faster than most other 
Athasian creatures (including thri-kreen) A thri-trin that runs after 
prey attempts to leap onto it. 
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A leaping trin receives standard charging bonuses (-2 initiative, 
+2 to hit, -I AC penalty) for the leap. A thri-trin can leap 50 feet 
forward or 20 feet straight up and cannot leap backwards. Some 
chase prey into an area where other trin lie in wait, or all might 
chase prey and alternate attacks. If there is not enough prey to go 
around, several thri-trin will attack each individual opponent. 

If a trin hits with both claws, it holds the opponent. A CMB 
check is required to break the thri-trin’s hold; the hold is also 
broken if the trin dies. If the victim fails to break the trin’s hold, the 
creature's claws automatically cause 3d6 additional damage. 

A trin will bite a held opponent with a +4 bonus. If attacked by 
others while holding and biting, the trin attempts to carry the victim 
to a safer place for dining, assuming they weigh 535 pounds or less. 

Like thri-kreen, thri-trin can dodge missiles, but need a roll of 
II or better on 1d20 for success. Thri-trin have a permanent mind 
blank but are not known to have any other psionic powers. 


Habitat/Society: Trin have no real society, living as primitive, 
nomadic hunters. They mate at will, with eggs being laid 30 days 
later and hatching in another 60 days. Only about half hatch; others 


are eaten by predators, including other trin. Young mature in a year. 


Ecology: Trin are supreme hunters in their home territories, falling 
only to intelligent or powerful opponents. They eat all forms of 
animal life. They are to thri-kreen what cavemen are to humans. 

Some are found in forest regions. These are smaller than the 
desert variety and are a mottled green colour. 
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CLIMATE/TERRAIN: Am 

FREQUENCY: Very Rare 
ORGANISATION: Solitary 

ACTIVITY CYCLE: Night or darkness 
DIET: See below 
INTELLIGENCE: Supra-Genius (19-20) 
TREASURE: F, T (x2) 
ALIGNMENT: Any evil 

NO. APPEARING: I 

ARMOUR CLASS: I7 or as in life 
MOVEMENT: 12 

HIT DICE: As in life +3 hp per HD, 


minimum 13 HD 
minimum +13 (+18/30) 
I or 2 

1d6+6 or by weapon +6 
Energy drain (see below) 


ATTACK (CMB/CMD: 
NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


+I or better weapon to hit 


MAGIC RESISTANCE: Nil 

SIZE: M (6 tall) 

MORALE: Fanatic (17-18) 

XP VALUE: 10,000 +2,000 per HD over 13 
PSIONICS: Nil, MAC I6 


T'lizes are undead defilers whose spirits have outlived their bodies. 
They are undead who seek magical knowledge and power above all 
else and exist as such to continue their study of magic. They seldom 
associate with the living except when mortals provide suitable pawns. 

Because they appear much as they did in life, tlizes can move 
freely among the living. Their only unusual features are their skin, 
which is extremely pale, and their weight, which often diminishes 
until they become no greater than average in build. T'lizes must 
anoint themselves with numerous oils and substances that prevent 
their bodies from deteriorating. They must also feast upon the life 
energy of the living to sustain their own energies. 

Tlizes may be detected in a number of ways. They cast no 
reflection or shadow and they move in complete silence. 


Combat: T'lizes seldom engage in combat They prefer to use magic 
against their opponents and allow their minions to do the fighting for 
them. T'lizes are still fierce combatants. They always have unusually 
high Strength, which gives them combat bonuses. 

T'lizes exist on both the Prime Material and Negative Material 
Planes at the same time, which allows them to drain 2 life energy 
levels from any living being they touch with their bare hands. The 
levels may be regained only through a restoration spell or earned 
again normally. A character slain by a tliz through its life energy 
drain becomes an Athasian wraith under direct command of the 
tliz. Only a special quest by the characters companions can save 


him. 


, 


All creatures who see tlizes must save vs. spells at -3 because 
these undead radiate an aura of fear that affects anyone within line 
of sight. The aura’s effects can be nullified by a remove fear, cloak 
of bravery, or similar spell. 

T'lizes can only be harmed by +I or better magical weapons, by 
creatures of 8 HD or more, or by creatures with magical abilities. 
Other weapons do not cause damage to them. T’lizes regenerate 2 
hit points per round. Reducing a tliz to zero hit points does not 
kill it. It must be burned and its ashes must be spread apart or it 
will regenerate. 

These undead are immune to all sleep, charm, and hold spells 
and all forms of poison and paralysis. All cold-based and electrical 
attacks cause only half damage to them. 

All tllizes were defilers in life and retain all their spellcasting 
abilities. Tlizes continue to grow in power through their studies. 
They range in level from 18th to 30th. 

Because of their great power and undead nature, they can control 
other undead as if they were clerics of the same level as their defiler 
experience level. 

Tllizes receive 6-36 points of damage from a raise dead spell if 
they fail their save vs. spells, and suffer half damage if their save is 
successful. T'lizes are also unable to come into any consecrated area 
dedicated to any good alignment. 

T'lizes prefer darkness and can see perfectly in it, suffering no 
penalties due to darkness or blindness. They do suffer a -4 penalty 
to their attack rolls in broad sunlight and they cannot concentrate 
enough to cast spells in such bright light. 


352 


Tliz 


Habitat/Society: Tlizes usually make their lairs underground. They 
tend to prefer locations near cemeteries or other places of death, as 
they feel their necromantic studies function best in these locations. 
Such places also isolate them from the living, whom they dearly hate. 

Often, tllizes have large numbers of undead serving them as 
minions. These minions protect their lairs, bring them living victims 
for their experiments, and provide them with the equipment they 
need for their studies. 

T'lizes hate other t’lizes as much, if not more, than they hate the 
living. Viewing their own kind as rivals, they are known to engage 
in century-long disputes. Either out of boredom or to annoy other 
tlizes, they often pit their undead minions against the undead 
minions of other tllizes. 

Tllizes are known for their scheming nature. While they 
occasionally have dealings with the living, they do so only to further 
some nefarious plan of their own. They are said to dabble in politics 
and trade, but only if they can make their unseen presence felt as 
hardship upon the living. 


Ecology: T'lizes have no place among the living so they must creep 
about in the darkest recesses of the night. They are totally evil and 
dedicated to their own foul schemes. Their unnatural presence will 
cause all animals to become nervous and to sound a cry of alarm 
when in their presence and flee if at all possible. 

These undead have much to offer foolhardy power seekers in the 
way of magical lore and historical knowledge, but they cannot be 
trusted even in the most simple of agreements. 


Nevarli 


Human female defiler 19; AC 17 (bracers of defence AC 16); 
MV 12; hp 49; Attack +8; #AT I; Dmg 1d4+4 (bronze dagger 
+2), SZ M; ML 17; AL CE 

S 17, D I5, C 18, 1 19, W I5, Ch 14 

Spells: Ist level— burning hands, change self charm person, gaze 
reflection, identify, protection from good, shield, shocking grasp, 
2nd level—continua! light, darkness I5’ radius, detect good, detect 
invisibility, improved phantasmal force, shatter, spectral hand, 3rd 
level—blink, dispel magic (x2), fireball, fly, non-detection, wraithform; 
4th level—charm monster, confusion, dimension door, ice storm, 
improved invisibility, phantasmal killer, 5th level—animate dead, 
hold monster, magic jar, nightmare, telekinesis, 6th level—chain 
lightning, death fog, invisible stalker, 7th level—finger of death, 
reverse gravity, teleport without error, 8th level— monster summoning 
VI, power word blind, prismatic wall, 9th level—astral spell 

Special Undead Powers: cause disease, claws, drain life, increased 
movement rate (15) 

Special Undead Weaknesses: must eat flesh from corpses, must 


drink blood 


Nevarli’s love of magic was so powerful that when she found the 
spells and anointments that would sustain her in undeath so she 
could continue her magical studies, she used them. She has been a 
tliz for more than 1,200 years and has taken more lives than have 
been lost in many wars. 

She considers herself evil incarnate and explores all possible 
expressions of her nature by inflicting as much pain as possible 
upon the living. She sadistic and cruel, as well as inquisitive and 
relentless - a truly deadly combination of character traits. 


Currently, she plans to create her own vast army of undead to 
aid her in overtaking the outlying villages near Raam. She is in 
league with two other t'lizes (each of whom intends to betray the 
others) who are combining their vast resources and personal power 
to overthrow the established sorcerer king of Raam. 

The defilers already have many spies and assassins in Raam. If a 
group of adventurers discovers her conspiracy, Nevarli would either 
enlist their aid or try to have them destroyed, depending upon their 
own goals and alignments. 


Kedomir 


Human male defiler 23; AC 16 (ring of protection +3, cloak of 
protection +I); MV 12; hp 43; Attack +10; #AT I; Dmg 1d4+6 
(dagger +2), SZ M; ML 18; AL NE 

S 19, D 16, C 13, I 20, W 16, Ch 15 

Spells: Ist level— burning hands (x2), colour spray, feather fall, 
grease, giant fur, hold portal, jump; 2nd level —ESP, fog cloud, 
forget, invisibility, mirror image, orb of power, ray of enfeeblement, 
web; 3rd level—clairvoyance, dispel magic, empower orb, energy 
conduit, fly, lightning bolt (x2); 4th level—dig, fumble, polymorph 
other (x2), psionic dampener, psionic tracer, wall of fire, 5th level— 
advanced illusion, animate dead, feeblemind, passwall, teleport; 
6th level— control weather, geas (x3), shades; 7th level—forcecage, 
power word stun, spell turning (x2), statue; 8th level—mass charm, 
maze, permanency, polymorph any object, trap the soul, 9th level— 
imprisonment, temporal stasis, wish 

Special Undead Powers: cause fear, control undead, enhanced 
senses, increased weapon resistance (+2 weapon to hit) 

Special Undead Weaknesses: bound to an area, sunlight 
vulnerability 


The tliz known as Kedomir has spent countless centuries pursuing 
the dark defiler arts while maintaining an identity as a mysterious 
and powerful slaver. He has countless thieves and slave merchants 
working on his behalf and holds vast unseen power in the city of 
Urik. Slaves are brought before Kedomir for inspection and those 
who are not drained of life to sustain Kedomir’s undead existence 
are taken away and sold to sustain his wealth. 

Anyone who deals in slaves or seeks to purchase slaves will have 
contact with servants of Kedomir and any who harm or steal from 
his thieves and slavers suffer the wrath of the tliz. 
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Treant 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANISATION: 
ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: Neutral 

NO. APPEARING: I-3 
ARMOUR CLASS: 20 
MOVEMENT: 12 

HIT DICE: 15 

ATTACK (CMB/CMD: +15 (+17/27) 
NO. OF ATTACKS: 2 or I 
DAMAGE/ATTACK: 6d6/6d6 or 4d6 
SPECIAL ATTACKS: See below 
SPECIAL DEFENCES: Never surprised 
MAGIC RESISTANCE: 65% 

SIZE: H (18-20 tall) 
MORALE: Fearless (19-20) 
XP VALUE: 10,000 
PSIONICS: Nil, MAC 18 


Forest, Jungle 
Very Rare 

Grove 

Any 
Photosynthesis 
Supra-Genius (20) 
Q (5), X 


Athasian treants are a mystic blending of the characteristics of a tree 
of life and a water spirit of the land. They are virtually immortal, 
and act as incarnate guardians of the wilderness for which they were 
created. Often they are dedicated to caring for groves of trees of life. 

Treants are almost indistinguishable from trees. When stationary, 
they look almost exactly like the species of tree from which they were 
constructed, giving them a 95% chance to hide themselves within a 
grove of trees. Their skin is bark, their arms tree branches, and their 
facial features look like the knots on the trunk of the tree. 


Combat: A treant’s tough, bark-like skin gives them an excellent 
Armour Class against all attacks except fire, which receives a +4 to 
hit and +I damage. Their limbs inflict 6d6 damage each, and they 
can lift creatures of up to 500 pounds. They may also hurl boulders 
for 4d6 damage, but they may only hurl one boulder per round. 
Treants can cast spells of the Sphere of Water as an innate 
ability. They may cast each of the following spells once per day: 
create water, purify food and drink, create food and water, lower 
water, reflecting pool, conjure elemental (water), part water, and 
transmute water to dust. Each of these is an innate ability without 
verbal, somatic, or material components, with an initiative of +2. 


Habitat/Society: Athasian treants are created by druids for the 
express purpose of protecting the wilderness. While they have some 
advantages over their normal spiritual forms, in other ways they are 
very limited. Also, it is impossible to create an Athasian treant 
without the voluntary cooperation of a water spirit of the land, so 
they are extremely rare. 


A spirit of the land is more powerful outside of this form than 


in it, but spirits of the land are not very attentive, and they will 
often wait until huge devastation is inflicted on the land before 
doing anything, While in treant form, a spirit of the land is more 
closely tied to the physical world, and reacts much more quickly to 
the depredations of defilers and other attackers. Once bound to the 
treant, however, the spirit of the land cannot leave until the treant 
is killed. While in the form of a treant, the water spirit of the land’s 
memory is limited to its life as a treant. 


Ecology: An Athasian treant is created from a tree of life which 
is specially constructed by a druid to house a water spirit. The 
druid must convince the water spirit of the land of the necessity of 
the transformation and then must cast the following spells: liveoak, 
reincarnate, and create tree of life. This not necessarily easy, for 
when the spirit leaves the water source it presently inhabits, that pool 
or stream quickly dries up and vanishes. 

Invariably, an Athasian treant will be associated with a particular 
site and will be tasked with defending that site. It will fight fearlessly 
in defence of that site, as death has no meaning for such a creature. 
In the absence of violence, an Athasian treant is immortal; if killed, 
the spirit of the land is freed without injury, although it cannot 
reform a physical body for a number of years equal to the time it 
spent as a part of the treant. A spirit freed from a treant will recall 
its experiences as a treant as well as its existence prior to having been 
transformed. The water source which it once inhabited, however, will 
slowly return if it’s bed has not been entirely eradicated. 

Although the treant will die in the defence of the wilderness, it 
will in all other matters act in the interests of its own survival, and 
it will not give up its life to free the spirit within. 
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ae ES eee | 
CLIMATE/TERRAIN: Mountains ` 
FREQUENCY: Uncommon 

ORGANISATION: Clans 

ACTIVITY CYCLE: Any 

DIET: Omnivore 

INTELLIGENCE: Low (5-7) 

TREASURE: Q 

ALIGNMENT: Neutral 

NO. APPEARING: I-20 

ARMOUR CLASS: 14 

MOVEMENT: 12 

HIT DICE: 5+1 

ATTACK (CMB/CMD: +5 (+7/17) 

NO. OF ATTACKS: 3 or I 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 


Id8+I (x2)/Id10 or by weapon 


Head-butt, melee expertise 


SPECIAL DEFENCES: Nil 

MAGIC RESISTANCE: Nil 

SIZE: H (13' tall) 
MORALE: Steady (II-12) 

XP VALUE: 270 

PSIONICS: +5, PSPs 20, MAC 13 


Powers: adrenaline control, body weaponry, flesh armour, intellect 
fortress, shadowform 


The tul’k is a bony creature that predominantly inhabits the 
mountains of Athas, but it has been seen in other terrain. 

It is a gaunt, primitive, humanoid that stands as tall as a half- 
giant. Its scalp lacks skin or hair, leaving sun-bleached white bone to 
protrude through the top of its head. The tul’k’s low brow and large 
nose gives it an almost neanderthal visage. Its skin is an ashen gray. 
It has body hair similar to a human’s, that ranges from black to gray. 


Combat: In melee combat tulks are formidable foes and are 
unexpectedly cunning. A favoured tactic of the tul’ks is to set 
ambushes among the rocks of their mountain homes. If given the 
opportunity to prepare, tul’ks use their shadow form ability in order 
to get close to their quarry. 

When in melee, tul’ks prefer to use their large, bony hands as 
clubs. Their arms are unusually long and give the tul’k a +I bonus 
to hit in melee against creatures of the same size or smaller. These 
attacks can deliver Id8+I damage. Alternately, they may use body 
weaponry to turn their hands into weapons, if the combat seems to 
be going against them. 

Once each round tul’ks can use the exposed bone on their heads 
to butt their foes for IdIO points of damage. On a roll of 20, the 
victim must make a successful save vs. petrification or be knocked 
unconscious for Id4 rounds. 

The tough, leathery hide of these creatures affords them an 
AC 14. They also have the psionic power of flesh armour that is 
cumulative with innate AC. 


Habitat/Society: Tul’ks are the degenerated remnants of the Dune 
Stalker elven tribe. The mysterious Pristine Tower altered the elf 
tribe, turning them into tul’ks. 

Tul’ks group into bands of as many as 20 members. They are 
nomadic within the territory they call their home. They have a 
primitive form of communication that consists of grunts, growls, and 
hand signs. The hand signs are generally used in combat. 

The largest and strongest member of the clan is the leader, and as 
with many animals, the dominant male is the sire of most offspring. 
The young, that are born of a male other than the dominant male 
are allowed to grow old enough to fend for themselves and are then 
exiled from the clan. If the child’s mother, or the child himself, can 
drive off the clan leader when he attempts to exile the child, the 
child is allowed to remain. Exiles that survive are rogue tul’k and 
are not accepted by any clan. New leaders “pardon” all offspring 
conceived prior to their tenure and the young are allowed to stay 
with the clan. 

Tul’ks have a strong affinity for gems and jewellery. They protect 
their treasure to the best of their ability (though not usually to the 
death). They are never found with treasure of any other kind. 


Ecology: While tul’ks are primitive creatures, they are not malicious. 
In fact, they are outright timid with most intelligent races. They attack 
only to obtain food. Though attacks on humans and humanoids are 
not unheard of, they normally occur in times when other tul’k food 
sources have become scarce. Favoured food sources of tul’ks include 
Athasian rocs, z’'tal, and erdlu. 
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Undead 


General Information 
The undead of Athas are classified as either free-willed undead 


or controlled undead. Free-willed undead once belonged to an 
intelligent species and in undeath continue to think for themselves. 
They are often referred to simply as undead. Controlled undead 
are animated corpses such as skeletons and zombies that may not 
belong to an intelligent species. In undeath they are controlled by 
others, usually evil wizards or priests. They are often referred to as 
the walking dead. Free-willed undead are far more dangerous than 
controlled undead as they can think and act independently. 

All undead are intolerant of all intelligent living races and most 
attack them on sight. Even undead who were of good alignment in 
life are evil in undeath and do not tolerate the presence of living 
beings for long. Many undead actually seek out and attack living 
beings whom they sense nearby. 

Undead seldom need food or water and are immune to the 
harshest elements. They are often unaffected by normal weapons and 
can resist massive amounts of damage without being slowed down. 

Athasian undead are all unique. While undead are classified 
by their basic powers and weaknesses, most have additional powers 
and weaknesses beyond those commonly associated with creatures 
of their type. Undead retain all the powers, skills, and abilities they 
possessed in life based upon their character class and level. 

The type of undead a creature becomes is based upon the 
motivation or event that caused the undead to resist death. While 
certain races are more likely to become certain types of undead, 
this is because members of that race often share similar motivations. 

The different categories of undead on Athas are the dhaot, 
fael, kaisharga, krag, meorty, morg, raaig, racked spirit, skeleton, 
zombie, thinking zombie, t’liz, venger, wraith, and zhen. 

Dhaot: Dhaots are incorporeal undead who cannot rest until 
they return home. Even after returning home as spirits, they often 
find they cannot rest until their physical remains are also returned 
to their home. The desert is filled with dhaots of halflings who died 
outside their beloved forests. 

Fael: Faels are gluttonous undead who appear wherever a large 
amount of food is present. They try to remain inconspicuous, but 
their insatiable hunger eventually gives them away as they eat every 
scrap in sight. Faels are never full as their hunger is derived from 
their insatiable hunger for excesses they had in life. Most faels are 
from the upper echelons of society and most are elves or humans. 

Kaisharga: Often called the Dead Lords, the kaisharga are 
undead similar to liches. They voluntarily sought undeath, believing 
it to be a form of immortality. They are incredibly powerful and 
extremely rare. The largest known collection of them is found in the 
Valley of Dust and Fire. 

Krag: Krags are undead created when a cleric aligned to an 
element or paraelement dies in the medium diametrically opposed 
to his own, such as a fire cleric drowning in water. The anguish and 
trauma of dying to the very force he devoted his life to opposing 
is sometimes enough to transform a cleric into a wicked and bitter 
undead. The elemental lords of the new power quickly enslave 
such an undead cleric to their service. Krags become infused with 
elemental power, but are tortured by it, spending their unlives in 
anger, pain, and hared. Krags are able to create spawn with their 
elemental transfusion ability. These spawn are known as kraglings 
and come in greater and lesser varieties. 


Meorty: Meorties are undead who were once protectors of domain 
that vanished more than 2,000 years ago. They were placed in crypts 
with large amounts of treasure, so they might continue to look after 
their realms in death. They emerge from their crypts and hunt down 
those who violate their ancient laws. Each ancient domain has its 
own ancient laws and its own meorties; however, the boundaries of 
the domains have been forgotten and even the laws are lost except 
for those held over as customs by the people of those regions. Those 
who see a meorty’s crypt seldom live to tell of the experience. All 
meorties are of the old races (human, elf, dwarf, giant, and halfling). 

Morg: Morgs are created undead, similar to the greater mummies 
of other worlds. Morgs can only be created by the sorcerer-kings 
themselves. The creation of so powerful an undead servant requires 
an expenditure of personal energy by the sorcerer-king and the life 
forces of 1,000 loyal citizens. The morg retains its powers from when 
it was alive and gains great physical strength as well, but are clearly 
dead in appearance. 

Raaig: Raaigs are incorporeal spirits sustained by their unwavering 
belief and sense of duty to ancient gods that no longer exist on Athas. 
Raaigs serve as guardians to ancient shrines and temples, protecting 
them from those who follow different moral precepts, primarily those 
of different alignment than themselves. They occasionally appear to 
those they deem worthy who are of the same alignment. All raaigs 
are at least 2,000 years old and all are of the old races (human, elf, 
dwarf, giant, and halfling). 

Racked Spirit: Racked spirits are incorporeal undead animated 
by their own guilt over committing some act (or failing to complete 
one) that violated their basic nature. These guilty spirits suffer 
eternally and only gain joy and peace through acts of destruction. 
The dwarven banshee, created when a dwarf forsakes his life purpose, 
is the most common. Other types of racked spirit include dune 
runners and the cursed dead dwarves. 

Skeleton and Zombie: Skeletons and zombies are controlled 
undead. They retain none of the special powers, skills, or abilities 
they possessed in life. Almost all are simply animated corpses 
controlled by an evil wizard or priest, although some (such as the 
salt zombie, cursed dead, and hungry bodies, retain some awareness). 
Most skeletons and zombies are man-sized or smaller, including 
the bugdead of the Dead Lands. Larger corpses such as mekillot 
skeletons, undead war beetles, and zombie giants are often animated 
by more powerful necromancers. 

Thinking Zombie: Thinking zombies are free-willed zombies often 
identifiable by the spark of hate burning within then eyes. Creatures 
who die before completing an important task (often under the 
compulsion of a geas or quest spell) often become thinking zombies. 
They continue in their effort to complete their quest and are often 
very clever in their approaches. They never allow themselves to be 
diverted from their goal. Many thinking zombies are giants and 
half-giants, as they are often selected for quests because of their size 
and strength. 

T’liz: Tlizes are powerful defilers who died before completing 
their magical studies. They continue in their studies as undead 
and are among the most powerful and dangerous of the undead. 
Most defilers are hunted down and destroyed by the sorcerer kings 
and the Veiled Alliance before becoming t'lizes. They are valuable 
sources of information since they live for centuries, but they are evil 
and cunning and only associate with and aid the living when it is 
to their own advantage. 
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Vengers: Vengers are is the animated remains of strong-willed 
beings who suffered a great wrong in life committed by an intelligent 
creature who survived beyond the death of the being who became 
the venger. At the moment of death, the consciousness of the 
wronged person is trapped by its rage and frustration within its 
corpse, and it rises as an undead venger to seek justice. 

Wraith: Athasian wraiths differ from other wraiths in that they 
voluntarily embraced undeath as a form of existence. They are 
incorporeal spirits, and servants of the Dragon. They are occasionally 
found among the ancient ruins guarding the bodies and possessions 
of their dead relatives. 

Zhen: The zhen are those who died in the Cataclysm that created 
the Dead Lands. They died and were transformed in fiery agony 
when liquid obsidian poured into Athas without regard to rank or 
position. Gardeners and defilers, preservers and cooks, all met the 
same fate. 

Other: Certain individual undead defy categorisation. These 
include the Badna zombie, lightning zombie, the Caller in Darkness, 
and those among the scarlet wardens who have become undead. 


Number of Special Undead Powers 


Roll Id8: I = no special powers, 2-4 = one special power, 5-7 = 
two special powers, 8 = three special powers. 


1d100 Type of Undead Power* 
01-03 Accelerate Aging 

04-08 Cause Despair 

09-13 Cause Fear 

14-16 Cause Paralysis 

17-20 Cause Revulsion 

21-27 Claws 

28-32 Control Undead 

33-35 Drain Ability Scores 
36-38 Drain PSPs 

39-43 Enhanced Senses 

44-49 Fangs 

50-54 Improved Saves 

55-58 Increased Ability Score 
59-63 Increased Hit Points 
64-67 Increased Movement Rate 
68-72 Increased PSPs 

73-75 Increased Weapon Resistance 
76-79 Magic Resistance 

80-82 Produce Undead 

83-89 Psionic Wild Talent 
90-94 Regeneration 

95-96 Spell Immunity 

97-98 Spell-like Power 

99-100 Transformation 


a If a power is rolled twice, the effects are doubled. If rolled three 
times, the effects are tripled. If rolled four times, the effects are 
quadrupled, and so on. 


Special Undead Powers 


Accelerate Aging: The undead has the power to cause a living 
victim to age 5d6 years with their touch. The victim receives a save 
vs. spells, gaining +I to their save for each HD they have greater 
than that of the undead. 


Cause Despair: The undead has the power to cause living 
victims within a 30-foot or greater (30 feet + IO feet per HD more 
than 5) radius to lose hope and become depressed. Victims must 
successfully save vs. spells or suffer a -I to -4 penalty (Id4) on all 
rolls for a number of turns equal to twice the undead’s HD. 

Cause Fear: The undead has the power to cause fear in any 
living creature within IO feet. Treat the effects as those caused by 
a dragon’s fear aura. Those with fewer than I HD flee for 4d6 
turns. Those with fewer HD than the undead must successfully 
save vs. petrification or suffer a -2 penalty on attack rolls against 
the undead. 

Cause Paralysis: The undead’s touch causes paralysis for 2d4 
rounds (1%-50%), 2d4 turns (51%-75%), 2d4 hours (76%-90%), 
or 2d4 days (91%-100%). Victims must successfully save vs. 
paralysis to avoid the effects. 

Cause Revulsion: The undead can cause all within a certain (30 
feet + 10 feet per HD more than 5) radius to become physically ill, 
suffering extreme nausea. Victims must successfully save vs. spells or 
suffer a -I to -4 (Id4) penalty on all rolls for a number of turns 
equal to twice the undead’s HD. 

Claws: The undead has claws, either retractable or not, that cause 
Id6 damage. If the undead already have claws, then the claws are 
longer and sharper, causing an additional +2 damage. 

Control Undead: The undead has the power to control undead 
as an evil cleric equal in level to their HD. If they were clerics 
during life, their power to control undead is increased by Id8 levels. 

Drain Attributes: The undead can drain Id4 points from one 
of a victim’s attributes with its touch. The victim can make a 
successful save vs. death to resist this drain, but if the save is failed, 
the attribute points are lost. The effects last a number of days equal 
to twice the undead’s HD. After that, the points are regained at a 
rate of 3 per day. If a victim’s attribute is reduced to zero, the victim 
falls unconscious until at least one attribute point returns. 

Drain PSPs: The undead can drain 3d8 PSPs from their victims 
if they have psionics. The victim must make a successful save vs. 
paralysation to resist the effect. 

Enhanced Senses: While all undead typically possess infravision, 
those with this power have one or more specially acute senses. Their 
senses allow them to spot the living much easier and they are more 
difficult to surprise (-I to their surprise roll). 

Fangs: The undead has fangs that serve as an additional attack, 
causing Id4 points of damage. If the undead already have fangs, the 
damage they cause is increased by +2 as the fangs are longer and 
sharper than usual. 

Improved Saves: The undead gain +I on all saving throws. 

Increased Attribute: The undead has a score of 19-24 in one 
attribute of the DM’s choosing. 

Increased Hit Points: The undead has an additional Id4 hit 
points per HD. 

Increased Movement Rate: The undead’s movement rate is 3 
more than other undead of its kind. 

Increased Psionic Strength: This power is useful only to undead 
who have psionic powers. Undead with psionic powers receive an 
additional 3 PSPs per HD. 

Increased Weapon Resistance: The undead can be hit only by 
a creature with greater HD than themselves or by a +I or greater 
magical weapon. If the undead already requires a magical weapon to 
hit it, increase the required bonus by +I. 
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Magic Resistance: The undead has an additional 5% magic 
resistance per HD up to 90%. 

Produce Undead: The undead can produce one lesser controlled 
undead (animated skeletons or zombies) for each HD they have. 
This may be used once per day and there must be skeletons or 
corpses present. 

Psionic Wild Talents: The undead has one or two psionic wild 
talents per 3 HD. The DM can choose the wild talents or select 
them randomly by using the Wild Talents Tables in the Dark 
Sun Campaign Guide. The undead has a number of PSPs to use 
for each of their powers plus an additional 4 PSPs per HD more 
than I. 

Regeneration: The undead can regenerate I hit point per round. 
If they can already regenerate, then their regeneration increases by 
+I hit point per round. 

Spell Immunity: The undead is immune to Id4 spells of the 
DM's choosing. 

Spell-like Power: The undead can cast any selected spells 
totalling a certain number of levels based on their Hit Dice levels. 
The number and level of the innate spells possessed by the undead 
is based upon their HD: 

e 1-3 HD gains Id3 spell levels 
4-6 HD gains Id4 spell levels 
7-9 HD gains Id6 spell levels 
10-12 HD gains 2d4 spell levels 
13-15 HD gains 3d4 spell levels, maximum spell level of 
5th level 
e 16+ HD gains 3d4+2 spell levels, maximum spell level of 

6th level 


The spells can be cast at will, there is no limit to the number 


of times these spells may be cast, and no spell components are 
required. Treat the spell as though it were cast by a wizard or priest 
of a level equal to the undead’s Hit Dice. Common selections 
include; 

Level one: (wizard) audible glamer, change self, chill touch, 
dancing lights, enlarge, hold portal, hypnotism, phantasmal force, 
protection from good, spider climb, spook, taunt, wall of fog; (priest) 
curse, command, darkness, destroy water, cause light wounds, detect 
good, faerie fire, pass without trace, putrefy food and drink, cause 
fear. 

Level two: (wizard) alter self, blindness, blur, darkness 15° 
radius, detect good, ESP, improved phantasmal force, invisibility, 
knock, undetectable alignment, levitate, scare, spectral hand, (priest) 
undetectable charm, dust devil, enthrall, hold person, obscurement, 
resist fire/resist cold, silence 15’ radius. 

Level three: (wizard) blink, clairaudience, clairvoyance, delude, 
dispel magic, fly, gust of wind, hold person, infravision, monster 
summoning I, non-detection, phantom steed, protection from good 
IO’ radius, spectral force, suggestion, wraithform; (priest) animate 
dead, continual darkness, cause blindness or deafness, cause disease, 
locate object, bestow curse, speak with dead. 

Level four: (wizard) confusion, contagion, dimension door, emotion, 
fear, fumble, hallucinatory terrain, improved invisibility, monster 
summoning II, phantasmal killer, polymorph other, polymorph self 
curse, shadow monsters, (priest) control temperature IO’ radius, cause 
serious wounds, undetectable lie, lower water, poison. 

Level five: (wizard) advanced illusion, chaos, contact other plane, 
demi-shadow monsters, distance distortion, domination, nightmare, 


false vision, hold monster, magic jar, monster summoning III, 
passwall, shadow door, shadow magic, summon shadow, telekinesis; 
(priest) air walk, control winds, cause critical wounds, dispel good, 
insect plague, plane shift, quest, slay living. 

Level six: (wizard) control weather, death fog, death spell, demi- 
shadow magic, disintegrate, geas, guards and wards, invisible stalker, 
legend lore, lower water, mass suggestion, monster summoning IV, 
move earth, permanent illusion, programmed illusion, project image, 
shades, veil, (priest) animate object, harm. 

Transformation: Roll Id6. On a roll of I-4 the undead can 
take the form of a number of natural creatures equal to the roll. 
On a roll of 5 they can transform into a mist, and on a roll of 6 
they can transform into mist and Id4 natural creatures. The undead 
retain their hit points, but gain any natural attacks common to the 
natural creature they become. The creature cannot be larger than 
human-sized. In mist form, undead can travel freely and are immune 
to all weapons. 


Number of Special Undead Weaknesses 


Roll Id8: I-2 = no special weaknesses, 3-4 = one special weakness, 
5-6 = two special weaknesses, 7 = three special weaknesses, 8 = 
four special weaknesses. 


Roll IdI100 Type of Undead Weaknesses* 
OI-07 Low morale 
08-13 Easier to turn 
14-20 Reduced resistance 
21-26 Rotten stench 
27-32 Susceptibility to iron 
33-38 Must eat corpse flesh 
39-44 Code of honour 
45-50 Energy susceptibility 
51-56 Must eat living flesh 
57-62 Cast no shadow 
63-68 Susceptibility to obsidian 
69-75 Susceptibility to spells 
76-82 Can’t cross running water 
83-88 Sunlight vulnerability 
89-94 Must drink blood 
95-100 Bound to an area 


*If a weakness is rolled twice, the effects are doubled. If rolled 
three times, the effects are tripled. If rolled four times, the effects 
are quadrupled, and so on. 


Special Undead Weaknesses 


Bound to an Area: The undead is bound to an area and cannot 
leave. The DM may choose the size of the area; it can be from the 
size of one room to a few square miles. 

Cannot Cross Running Water: The undead is terrified of 
running water and suffers 3d4 damage per round if crossing it. 

Cast No Shadow: The undead has no shadow and is easily 
recognizable as undead by those knowledgeable of its nature. 

Code of Honour: The undead is bound to certain rules of 
behaviour. It cannot break its code. The undead can be manipulated 
and forced into serving those who know the code well. 

Easier to Turn: The undead is turned as undead 3 Hit Dice (I 
HD minimum) less than its own Hit Dice. 
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r us : The undead takes normal damage from 
en. or paoa or seals damage from another form of energy. 
Morale: The undead cannot have Morale higher than 10. 
st ak E The undead must drink blood each day. 
Most prefer the blood of humans and demihumans. 
ust Ea se F The undead must consume corpse flesh 

to sustain its existence. The undead often rob graves for food. 

vl a h: The undead must kill and eat living 
creatures, most likely humans and demihumans. 

educec The undead can be hit by weapons one 
point les greater in magical value than they can normally be hit 
with. This has no affect on those who can already be hit with non- 
magical weapons. 


t The undead can be smelled a great distance away 
and vill easily ” identifiable as undead. 
` L abılı The undead are completely nocturnal 
since > direct sunlight causes them Id6 points of damage per round. 
bility to Iron: The undead can be hit by iron weapons, 
even nf they can normally be hit only with magical weapons. This 
has no mee on undead who can be hit with nonmagical weapons. 
sceptibility to bsidian: The undead can be hit by obsidian 
weapons, even if they can normally be hit only with magical weapons. 
This has no effect on undead who can be hit with nonmagical 
weapons. 


ibility to S The undead are susceptible to all sleep, 
hold, and charm ee unlike most other undead. 


359 


Venger 


CLIMATE/TERRAIN: Any 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Nil 
INTELLIGENCE: Average to high (8-14) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: I 
ARMOUR CLASS: 13 
MOVEMENT: 6 

HIT DICE: 5 
ATTACK (CMB/CMD: +5 (+5/15) 


NO. OF ATTACKS: 2 
DAMAGE/ATTACK: IdI0/IdI0O 
SPECIAL ATTACKS: Vengeful grasp 
SPECIAL DEFENCES: 


+2 or better weapon to hit 


MAGIC RESISTANCE: 15% 

SIZE: M (4-7’ tall) 
MORALE: Fanatic (17-18) 
XP VALUE: 1,000 
PSIONICS: Nil, MAC 13 


A venger is the animated remains of some strong-willed being who 
suffered a great wrong in life. The wrong must have been committed 
by an intelligent creature who survives beyond the death of the 
being who will become the venger. At the moment of death, the 
consciousness of the wronged person is trapped by its rage and 
frustration within its corpse, and it rises as an undead venger 2d6 
days later. 

The venger looks much as it did in life, though it continues to 
decay as its quest for justice goes on. Its clothing rots, its flesh grows 
cold and gray, and its possessions slowly fall apart as time goes by. 
The venger will never pick up or use weapons or magical items of 
any sort, but it may possess items it carried on its person at the 
time of its death. It never uses these items, either. Instead, the venger 
simply continues to carry them around until straps rot and break, 
pouches unravel, or sacks wear thin and the items fall through and 
are lost. 

A venger has a single goal to its existence. It seeks to destroy 
the person or creature that wilfully wronged it. This usually involves 
hunting down the one who wronged it, but sometimes it can involve 
finding a way to right the wrong that was committed. 

Though a venger can communicate as it did in life, the rage 
and desperation that have animated it usually keep it from doing 
more than making pained sounds. To most, these sounds have no 
intelligence behind them. They are simply the wailings of a suffering 
undead monster, and not a form of communication at all. In fact, 
those who hear the wails of a venger must make a saving, throw 
versus petrification or flee in terror for Id6 rounds. 
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Combat: A venger ignores the presence of all save the one who did 
it wrong - unless others get in the way. So, a venger could approach 
an innocent character and pass right by as it searched for the one 
who wronged it. If the innocent blocks the vengers path or attempts 
to slow it through attacks or obstacles, the venger turns its attention 
on the innocent until the obstacles no longer remain. In other words, 
a venger will fight those who attempt to hamper its undead quest. 

Rage gives a venger strength enough to cause great damage with 
its bare hands. It inflicts IdIO points of damage with each successful 
hit, and it can strike twice in the same round of combat. When a 
venger finds the one who wronged it, its grasp is strong enough to 
inflict crushing damage. This form of attack is called the vengeful 
grasp, and it is an attack powered by supernatural hate and trapped 
rage. The vengeful grasp causes immediate death if a saving throw 
versus death magic is not made. If the saving throw is successful, 
the vengeful grasp causes IdI2 points of damage, and the venger 
continues to grip in the next round. 

The saving throw must be made each round the venger is able 
to maintain its grip. The vengeful grasp attack can never be used 
against an innocent opponent - it only works against the being or 
creature who wronged the venger. The vengeful grasp special attack 
does not apply to any other opponents. Even those who attempt to 
bar a venger's way can't be attacked using, the vengeful grasp. 

To break free of the vengeful grasp, the venger must be reduced 
to 0 hit points, turned (as a wight), or magically restricted in some 
way. When any of these circumstances apply, the venger collapses 
into a stinking pile of flesh. Unfortunately, the venger will rise again 
in Id4 days regardless of how much damage was done to it - even 
if the corpse was burned to ashes and scattered to the four winds. 
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The only way to completely destroy a venger involves the 
participation of the venger itself. If the venger destroys the object of 
its hatred, or if the hated one destroys it in turn, then the venger 
is completely and utterly destroyed. When the venger completes its 
undead quest by reaching and destroying the one who wronged it 
(and thus created it), then it collapses as a lifeless corpse. The rage 
and hatred dissipate, and the trapped spirit is released to go where 
all spirits go upon dying. 

If a vengers hit points drop below 0 due to a blow, spell, or other 
power delivered by the one it hunts, the ghostly rage trapped inside 
the thing’s body explodes, hurtling bony fragments in all directions 
for a distance of 25 feet. Anyone in the burst radius takes 5d6 
points of damage from the supernatural explosion. The one who 
wronged it must also make a saving throw versus death magic or be 
killed by the explosion. 

If the one who wronged it dies before the venger can reach him, 
then the venger’s focus shifts. Now it must find a way to right the 
wrong that was committed, or eternal rest will forever be denied it. 
This is more than most undead spirits can stand, and a venger in 
such a position will often haunt a particularly powerful hero (or 
party of heroes) until he or she agrees to aid it 

As vengers are not the best communicators, it will take a bit of 
cleverness and imagination on the part of the hero to figure out 
what must be done. 


Habitat/Society: Vengers never rest. They are always locked on the 
general direction of their tormentor. If they should be trapped in 
some way, the vengers simply collapse and wait to be released. Once 
free, they continue their treks, stopping only to defend themselves 
against any who dare impede their hateful progress. 

Vengers are difficult to stop. When a venger does reach an 
obstacle it can’t navigate over or go around, it collapses and wails 
pitifully until the barrier is removed. 

As vengers continue to deteriorate as the years go by, many 
appear as hideous, decaying creatures. Sometimes all that remains 
of a venger is a torso, head, and arms. Such a creature drags itself 
along by its fingers as it seeks to reach the object of its undead 
quest. If such a venger is reduced to 0 hit points (by anything other 
than its hated foe), it will rise in its complete form in Id4 days. 
Then the process of decay and deterioration begins again. 


Ecology: Unfortunately, vengers aren't as rare as one would hope in 
the world of Athas. The strong will of the inhabitants that live here 
and the cruel injustices often inflicted upon them create several of 
these undead creatures every year. 

Vengers do not need food or water, and they do not need to rest 
or sleep. As undead creatures, vengers do not have a place in the 
natural world. That does not mean they do not exist, just that they 
do not occupy a necessary niche in Athas’s ecology. 
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Villichi 


CLIMATE/TERRAIN: — Any 
FREQUENCY: Very Rare 
ORGANISATION: Community 
ACTIVITY CYCLE: Any 
DIET: Omnivore 
INTELLIGENCE: High (13-14) 
TREASURE: K, R 
ALIGNMENT: Lawful Neutral 
NO. APPEARING: I-4 
ARMOUR CLASS: Varies 
MOVEMENT: 24 

HIT DICE: Varies 
ATTACK (CMB/CMD: Varies 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: By weapon 
SPECIAL ATTACKS: Psionics 
SPECIAL DEFENCES: Psionics 
MAGIC RESISTANCE: 10% 

SIZE: M (7 tall) 
MORALE: Varies 

XP VALUE: Varies 
PSIONICS: See below 


Psionics: A villichi starts with the powers listed below at 3rd level, 
and adds further powers with each level she gains. 


HD/ Power 
Level Powers Check MAC 
3 ballistic attack, ESP, id insinuation, +5 [5 
inertial barrier, invincible foss, mind 
blank, mindlink, telekinesis, thought 
shield 
4 control body, control sound +6 15 
5 psychic crush, tower of iron will +7 I6 
6 know location +8 I6 
7 intellect fortress, psionic blast +9 I7 
8 danger sense +10 17 
9 mental barrier, project force ILI 18 
10 cell adjustment +12 18 
II graft weapon, superior invisibility +13 19 
I2 animal affinity +14 19 


Villichi are females born to normal humans. No one can predict 
when or where one will be born. They are shunned by normal 
humans, although it is considered a bad omen to turn out a villichi 
child. When they come of age, they usually move to a convent in 
the Ringing Mountains. Villichi are strong psionicists. Encounters 
with them are usually with an envoy sent to deal with a trading 
company or village. 

Villichi resemble human women, albeit longer of limb and face. 
While they appear thin, they have normal proportions. They are 
usually cloaked as they are especially susceptible to the burning sun. 

Villichi all speak Id4 languages spoken by humans or demihumans. 


Combat: Villichi are not aggressive, usually fighting only in defence 
of their lives or their community. They are all psionicists, of levels 


3-12. Encounters outside their convent are with an envoy of at 
least 7th level (Id6+6). If more than one is encountered, the rest 
are guards/companions of levels 3-11. To determine the levels of 
the companions, roll Id6 for each and subtract it from the level of 
the envoy. 

When away from the convent, villichi usually wear leather armour. 
Villichi have a good Dexterity (15+Id6) giving them an Armour 
Class of at least 14, and possibly as high as 17. There is a 7% 
chance per level that an envoy will possess a magical ring or cloak; 
companions have a 5% chance per level of the same. This may 
further improve their Armour Class or allow them to dispense with 
the leather armour. They use hand axes, daggers, or short swords 
(33% chance for each), but there is only a 3% chance per level 
that anyone in the group possesses a magical weapon. Villichi never 
use metal weapons or armour, feeling that it makes them somehow 
unclean. 

The villichi preferred method of attack is psionics, and their powers 
make them formidable. They are extremely well-versed in psionic 
combat - if someone uses a particular power, they immediately 
switch to the most effective attack that they possess to counter that 
power. Only if attacked by a creature unaffected by psionics will 
they use their weapons. (The exception to this is if they successfully 
use invincible foes against a susceptible opponent. They will then 
attempt to hit that particular opponent at least once, forcing him to 
fall to the ground in horrible pain.) 

Villichi are willing to use magic items, but they are not really 
comfortable with them. They are slightly resistant to magic, and there 
is no record of a villichi ever using mage or priest spells. 
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The villichi’s long thin frame gives them good leverage, and 
they receive excellent training in the use of weapons. All villichi 
have a +I attack roll bonus with any non-metal weapon usable by 
psionicists. 

If the villichi are losing a battle, the companions readily sacrifice 
their lives to allow the envoy to escape. If the envoy is killed, the 
highest-level companion immediately becomes the envoy and seeks 
to escape while any remaining companions attempt to hold off the 
opponents. Of course, if possible, they all try to flee or hide, rather 
than sacrificing themselves. Villichi never fight blindly to the death, 
trying to find the best option to let the envoy and her companions 
all survive. 

Villichi are sensitive to the sun and always try to wear cloaks (or 
some other covering) to protect them. If a villichi is directly exposed 
to sunlight (for instance, if her cloak is torn off), she receives a -I 
attack roll penalty and a -I penalty to all psionic power checks. 

Villichi of 12th level develop animal affinity, and 90% of these 
develop affinity with eagles or hawks. Envoys with this power can fly 
away if a battle is going badly. 


Habitat/Society: Villichi have formed an extremely close-knit 
community. They never attack one another and only rarely argue 
with each other. The location of the convent is a closely guarded 
secret; anyone who inadvertently finds it is usually mindwiped. 
Half-giants and half elves are looked upon with compassion, since 
they too are members of a group that meets with prejudice. This 
treatment may seem cruel, but it is a cruel world, and the villichi 
are only concerned with surviving. 

All villichi are born to human parents, and since it is considered 
a bad omen to exile a villichi child, they are left alone. Villichi 
not only mature rapidly, but they are fairly long-lived. The average 
lifespan of a villichi female is 150 years, although some live even 
longer. The current “high mistress” is over 200 years old, and is a 
psionicist of great power. 

The high mistress is always chosen from among villichi who have 
developed the special power of locate psionic. This special power 
is only developed by villichi of 13th level or higher, and only 10% 
of them develop this power. There is no range limit to this power, 
which allows them to locate villichi children at an early age. 

By the time a villichi child comes of age, an envoy will have been 
dispatched to fetch the child, or at least inform her of the location of 
the convent. This also allows them to determine if a villichi child is 
slain. Such an action usually results in revenge upon the perpetrator. 
If the perpetrator cannot be located, the revenge is carried out on 
the entire town, if possible. 

This is certainly part of the reason why killing a villichi child is 
considered such a bad omen. Past reprisals have made the killing of 
a villichi child a very rare thing indeed. Should such a killing occur, 
the townspeople will most likely imprison the guilty party and turn 
him over to an envoy for punishment. The perpetrator is examined 
by the envoy, and executed if guilty. Rumours abound that the 
guilty party dies horribly, causing such criminals to go to desperate 
lengths to avoid capture and conviction. Contrary to the rumours, 
however, the execution is quick and painless, usually by a dagger in 
the back of the neck. 

There are currently about 500 villichi at the convent. At any one 
time, 10-20% of these are travelling as envoys, and another 20% 
are young villichi, level 2 or below. 


The villichi are adept at weaving and make some of the best 
cloth on Athas. They also grow most of their own food, but they 
are not skilled at manufacturing and must trade for weapons and 
other supplies they need to survive. Higher-level villichi are skilled 
at empowering items with psionic powers, and a magic (actually 
psionic) item may be traded for enough supplies to last the convent 
for as much as six months. Such items are necessarily rare and are 
highly sought after. Of the items empowered, the majority (75%) 
are usually gems with two or three psionic powers. The convent 
has 1d4+2 of these items on hand at all times. They are usually 
saved for defence of the convent, but may also be used for trading if 
necessary for the community's survival. The few trading houses that 
deal regularly with the villichi have regular meeting places and know 
better than to look for the convent. The villichi prefer to trade their 
fine quality cloth, although they cannot usually produce enough to 
support their convent. At least one psionically empowered item is 
traded each year, but never more than three, even in bad years. 


Ecology: The villichi roam widely throughout the world, for anywhere 
that humans live, a villichi child may be born. This is quite rare; 
perhaps one in 30,000 girls born is a villichi child. They are not 
quite albinos, although they do not like the sun. Their habit of 
protecting themselves from the sun makes them quite fair skinned, 
and on Athas, this makes them stand out. 

Envoys eat whatever is available to them when travelling; but in 
their convent, the villichi are strict vegetarians. They also use no 
metal, even in building or trade. If presented with gold, the villichi 
try to trade it, either for gems or for ceramic pieces. The villichi 
are fascinated with gems and sometimes pay up to double price for 
a particularly nice one. Traders with rare and valuable gems may 
seek to find the villichi convent, thinking to make a killing on a 
trade. Those who find it are usually sorry, if they even remember 
what happened. 

The villichi community is quite powerful for the small number of 
females it represents. Even the sorcerer-kings hesitate to interfere with 
a villichi envoy. The villichi are intelligent enough to realize that 
this could change if they interfere with these powerful defilers, since 
any one of the sorcerer-kings possesses sufficient power and resources 
to wipe out the convent (if they tried hard enough to do so). But, 
such a mission might weaken the king’s defences enough that he 
would fall prey to a rival king. Thus the villichi lead a comfortable 
life, aided mainly by the fact that they stay out of the sorcerer-kings’ 
business and also by the fact that their convent is in an extremely 
remote location. 

Villichi women are all quite attractive, but they are also sterile. 
Should a group of raiders harm or slay an envoy, a large group 
of envoys is sent to find and exact revenge on the perpetrators of 
this unspeakable crime. A group of envoys out for revenge in this 
manner always numbers at least 20, and the least powerful of these 
is 8th level, while they are led by a elder of IIth or 12th level. Such 
criminals are put to death in the most painful manner possible to 
these intelligent, vengeful females. Fortunately, the villichi reputation 
makes such incidents extremely rare. 
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Wall-Walker 


CLIMATE/TERRAIN: Subterranean 
FREQUENCY: Uncommon 
ORGANISATION: Hive 
ACTIVITY CYCLE: Any 

DIET: Carnivore 
INTELLIGENCE: Low (5-7) 
TREASURE: B 
ALIGNMENT: Lawful Evil 
NO. APPEARING: I-2 
ARMOUR CLASS: I7 
MOVEMENT: 9, Cl 12 
HIT DICE: 6 
ATTACK (CMB/CMD: +6 (+6/16) 


NO. OF ATTACKS: 3 
DAMAGE/ATTACK: 2d6/2d6/2d4 
SPECIAL ATTACKS: Psionics, paralysation 
SPECIAL DEFENCES: 
MAGIC RESISTANCE: 


Psionics, immune to fire 


Nil 


SIZE: M (5 long) 
MORALE: Elite (13-14) 

XP VALUE: 1,400 

PSIONICS: +6, PSPs 80, MAC II 


Powers: catfall, chameleon power, ESP, mind blank, shadowform, 


synesthete 


Wall-walkers are subterranean hunters that live in the caverns and 
passages beneath Athas’s burning surface. These insectoid creatures 
were named by the first generation dray that live in Kragmorta, 
who observed the wall-walkers’ climbing ability and named them 
accordingly. Wall-walkers combine many of the characteristics of 
spiders and large reptiles. They have armoured scales instead of 
chitinous plates, eight clawed legs, sharp fangs, and a stinging tail. 

Wall-walkers communicate among themselves via sounds made by 
rubbing their legs together. The cavern of Kragmorta, for example, 
echoes with the haunting sounds well into the sleep period of the 
area's other inhabitants. No other intelligent creatures have yet 
learned to communicate with the wall-walkers or figured out how to 
interpret the sounds they make. 


Combat: With its psionic powers, a wall-walker can blend into the 
scenery. Its scales take on the texture and colour of any nearby rock 
surfaces, ruined walls, or fungi caps. It can take on the form of a 
shadow and move invisibly through the darkness of the under-region. 
A wall-walker delights in frightening and playing with its prey before 
moving in for the kill, and it uses all of its powers to accomplish this. 

A wall-walker uses its special paralysation attack first in many 
instances. It leaps forward and tries to strike with its stinger. A 
successful hit doesn’t cause any appreciable damage, but the victim 
must make a saving throw versus poison or suffer from paralysing 
venom for Id6 rounds. 


Those affected by the venom cannot move for the duration of 
the effect. The wall-walker hopes to paralyse its prey so that it can 
then torment them for a time. The wall-walker gets very close to a 
paralyzed victim and stares into its eyes, moving its mandibles back 
and forth in a threatening manner. 

If the stinger attack doesn’t incapacitate prey, a wall-walker must 
resort to regular combat. A wall-walker makes three attacks in a 
round. The claws on its front legs cause 2d6 points of damage each. 
Its bite causes 2d4 points of damage. Because of the way the stinger 
is positioned, a wall-walker must turn away from its opponent to 
attempt a stinger strike. 

Once it gets into melee with its prey, a wall-walker usually 
abandons its stinger attack in favour of its claw/claw/bite routine. 
Whenever a wall-walker makes a stinger attack, if the victim is not 
hit or makes its save, then the opponent can return the attack with 
a bonus. In the round after a wall-walker uses its stinger (successfully 
or not), its opponent receives a +2 bonus to its attack rolls for that 
round. 

Wall-walkers hunt alone or in pairs. They use their climbing 
skills to best advantage, following prey from overhead or along a side 
wall. When an opportunity to attack with surprise presents itself, the 
wall-walkers strike. 

When operating as a pair, the wall-walkers strike in separate 
rounds. This is to make best use of their surprise bonuses (while 
on the wall or ceiling and in the shadows, wall-walkers receive a +2 
surprise bonus) and stinger attacks. When alone, a wall-walker waits 
until its prey is separated from any companions before attacking, 
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These predators use their psionic powers to track and stalk 
victims. Many visitors to the under-region display a look of shock 
when a wall-walker jumps from the shadows or steps away from a 
wall the same colour as it is to deliver three devastating attacks or 
a stinger strike. 


Habitat/Society: Wall-walkers build hives inside the walls of caverns. 
They use their powerful claws to scoop out rock and dirt, which 
then is deposited in great heaps at the base of the wall. They range 
far and wide through the under-regions, seeking prey to feast upon 
and bring back to their hives. Wall-walkers can be encountered 
not only in the larger caverns, but in the tunnels connecting the 
caverns to each other as well. All of the under-region is their home 
and hunting ground, and they consider everything that passes near 
them to be prey. 

One hive is known to exist in Kragmorta. The wall-walkers of this 
hive make constant trouble for the first generation dray who live 
within the cavern. The two species are almost in a state of war with 
each other - each looks on the other as prey. 


Like all predators, the wall-walker seeks to survive. It constantly 
looks for a steady supply of food, and it takes great pains to protect 
its hive and its young from other predators. Its one true competitor 
for the same ecological niche is the kalin. If a wall-walker and kalin 
come within sight of each other, a terrible battle usually breaks out. 
In fact, a pair of wall-walkers will go out of their way to attack a 
nearby kalin. 


Ecology: The subterranean world beneath Athas is home to a wide 
variety of creatures. The wall-walker feasts on them all. It relies on 
stealth, cunning, and its natural weapons to survive. It prefers to 
be predator, but sometimes finds itself in the role of prey. If faced 
by a foe it cannot defeat, a wall-walker will flee to find other, more 
easily bested prey. 

The scaly hide of the wall-walker can be used to craft armour 
and weapons, and is a primary source of materials for the dray of 
Kragmorta. In many ways, the scaly hide of a wall-walker is superior 
to many other hides due to its toughness, suppleness, and relatively 


light weight. 
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Wezer 


Worker/Water Fetcher Soldier Brood Queen 
CLIMATE/TERRAIN: Tablelands Tablelands Tablelands 
FREQUENCY: Rare Rare Rare 
ORGANISATION: Brood Brood Solitary 
ACTIVITY CYCLE: Any Any Any 
DIET: Omnivore Omnivore Omnivore 
INTELLIGENCE: Animal (I) Animal (1) Animal (1) 
TREASURE: Nil Nil W 
ALIGNMENT: Neutral Neutral Neutral 
NO. APPEARING: 10-200 Special I 
ARMOUR CLASS: 13 13 I6 
MOVEMENT: 6, Fl 21 (B) 6, Fl 21 (B) 6 
HIT DICE: 2 2 5 
ATTACK (CMB/CMD): +2 (+2/15) +2 (+4/17) +5 (+5/15) 
NO. OF ATTACKS: I 2 2 
DAMAGE/ATTACK: Id4 1d4/1d4 1d6/Td6 
SPECIAL ATTACKS: Nil Poison Egg implant 
SPECIAL DEFENCES: Nil Nil Nil 
MAGIC RESISTANCE: Nil Nil Nil 


SIZE: 


M (6 long) 


M (’ long) 


M (7’ long) 


MORALE: Steady (II-12) Steady (11-12) Steady (11-12) 
XP VALUE: 65 120 270 
PSIONICS: Nil, MAC II Nil, MAC 12 Nil, MAC 14 


Wezers are enormous flying insects that make underground hives in 
the desert tablelands. Though of animal intelligence, they are highly 
social creatures, structured into several distinct classes by both social 
function and physical characteristics. 

Water fetcher, worker, and soldier wezers all have wings, 
multifaceted eyes, and six thin limbs extending from their abdomen. 
Soldier’s are slightly larger than the menials, and are a shade of 
yellow brighter than their fellows. The brood queen is much larger 
— she, too, has wings, but they are insufficient to lift her into flight. 
The brood queen has a huge abdomen for laying the hive’s eggs. 


Combat: Water fetcher and worker wezers each have a single stinger 
attack that inflicts Id4 points of damage. A soldier can attack with 
its stinger twice per round, each hit inflicting Id4 points of damage 
and requiring, the victim to save vs. poison to avoid being paralyzed 
by its venom. The paralysation will take effect 2d6 rounds after the 
failed save and will last for 2d4 days. 

The brood queen can attack twice per round with her stinger 
and each hit causes Id6 points of damage. A successful hit by the 
queen’s tail injects an egg into the victim’s stomach, causing an 
additional Id6 points of damage. The victim may save vs. poison, if 
successful the egg dies and will not hatch, although the victim still 
suffers the injection damage. If the save fails, the egg begins to grow. 
Unless it is removed surgically (causing an additional IdIO points 
of damage) or a cure disease spell is cast upon the character, the 
egg hatches in five days. 


As the emerging larva feeds, it permanently reduces its host’s 
Constitution score by Id4 points each day. Once the victim dies, 
or the larva has fed for ten days, it leaves its host’s body via the 
ulcerous injection wound, and attempts to continue feeding on him 
from without. Eggs and larva have no attacks and can easily be 
destroyed. 


Habitat/Society: Wezers build colonies beneath the sands where 
they protect the brood queen and allow her to lay eggs. From the 
surface, their hives appear to be a series of domes that vary from 
three to eight feet tall, but that are all about five feet in diameter. 
The domes are constructed by the workers, made from sand glued 
together with a bonding resin they secrete. Only one dome actually 
has an entrance from the surface that leads into the rest of the 
tunnels. 

There is 50% chance that the inside of any dome reeks of decay 
and contains a slain creature. The dead beast is bloated and foul, 
with an ulcerous wound in the abdomen. A single white wezer larva 
feeds on the body. Every chamber has a four-foot tunnel leading 
down, hidden beneath a six-inch plug of sand and wax (treated as 
a hidden door). 

The colony tunnels are cool, humid, and six feet in diameter, 
just large enough for half-giants to crawl through. Humans, muls, 
thri-kreen, elves, half-elves, and other Medium creatures suffer a -2 
penalty on their attack and damage rolls in the tunnels. Half giants 
suffer a -6. Halflings and dwarves suffer no penalty. 
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Beneath the ground is a series of chambers connected by these 
tunnels. Chambers are used to store larva and additional food. The 
brood queen spends all of her time in the brood chamber. 

Water gatherers fly in the vicinity of the colony in search of water. 
They either store water directly in wax balls, or they use water to 
create honey that they store the same way. They hang both types 
of wax balls in the colony chambers to feed the rest of the adults 
and to nurture the young. Each sphere contains one gallon of either 
honey or water. The contents are apparent by the shade of the 
sphere (water is light, honey is dark). 

In addition to any other treasure found in a wezer lair, there are 
usually about 35 one-gallon wax balls of water and 20 balls of honey 
hanging from the honey-combed ceiling of the brood chamber. Any 
character can carry three spheres with him. The wax lasts one full 
day outside the hive before melting and spilling. Each day that a 
character eats at least a quart of the honey, he heals Id8 points of 
damage. 


Ecology: Workers are charged with construction and maintenance of 
the domes, chambers, and tunnels of the colony. They live menial, 
sedentary lives, confined to the hive from birth until death 

Water fetchers must collect water and store it as either water or 
honey for the others. Life is perilous for a water fetcher, as many of 
the creatures of Athas seek water on a daily basis, and water fetchers 
are frequently set upon when returning to the hive with water. 

The soldiers use poison to fetch live creatures for the queen to 
lay eggs in. They are relentless hunters, ranging far and wide across 
the Tablelands in search of creatures to paralyse and drag back to 
the hive for their queen. 

The brood queen herself is the matriarch of the colony. She is 
mother to all the colony’s members, and as such is protected to 
the bitter end. If the colony moves, it moves on the brood queen’s 
command only. 
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Wraith 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANISATION: 


Any 
Rare 
Solitary 


ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 


Any 
Nil 
Average to High (8-14) 


TREASURE: 
ALIGNMENT: 


R 
Neutral Evil 


NO. APPEARING: I or I-4 
ARMOUR CLASS: 18 
MOVEMENT: 9 

HIT DICE: 7+3 
ATTACK (CMB/CMD: +8 (+8/18) 
NO. OF ATTACKS: I or 3/2 


DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


1d4 or by weapon 
See below 


+2 or better weapon to hit 


MAGIC RESISTANCE: 


Nil 


SIZE: 
MORALE: 
XP VALUE: 
PSIONICS: 


M (6'tall) 
Elite (13-14) 
2,000 

Nil, MAC 13 


An Athasian wraith is a non-corporeal undead capable of moving 
freely between the Gray and the land of the living. It can possess 
unliving objects of all sorts, ranging from weapons to furniture to 
corpses, as well as unintelligent creatures. Outside its host object, 
an Athasian wraith is barely visible, appearing only as a gray shade 
or a mass of churning darkness. Its form resembles its living body, 
but it can also assume a mist-like appearance. No matter what form 
a wraith takes, it can always be spotted by its glowing eyes, which 
range from a bright purple to blood red. 

Wraiths who take human corpses as hosts fill out the dead flesh 
with their own misty form. When a section of the host is cut away, 
the same part of the wraith becomes visible. For instance, if an 
Athasian wraith possessed a corpse and the hosts right arm were 
chopped off, the wraith’s right arm would be visible in its place. 

Athasian wraiths are capable of communicating verbally with the 
living and speak the same languages as in life or have learned in 
undeath. They are free to communicate as they please outside their 
hosts, but are limited to the capabilities of the hosts they inhabit. 


Combat: Athasian wraiths in their own forms can attack once per 
round with their fists, causing Id4 points of damage per attack. As 
the wraiths’ fists pass through their opponents, the icy chill of death 
causes additional damage. Like the spell chill touch, the touch of 
a wraith causes Id4 points of damage and the loss of I point of 
Strength unless a save vs. death is made. Lost Strength returns at 
the rate of I point per hour. A victim reduced to 0 Strength points 
dies immediately. 


A wraith can reach into a living creature and grip its heart. This 
requires an attack roll made with a -4 penalty. Each round that 
the living creature is held, it must make a saving throw to shrug off 
the effects of the wraith’s chill touch. While holding a living heart, 
a wraith can tell if the heart’s owner is lying and can even read 
surface thoughts. A character held in such a way can't free himself, 
but any attack that causes damage to the wraith makes the undead 
release its grip immediately. 

Wraiths inhabiting inanimate objects, living creatures, or corpses 
attack with the natural combat forms or with weapons. Damage 
inflicted on the host does not harm the wraith or even slow it down. 
A living creature, such as a scorpion or a kank, can be sliced to 
ribbons while the wraith continues to press its attack through the 
host. Inanimate objects, such as statues, suits of armour, or swords, 
can be animated to behave as though they were alive. 

Wraiths can only be injured by enchanted weapons of +2 or 
better. Spells can also be used to harm them, but normal weapons 
and psionics don’t affect them. While inhabiting a host, damage 
from attacks that can harm a wraith only cause half damage until 
the host form is destroyed. 

Using an enchanted weapon against a wraith is dangerous, 
however. Every time a wraith comes in contact with a magical 
weapon, there is a chance that the weapon will be tainted. The 
chance that an enchanted weapon will be tainted depends on what 
it is made out of: metal 75%, rock 50%, bone or wood 25%. Every 
time a weapon is tainted, it loses one of its magical bonuses. Thus, a 
long sword +2 that is tainted becomes a +I. If it is tainted again, it 
loses all magical properties. As long as some enchantment remains, 
the weapon can be restored to its original form through the use of 
a remove curse spell. Weapons that have lost all magical bonuses 
cannot be restored. 

Living creatures are allowed saving throws versus death to fight off 
a wraith’s attempt to take them over. 

Athasian wraiths are immune to paralysation and poison, along 
with sleep, charm, hold, death, and cold-based spells. A raise dead 
spell utterly destroys an Athasian wraith if it fails a saving throw 
vs. death. 


Habitat/Society: The Gray, one of the two parallel planes of 
existence next to the Prime Material Plane of Athas (the other is 
the Black), is the natural home of Athasian wraiths. In the Gray, 
the spirits of the dead slowly dissolve and are absorbed. Some 
spirits, like wraiths, don’t suffer this fate. They are sustained by a 
force even more powerful than the Gray - their everlasting faith in 
a cause greater than themselves. Wraiths can freely travel between 
the Gray and the Prime Material Plane to serve whatever cause 
sustains them. 

All wraiths need something important from their lives to serve as 
magnets for their spirits. These items can be candles of faith, like in 
the Crimson Shrine, or brilliant gems full of life force, such as the 
gems used by the Dragon’s wraith knights. 


Ecology: Wraiths are merely undead shadows of the living, though 
they can have an effect on the material world when they so choose. 
Most wraiths seek to drive away those who still have life pulsing in 
their veins, seeking to defend the ancient sites they inhabit. Some, 
however, have a greater goal in mind and are motivated by a faith 
that lasts well beyond the death of their physical forms. 
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The Crimson Shrine, a temple of the ancients located in Under 
Tyr, is home to a host of extremely dedicated wraiths. Called the í 
Crimson Knights, they inhabit full suits of steel armour and wield 
tall halberds. It is said that the pure of heart have nothing to 
fear from the Crimson Knights, but all others are actively barred 
from entering their temple. Thousands of candles flicker within the 
darkness of the temple, kept burning by the faith of the wraiths. 

Another group of Athasian wraiths continue to walk the burning 
sands of Athas in the service of Borys the Dragon, though their true 
devotion seems to be to the return of Rajaat. 


Nikolos 


Human Male FII; AC 18; MV 9; HD 7+3; hp 45; Attack +8; 
#AT I; Dmg Id4 + chill touch; SZ M; ML 13; AL NE 

S 18, D II, C 15,1 8, W 9, Ch 14 

Special Undead Powers: None 

Special Undead Weaknesses: Unlike other forms of undead, as 
a wraith, Nikolos does not retain any of his skills as an IIth-level 
fighter. Similarly, his character attributes do not affect his combat 
scores. 


Nikolos was one of Borys the Thirteenth Champion’s select 
knights during the Cleansing Wars of ages past. Like the other 
select knights, Nikolos continued to serve Borys after his death 
by becoming a wraith. However, Nikolos and the knights were as 
dedicated to Rajaat the War-Bringer’s cause as was Borys, so when 
Borys betrayed Rajaat and became the Dragon, Nikolos and the 
knights found their loyalties divided. 

This division didn’t become evident until the events surrounding 
Free Tyr’s war with Urik, when the hero Rikus discovered the citadel 
that served as the wraith’s tomb. Until that event, Nikolos and the 
other wraiths had been waiting patiently for Borys’s return. Now, 
while they still serve Borys to all outward appearances, they also 
seek to help Rajaat return from the prison he was trapped in by the 
Champions who betrayed him. 

Nikolos, like all of Borys’s wraiths, is bound to a gem that 
contains the entirety of his life energy. Borys’s knights were so 
dedicated to the Thirteenth Champion because with the gems 
serving as repositories for their life forces, it is possible for the wraiths 
to be resurrected at some point in time. 

When Nikolos appears in his wraith form, he looks like a gray 
shade armoured in gray plate. He carries no visible weapon. As he 
goes about serving the Dragon, Nikolos is very careful not to betray 
the goals of Rajaat. He will serve the Dragon faithfully as long as 
that service doesn’t hamper the eventual return of the War-Bringer. 

Nikolos is as arrogant and sure of himself in death as he was 
in life. He is a consummate knight, ready to defend his beliefs 
and code even beyond the veil of death. When he has to interact 
physically with the material world, Nikolos likes to inhabit living 
creatures with animal-level intelligence. He is particularly fond of 
poisonous creatures such as scorpions and snakes. 
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Xerichou 


CLIMATE/TERRAIN: Any dry land 
FREQUENCY: Uäcommon 
ORGANISATION: Solitary, flock 
ACTIVITY CYCLE: Day 

DIET: Omnivore 
INTELLIGENCE: Average (8-10) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: 6-36 
ARMOUR CLASS: 15 
MOVEMENT: 9, Fl 15 (D) 
HIT DICE: 3 
ATTACK (CMB/CMD: +3 (+2/12) 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK: 2d4/2d4 
SPECIAL ATTACKS: See below 
SPECIAL DEFENCES: See below 
MAGIC RESISTANCE: Nil 


SIZE: S (T? long, 3’ wingspan) 


MORALE: Steady (II-12) 
XP VALUE: 270 
PSIONICS: +5, PSPs 35, MAC 10 


Powers: cell adjustment, displacement, mental barrier, mind 
thrust, psychic crush, teleport, thought shield, time shift 


Xerichous are flying, vicious predators. Xerichous begin their 
life as relatively small, armoured, worm-like creatures. After their 
metamorphosis, xerichous become flying, 6-legged predators. They 
are deep brown to red-brown in colour and have a tough, leathery 
hide. They also have sparse tufts of hair sprouting from around 
their joints and underbelly. After this change, xerichous begin to 
flock with others of their kind. They emit loud shrieking caws when 
attacking potential prey. 


Combat: Xerichous flock together to breed and to insure their 
survival through safety in numbers. The beasts attack by flying in 
and raking the razor-like edge of their wings into their intended 
victims, causing 2d4 points of damage on a successful attack. 
Though they are small creatures individually, a flock will attack 
beings as large as giants. 

While attacking, the creatures use their numerous psionic abilities 
to confuse their prey Xerichous use teleport, displacement, and time 
shift to change their location and disorient their victims. When one 
of the creatures begins this behaviour, all their comrades follow suit. 
During the first three rounds of this attack, the flock attacks at +I 
and victims can make no attacks for Id4 rounds unless a successful 
save vs. petrification is made at -2. 

If a xerichou falls below 10% of its maximum hit points, it 
teleports back to its lair (if it has enough PSPs) or disengages and 
flies back to its lair. Once back in the lair it rests, using its psionics 
to heal all damage sustained during the encounter. 


Habitat/Society: When a larvae is half a year old, it climbs a high 
precipice and hook its legs into the surface. It then begin the long 
process of cocooning itself into a shell that looks almost rock-like. 
While in this stage they are 90% likely to be mistaken for a natural 
rock formation. After hatching, the creature instinctively returns to 
its ancestral nesting grounds where mating and egg laying takes place 
and the whole process begins once again. 


Ecology: While in larval form, xerichous are considered a delicacy 
to the thri-kreen. Also the secretions made while cocooned are highly 
sought for their astral properties for use in potions and research. 

The larvae are beige in colour, completely silent, and have no 
combat ability (HD I, AC 12, MV 6). They crawl using I2 small 
stubby appendages with sharp hooks on the bottom. The hooks 
allow the larvae to climb vertical surfaces and even hang upside 
down. Larvae are solitary and omnivorous, eating anything that does 
not move. 
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CLIMATE/TERRAIN: 


Tablelands, Forest, Mountains 


FREQUENCY: Rare 
ORGANISATION: Pack 
ACTIVITY CYCLE: Any 
DIET: Special 
INTELLIGENCE: Low (5-7) 
TREASURE: Nil 
ALIGNMENT: Neutral Evil 
NO. APPEARING: 2-12 
ARMOUR CLASS: 13 
MOVEMENT: 18 
HIT DICE: I 
ATTACK (CMB/CMD: +I (+0/12) 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: 1d3 
SPECIAL ATTACKS: Psionics 
SPECIAL DEFENCES: Psionics 
MAGIC RESISTANCE: Nil 
SIZE: T (T long) 
MORALE: Steady (12) 
XP VALUE: 120 

Leader: 175 
PSIONICS: +I, PSPs 24, MAC 12 


Powers: ego whip, ESP, mind bar, mindlink, invisibility 


Zhackals are pack animals that feed off of the emotions of those 
about to die. The pack gathers and feeds on the dying victim’s 
emotions, using psionics to get the victim to give up his hold on life. 
Zhackals are small, with thick brown or gray fur. They are four- 
legged, have small, very sharp teeth, and eyes of deep blue. 
A zhackal makes no sound, although it can communicate with 
others of its kind by means of its mindlink power. 


Combat: A zhackal pack roams about, looking for a dying victim. 
A weakened or dying victim is followed until he is near death. The 
pack then closes in and turns its psionic powers on the victim. The 
dying prey is attacked psionically until he ceases clinging to life. The 
victim’s expiring emotions constitute a feast for the zhackal pack. 

A zhackal pack has a unique ability. When closing in for the kill, 
the strongest zhackal establishes a mindlink with the others. This 
allows them to communicate and share PSPs. The pack attempts 
to hide, using invisibility or mind bar if necessary, and then strikes 
with ego whip until the victim has no reason or chance to survive. 

A zhackal pack has a low intelligence but high cunning. Their 
victims are always those helpless or near death. Victims of mountain 
malaise are favourite prey. A pack can exist on vegetation, seeds, 
berries, and rodents, but needs dying emotions to really feast. 

If cornered and attacked, the pack responds with their sharp 
bites. Victims killed in battle this way yield very few of the proper 
emotions for a pack; the pack would rather run than stay to fight. 


Habitat/Society: Zhackal packs roam any areas except the silt 
basins and the Sea of Silt. A zhackal pack does not value treasure, 
leaving a victim's, valuables alone, though they may feast on the 


corpse if they are physically hungry. This is rare, for the emotions 
they feast on seem to satisfy them physically as well as emotionally. 

A zhackal pack is always led by the largest member, having 
maximum hit points and an extra 10 PSPs. The pack leader is 
usually the most intelligent. A zhackal pack can be contacted 
mentally. However, since they do not speak a language, only basic 
emotions can be sensed. The emotion most often sensed is a lust 
for the death of the being who contacts them. 


Ecology: Any dying creature is potential food, including other 
zhackals. Zhackals do not feast on members of their own pack, 
leaving a dying member behind to fend for itself. A zhackal pack 
may even be found in a city, but they only come out at night. They 
never stay long in a village or city because they are almost sure to be 
found out and hunted down. This usually involves psionic searching, 
since they are good at concealing themselves. Certain jaded nobles 
even keep single zhackals as pets, feeding them from the emotions 
of dying slaves and gladiators. A zhackal fed this way will be quite 
loyal to the noble, said noble becoming its “pack leader”, so to 
speak. A zhackal is very expensive to keep, for slaves and gladiators 
that might otherwise live die off much sooner with a zhackal around. 
Zhackal fur is valuable, but it takes quite a few zhackal skins to 
make anything that could be sold. In most markets, zhackal fur is 
worth 100 cp a square yard, but ten unmarked zhackal are needed 
to produce that much fur. The fur is used in making clothing. Such 
clothing resembles cotton in its ability to “breath” and wears well. 
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Zhen 


CLIMATE/TERRAIN: Southern Dead Lands 
FREQUENCY: Uncommon 
ORGANISATION: Varies 

ACTIVITY CYCLE: Any 

DIET: Nil 

INTELLIGENCE: Exceptional to Genius (15-18) 
TREASURE: Nil 

ALIGNMENT: Any evil 

NO. APPEARING: 2-20 

ARMOUR CLASS: 20 

MOVEMENT: 12 

HIT DICE: As in life, minimum 10 


ATTACK (CMB/CMD: 
NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 
MAGIC RESISTANCE: 


As in life or +10 (+10/20) 
As in life or 2 
As in life or 1d8/1d8 


Drain attributes, psionics 


+I or better weapon to hit 
5% per Hit Die 


SIZE: M (6 tall) 

MORALE: Champion (15) 

XP VALUE: 15,000 +2,000 per HD over 10 
PSIONICS: +12, PSPs 98, MAC 17 


Powers: awe, body weaponry, cannibalise, chameleon power, 
conceal thoughts, danger sense, detect life, dimensional door, 
dimensional walk, domination, inflict pain, invisibility, martial 
trance, metamorphosis, mind thrust, phase, psionic blast, scrying, 
summon planar creature, telempathic projection 


The zhen came into being with the Cataclysm. Born to unlife out 
of the planar life-stuff contained in obsidian, they are unique and 
terrible creatures. Formerly humans (although there are exceptions), 
defilers in the service of Rajaat, they died and were transformed in 
fiery agony as torrents of liquid obsidian poured from the demiplane 
into the open gate, enveloping them. The obsidian consumed all 
within the proximity of the gate without regard to rank or position. 
Gardeners and defilers, preservers and cooks, all met the same fate. 

And when it raised them to unlife, it restored most of the powers 
and abilities they possessed in life, although some were impaired and 
a few were enhanced. These events occurred almost 2,000 years ago 
and most zhen have grown in power and might since then. 


Combat: All zhen relish combat, but they remain individuals and 
have their own battle preferences, abilities, and talents. As a rule, 
however, zhen prefer to initiate combat with psionics, and those who 
are necromancers as well follow up with spells. They only use their 
powerful fists in close combat where their high Strength enables 
them to deliver Id8 points of damage per hand (though there are 
those who simply enjoy pounding on weaker opponents.) 

Zhen can only be hit by +I or better magical weapons, psionics, 
or by spells. 
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They magically mend their dead bodies after taking combat 
damage, regenerating up to 3 points of damage per round starting 
the second round after being hit. 

Unlike most undead, zhen are susceptible to sleep, hold, and 
charm spells. 


Habitat/Society: Zhen work according to their abilities at leadership. 
Some are guards, some rulers. They are capable of working together, 
much as they did in life, though that seldom occurs without a strong 
leader. The zhen are so angry and bitter over their transformation 
that they would rather accuse and blame each other than cooperate. 


Ecology: The zhen have a terrible impact on the ecology of the 
region. They cut, chip, and destroy the obsidian at will; if not for the 
protections raised by the Seventh Tree, they would have remained 
defilers until the massive tree of life was dead. And slowly they 
are depleting their only real resource above the obsidian: the dead. 
Fewer and fewer are resurrected after battle, because less of them 
remains to raise. 
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Zombie, Badna 


CLIMATE/TERRAIN: Subterranean/Varies 
FREQUENCY: Unique 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any 

DIET: Nil 
INTELLIGENCE: Varies (as in life) 
TREASURE: C, Star of Badna 
ALIGNMENT: Neutral Evil 
NO. APPEARING: I 

ARMOUR CLASS: Base 14 
MOVEMENT: 18 

HIT DICE: As in life or 10 


ATTACK (CMB/CMD): 
NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENCES: 


As in life or +10 

2 plus special 

3d10 

Star of Badna, disease 
Regeneration, +2 weapon to 
hit 

Defiler magic: 100%, 

All others: 40% 


MAGIC RESISTANCE: 


SIZE: As in life 
MORALE: Fearless (20) 

XP VALUE: 10,000 

PSIONICS: As in life, MAC 20 


The badna zombie is a cursed guardian of the Star of Badna, a 
powerful artifact created by the late sorcerer-queen Abalach-Re. 
After being in possession of the Star of Badna for a period of 
time, the energy from the artifact turns the owner into an undead 
guardian. There can only be one badna zombie at any one time. 
Should ownership of the Star of Badna be taken away from the 
zombie, it does everything it can to capture the artifact back. If the 
zombie cannot recover the Star of Badna before the next possessor 
is affected by the curse, or after a period of one year passes, the 
previous possessor crumbles into ash. 

Once the curse has taken hold, the possessors skin turns a 
wrinkled light blue in colour, matching the hue of Star of Badna. 
The claws, eyes, and teeth of the zombie become pitch black, while 
its hair (if any) remains the same as in life. Embedded in the centre 
of the creature’s chest is the Star of Badna, which can only be 
removed if the zombie is dead or dropped below -I0 hit points. 
Though undead the physical form of the badna zombie does not 
rot, preserved by the Star of Badna. 

Should it lose possession of the relic, its body slowly decays until 
it again regains the artifact. Badna zombies cannot speak, though 
they understand any languages they possessed in life. If the zombie 
possessed telepathic psionics in life, those abilities can be used for 
communication. 


Combat: The badna zombie is incredibly fast, attacking twice per 
round with razor sharp talons. Victims hit by these claws suffer 


3d10 points of damage and must make a saving throw versus death 
magic or become afflicted with a horrible disease which takes effect 
immediately. Every round afterwards, the victim loses one point from 
a random ability score (Strength, Wisdom, etc.) until one ability 
reaches zero, at which point they perish. This ability is cumulative 
with subsequent attacks, and can only be cured with a cure disease 
spell. 

The badna zombie regenerates 3 hit points per round, even if 
taken below -10 hit points and/or separated from the Star of Badna. 
Severing the creature’s head is the only way to permanently kill it 
aside from separating it from the artifact for one year. 

The badna zombie can only be damaged by weapons of +2 or 
greater enchantment, and possesses an immunity to magic when in 
possession of the Star of Badna. If the sapphire is removed from its 
possession, the immunity is lost. The creature has a base AC of 14, 
which can be improved through magic and armour. 

In addition to its claw attacks, a badna zombie can utilise one 
ability Gf applicable) from the Star of Badna each round. The 
zombie’s use of the artifact is instantaneous (or at any moment the 
creature needs it), and suffers from no penalties for initiative. 

As a zombie, the creature is immune to all sleep, hold, charm, 
illusions, mind-affecting spells and psionics, death magic, cold-based 
spells, and all forms of poison and paralysis. Holy water has no effect 
on a badna zombie, and the creature cannot be turned as long as 
it possesses the Star of Badna; otherwise it is turned as a wraith. 
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Zombie, Badna 


Habitat/Society: A badna zombie is obsessed with its possession 
of the Star of Badna, to point of having paranoid delusions that 
everyone is trying to take it from them. For this reason, the zombie 
tries to find a deserted, remote location where it can feel safe - 
though even then the creature suffers from tortured anxiety over 
having the sapphire taken away. Should the sapphire ever become 
separated from the zombie, the creature suffers from intense pain 
until it is returned or the creature perishes. A badna zombie always 
knows the location of the artifact if separated from it, being able to 
track it anywhere on Athas. 


Ecology: A badna zombie has no need for sleep, food, or rest, 
guardianship of the Star of Badna being its sole purpose in life. 


Star of Badna 


The Star of Badna is a perfect sapphire of 200 carats. It is the size 
of a human fist, the largest gem of its kind ever found on Athas. 
The gem is most often found embedded in the chest of a Badna 
zombie, a guardian who is cursed with an undead existence by the 
magic of the sapphire. When exposed to moderate amounts of light, 
the Star of Badna glows with an azure radiance. 


History 
After asserting herself as queen of Raam, Abalach-Re proclaimed 


herself the servant of a greater power — a supreme entity named 
Badna from which she and her templars drew their power. This was 
of course a fraud, as the being known as Badna has never existed. 
Hundreds of years ago, Raam had the most plentiful mines on all 
of Athas, which produced alabaster, sapphires, and emeralds before 
being mined out several King’s Ages ago. The largest gem taken 
from these mines was a sapphire of over 200 carats, accredited to be 
a gift to Raam from Badna by the sorcerer-queen. Called the Star 
of Badna, it was often displayed to the general populace as a way to 
dupe Raamites into believing their destiny was controlled by a great 
celestial entity named Badna and not Abalach-Re. 

Nearly I00 years after taking control of Raam, Abalach-Re 
discovered the intentions of Dregoth to advance to a 30th-level 
dragon. With Borys of Ebe still rampaging across the Tablelands, 
none of the other sorcerer-kings wanted the Ravager of Giants to 
attain such power. Hence, Abalach-Re planned to lead the other 
former Champions to Giustenal and kill Dregoth. Following weeks 
of seclusion, she empowered the near-perfect Star of Badna with 
magical wards that protected the bearer from defiler magic as well 
as granting other protections and abilities. With the aid of the Star 
of Badna, Abalach-Re and the other sorcerer-kings slew Dregoth 
with ease. 

Afterwards, Abalach-Re discovered that the Star of Badna came 
with a horrible curse - one the sorcerer-queen was not willing to 
pay. Unwilling to give up an artifact of such power should she ever 
need it again, Abalach-Re instead bequeathed the Star of Badna 
to several high templars over the next 2,000 years (usually ones she 
did not like). This cycle continued until Abalach-Re’s death at the 
hands of Sadira of Tyr in Free Year 10, after which the Star of 
Badna disappeared. The last known caretaker of the Star of Badna 
was a human by the name of Grogh-En, who disappeared after the 
sorcerer-queen’s death and the riots that followed. 


Campaign Use 


Outside of the Dregoth Ascending adventure, the Star of Badna 
is a deadly artifact for player characters to have. Eventually, they'll 
fall victim to its curse and become evil NPCs. Characters should 
hide or attempt to destroy the sapphire before its power falls into 
the wrong hands. 


Powers 


Constant Powers: The possessor of the Star of Badna is immune 
to the effects of a defiler’s magic (spells cast by defilers), and has 
a 40% magic resistance to preserver magic and magical effects 
produced by magical items and other artifacts. The touch of the 
Star of Badna can also remove enchantments from magical items 
(except artifacts). Each round the Star of Badna comes into contact 
with such an item, there is a 5% cumulative chance for the item to 
lose its enchantments. Once this occurs, the item can never again 
be enchanted for any reason. 

Invoked Powers: Twice per day, the Star of Badna can reflect a 
spell cast upon the possessor as a ring of spell turning. The possessor 
must choose where the spell is reflected. Once per day, the Star 
of Badna can project a bluish light that deprives one target of all 
prepared magical spells (new ones can be re-learned). The victim is 
allowed a saving throw versus spells to resist this effect. 

Curse: For each month a person possesses the Star of Badna, 
there is a cumulative 8% chance of becoming a Badna zombie. 


Suggested Means of Destruction 


e Subjected to a weight of 2,000 pounds, one pound for every 
year of its existence. 
e Sealed in complete darkness for a thousand years. 
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Zombie, Lightning 


CLIMATE/TERRAIN: Nibenay 
FREQUENCY: Very Rare 
ORGANISATION: Pack 
ACTIVITY CYCLE: Any 

DIET: Nil 
INTELLIGENCE: Semi (2-4) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING: 2-12 
ARMOUR CLASS: 12 
MOVEMENT: 18 

HIT DICE: 2 
ATTACK (CMB/CMD: +2 (+3/15) 
NO. OF ATTACKS: 2 claws, I bite 
DAMAGE/ATTACK: Id8 x3 
SPECIAL ATTACKS: -4 initiative bonus 
SPECIAL DEFENCES: Immunities 
MAGIC RESISTANCE: Nil 

SIZE: M (6'tall) 
MORALE: Fearless (20) 
XP VALUE: 120 
PSIONICS: Nil 


Lightning zombies are the reanimated remains of the templar-wives 
of the sorcerer-king Nibenay, brought into unlife by the energies of 
the entity known as the Zwuun. 

Lightning zombies appear like regular zombies - rotting echoes of 
the individual they were in life - but are clad in funereal finery as 
befits their station. They are all female. 

Lightning zombies are named for the magical energies that raised 
them from death and for the incredible speed of their attacks. 


Combat: Attacks by lightning zombies maximise the surprise of 
their speed and ferocity. They enjoy stalking their prey, moving 
around their targets before they strike. When the attack comes, it is 
incredibly fast; lightning zombies receive a -4 bonus to all initiative 
rolls. 

Lightning zombies attack with a flurry of claws and a bite, each 
dealing Id8 points of damage. Their attacks are chaotic, with the 
zombies often swarming over their enemies and striking from the 
shadows. 

After an initial series of attack, the zombies appear to retreat, but 
this is only to plan a further salvo. For example, the zombies might 
weaken the roof of an underground passage so that one or more of 
their targets fall into it from the surface, like a tiger trap. As soon as 
victims are in sight, the zombies swarm in and attack again. 

Lightning zombies continue these waves of hit-and-run attacks 
until their foes are dead or the zombies are destroyed. 

A lightning zombie can be turned as if it were a ghoul. 


Habitat/Society: The lightning zombies have no society - they 
are undead creatures raised from their eternal sleep by magical 


catastrophe. Because they retain some degree of awareness, they are 
able to cooperate with each other and form rudimentary plans, but 
their interaction does not go beyond this. 


Ecology: None. As undead creatures, lightning zombies do not 
contribute to the ecology of Athas. 
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Zombie, Salt 


CLIMATE/TERRAIN: Great Ivory Plain 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Night 
DIET: Water 
INTELLIGENCE: Low (5-7) 
TREASURE: As in life 
ALIGNMENT: Chaotic Evil 
NO. APPEARING: 1-4 
ARMOUR CLASS: See below 
MOVEMENT: 12 

HIT DICE: 4+2 
ATTACK (CMB/CMD: +4 (+4/14) 


NO. OF ATTACKS: I 


DAMAGE/ATTACK: 3d6 

SPECIAL ATTACKS: Blood drain 
SPECIAL DEFENCES: See below 
MAGIC RESISTANCE: See below 
SIZE: M (6 tall) 
MORALE: Fearless (19-20) 
XP VALUE: 420 
PSIONICS: Nil, MAC 12 


The salt zombie is an undead creature born of hate (and possibly 
a subtle magic of the Great Ivory Plain). Resembling the common 
zombie, these animated corpses are much more powerful and even a 
little more intelligent, and are formed when a human or demihuman 
dies of thirst in the Great Ivory Plain. 

Salt zombies resemble a thin and desiccated husk, appearing 
almost mummified (although not wrapped in strips of linen like a 
mummy). The eyes of a salt zombie are sunken and shrivelled, the 


limbs are thin and spindly, and the abdomen is desiccated and thin. 
Their lips are often dry and cracked, but do not bleed. 


Combat: Salt zombies pursue the living for the water within them. 
Their thirst for this water is overwhelming, and salt zombies can 
sense victims for a distance of up to 5 miles. 

When attacking, the salt zombie strikes until it inflicts a wound 
that draws blood (ie, until it inflicts damage upon the victim). At 
that point it lunges for the victim, sucking at the bleeding wound. 
The zombie must roll to hit to get its mouth on the wound, but it 
then hits automatically for Id6 points of damage each round. The 
first strike often incapacitates its foe, but in any case the salt zombie 
continues to drink until all blood is rained and the victim is dead. 

Once the salt zombie has grabbed a victim, they may attack the 
zombie with weapons of size S only. Other weapons are too long 
and unwieldy to attack an opponent so near. Other individuals may 
attack the salt zombie normally, but on a roll of I (or on a roll that 
is at least IO less than is required to hit the salt zombie), they hit 
their companion instead. A CMB check frees the victim. 
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The salt zombie can be hit by normal weapons, but its Armour 
Class is the same as it had in life, with an additional +2 bonus 
because of its desiccated condition. Thus, a salt zombie wearing no 
armour is treated as Armour Class 12, while a salt zombie wearing 
scale mail would be treated as Armour Class 16. Salt zombies never 
wear shields or use weapons. 

Like other undead, zombies are immune to sleep, charm, hold, 
death magic, poisons, and cold-based spells. A vial of holy water 
inflicts 2d4 points of damage, and a create water spell immediately 
sates the zombie, sending it into a torpid state for Id6 days. Non- 
magical weapons inflict half damage on salt zombies due to their 
desiccated condition, but they suffer double damage from fire-based 
attacks. 


Habitat/Society: Salt zombies have little in the way of actual 
society. They are not intelligent in the normal sense, but are driven 
to attack by the thirst that possesses them. They band together in 
packs for survival, but once combat is enjoined it is every zombie 
for itself. 


Ecology: There appear to be several areas of the Great Ivory Plain 
where a person who has died of thirst will become a salt zombie. (A 
person who dies of thirst through hit point loss does not become a 
salt zombie.) The sheer force of will of an individual refusing to die 
seems to somehow reanimate their corpse in these peculiar regions. 
It is unknown what sort of residual magic may linger in these areas 
to cause such an effect. There is a 5% chance that any person dying 
of thirst in the Great Ivory Plain will reanimate. 
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Zombie, Thinking 


CLIMATE/TERRAIN: Anw 
FREQUENCY: Very Rare 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Any, see below 
DIET: Carnivore (human flesh) 
INTELLIGENCE: Average (8-10) 
TREASURE: See below 
ALIGNMENT: Neutral Evil 
NO. APPEARING: I 
ARMOUR CLASS: As in life or 14 
MOVEMENT: 12 
HIT DICE: As in life, minimum 5+6 
ATTACK (CMB/CMD: As in life, 

minimum +6 (+10/20) 
NO. OF ATTACKS: I or2 
DAMAGE/ATTACK: By weapon or 1d6+4/1d6+4 
SPECIAL ATTACKS: See below 
SPECIAL DEFENCES: See below 
MAGIC RESISTANCE: Nil 


SIZE: S-L (4-15’ tall) 
MORALE: Fearless (19-20) 
XP VALUE: 420 +65 per HD over 5 
PSIONICS: Varies, MAC I5 


A thinking zombie is a creature who has died and its spirit cannot 
rest until it has completed the task. The body remains animate 
and the zombie is semi-free willed, bound only by its dedication to 
completing its assigned duties. 

Thinking zombies are easy to identify because their bodies are 
usually in good condition since they reanimated shortly after death. 
Their eyes burn with hate for all living things and a desire to 
complete their task and achieve final rest. Most are giants or half- 
giants as those creatures are often subject to the geas and quest 
spells that create them. They usually wear the clothes they had in 
life and carry the same weapons. Any wounds on their body in 
death betray their undead nature, as the flesh of thinking zombies 
does not heal even if they regain lost hit points. Those who travel 
in the day stink like corpses, so most prefer to move about at night. 


Combat: Thinking zombies are clever undead. They retain the same 
intelligence they had in life, though it is focused on the purpose for 
which they still exist. They avoid the living whenever possible, but 
attack anyone who tries to prevent them from completing their task. 

Thinking zombies have 19 Strength, unless their Strength in 
life was greater, in which case it remains the same. Those with 19 
Strength gain a +4 bonus to hit and damage. Thinking zombies 
retain the same Dexterity they had in life. They can use normal 
weapons, including missile weapons, and commonly attack with the 
weapons they carried in life. They can also attack with their fists, 
causing Id6+4 points of damage. 


The bite of a thinking zombie has the same effect as the 3rd-level 
priest spell cause disease, infecting the victim with a fatal disease. 

Thinking zombies are immune to all sleep, hold, charm, illusions, 
mind-affecting spells, death magic, and all cold-based spells, and all 
forms of poison and paralysis. They suffer only half damage from 
magic missiles and all fire and electrical attacks. Holy water causes 
them 2d4 points of damage. Raise dead requires them to make a 
successful save vs. spell or be destroyed. 


Habitat/Society: Thinking zombies are far more active at night than 
during the day. Darkness allows them to more easily pass as living 
beings and the heat of the day causes them to stink like rotting 
corpses. Animals will bark and growl whenever thinking zombies 
are nearby. 


Ecology: Thinking zombies hold no natural place among the living 
and seek an end to their own existence. They cannot actively seek 
any other end to their existence except through completion of their 
assigned task. They do not rest until it is done. They might return 
as racked spirits because they were unable to complete their tasks 
as thinking zombies. 


Evirdel Ironhand 


Human female templar 6; AC I6 (studded leather +1); MV 
12; hp 23; Attack +2; #AT I; Dmg Id4+1 (dagger +1); SZ M; 
ML 19; AL LE 

S 9, D 16, C 12,1 18, W 17, Ch 13 

Spells: Ist level—cause fear, cause light wounds, command, 
protection from good, sanctuary, 2nd level—hold person, obscurement, 
snake charm, wyvern watch, 3rd level—animate dead, speak with 
dead 

Special Undead Powers: cause despair, cause revulsion 

Special Undead Weaknesses: none 
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Zombie, Thinking 


Evirdel served as a loyal templar in the service of Dictator Andropinis, 
sorcerer-king of Balic, until she was falsely accused and condemned 
as a traitor. She was tortured into a false confession before her peers, 
as an example, and then slain and revived as a thinking zombie. 

Evirdel hates her masters and the magic that sustains her allows 
her no peace. She must hunt down five former templars who did 
actually betray Dictator Andropinis, and who were also said to be 
her co-conspirators. 

So far Evirdel has tracked down and killed one of the templars. 
Her victims have lost their spells, but she continues to receive her 
own from the sorcerer-king until she has completed her tasks. 

She might accidentally wrongly identify possible adventurers as 
her targets. She might also enlist the aid of others if her targets are 
well-protected. 


Claktor Bloodfist 


Mul male gladiator 5; AC 15 (hide armour, armour optimization); 
MV 12; hp 45; Attack +8; #AT I; Dmg 1d8+4 (long sword); SZ 
M; ML 20; AL NE 

S 17, D 14, C 20,113, W 8, Ch II 

Special Undead Powers: none 

Special Undead Weaknesses: casts no shadow 


Claktor was making a living as a burglar, working with a thief. The 
pair accidentally chose the wrong home to burglarise and were killed 
by the powerful defiler who lived there. The thieves were raised from 
the dead by the defiler almost as a joke. 

The thinking zombies were sent out to find a particular preserver 
with whom the defiler had previous run-ins. The pair are supposed 
to steal one particular magical item of great power and as many 
other magical items as they can find and return with the items as 
soon as possible. 

The pair found the preserver, but the thief was completely 
destroyed and Claktor learned the preserver had lost the magical 
item to another mage. Claktor escaped the preserver and now 
searches for that device and its owner. 

A group of adventurers might unwittingly acquire the item Claktor 
is looking for during their travels. Claktor will get the item he seeks 
one way or another or die trying. He might be willing to work out 
some exchange of services or pay a fair price if at all possible. 


Beli Iton 


Half-giant female R7/Ps6; AC 17 (leather armour +2, shield 
+1); MV 12; hp 42; Attack +12; #AT 3/2; Dmg Id6+10 (trident); 
SZ L; ML 20; AL LE 

S 23, D 13, C 17,1 16, W 16, Ch 15 

Special Undead Powers: drain life 

Special Undead Weaknesses: code of honour 

Psionics: +8, PSPs 41, MAC 15 

Powers: Ist level—catfall, conceal thoughts, displacement, ego 
whip, spider touch; 2nd level—adrenaline control, body equilibrium, 
body weaponry, fighting trance, flesh armour, heightened senses, 3rd 
level—ectoplasmic form, inertial barrier, mind thrust 


Beli Iton was exploring the lair of a tliz with a group of adventurers 
when she was attacked and killed by rot grubs. Her party left her 
and intended to come back for her body, but were unable to do SO, 


as they were forced to make a quick escape from the undead of the 
lair. The tliz found the dead adventurer and transformed her into a 
thinking zombie. She was sent out by the tliz to kill her friends for 
trespassing in the lair of the tliz. 

She has been trying, to fight her orders, but has been unable to 
control herself. She has already killed one of her closest friends and 
suffers deep emotional pain because of it. She has considered death, 
but the magic that animates her forces her to avoid her own death. 

Beli Iton is now looking for a mage or priest of sufficient power to 
release her from the quest she is forced to fulfil before she can rest. 


Levgar Giantslayer 


Human male gladiator 8; AC 19 (studded leather, shield +2), 
armour optimisation) MVIQ2; hp 51; Attack +13; #AT 3/2; Dmg 
2d4+7 (gythka); SZ M; ML 19; AL NE 

S 20, D 17. C 16,1 12, W 7, Ch I0 

Special Undead Powers: claws 

Special Undead Weaknesses: none 


Levgar Giantslayer has been a thinking zombie for more than 700 
years. His quest requires him to hunt down and slay all half-giants 
and giants of a particular lineage. 

He has had great success so far, despite his own limited personal 
power. He hires others to kill on his behalf and by using careful 
strategy to catch his opponents off guard. 

Any half-giant adventurer might actually be of the lineage Levgar 
is set out to destroy, and he will use everything in his power to hunt 
down, stalk, and kill the adventurer whenever he is most off guard. 
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Zombie Plant 


CLIMATE/TERRAIN: Scrub Plains, Forest 


FREQUENCY: Uncommon 
ORGANISATION: Solitary 
ACTIVITY CYCLE: Day 

DIET: Photosynthesis 
INTELLIGENCE: Semi (2-4) 


TREASURE: A 
ALIGNMENT: Neutral 
NO. APPEARING: I 
ARMOUR CLASS: 13 
MOVEMENT: 
HIT DICE: 3 
ATTACK (CMB/CMD: +3 (43/13) 
NO. OF ATTACKS: Nil 
DAMAGE/ATTACK: Nil 
SPECIAL ATTACKS: Berries 
SPECIAL DEFENCES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 
PSIONICS: 


Powers: attraction 


Berries 

Nil 

M (5-6 tall) 

N/A 

120 

+3, PSPs 20, MAC 12 


The zombie plant is a semi-intelligent shrub that produces highly 
nutritious berries. Anyone who partakes of the berries has a chance 
to become a slave of the zombie plant, existing only to serve and 
protect it. Its name comes not from its appearance, but from the 
mindless state of its servants. 

A zombie plant resembles a healthy berry bush, with thick foliage. 
It bears fruit throughout the year, the berries are red and grow in 
twos and threes. The plant also has a clean, healthy scent, which is 
aided by its psionic power of attraction. 


Combat: The zombie plant has only one attack: to attract a victim, 
and get him to eat some of its berries. Each berry is nutritious and 
juicy. Ten slake a man’s thirst as well as a half gallon of water and 
heals one point of damage. One turn after eating the first berry, the 
victim must save vs. poison, at a -I penalty for each additional berry 
eaten. (Thus, ten berries eaten equals a -9 penalty to the saving 
throw.) A failure means that the victim is addicted to the berries 
and now has only one desire: to protect the plant and its fruit. 
The zombie plant’s main source of defence is its slaves. A 
slave exists on nothing but the berries, and they sustain him in 
fine physical condition. However, for each day that the slave lives 
on berries only, he loses one point of intelligence, permanently. 
Intelligence loss stops when it reaches one and stays there until the 
victim dies of neglect or, perhaps, in defence of the plant. Zombie 
slaves think only of the plant, gladly dumping all of their water out 
on the plant, feeding it, and in general seeing that it is safe and well. 
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If anyone threatens the zombie plant, its slaves fight to the death 
to defend it. Slaves use weapons, if they have them, but do not 


remember how to use spells, psionics, or any other special abilities 
they might have had. A side effect of the berries renders the slaves 
immune to hold, charm, or sleep magic, as well as to any telepathic 
psionic powers. 

A zombie plant generally has one slave. It is possible for it to 
have as many as five, although that many tend to leave the plant 
stripped of berries. Without berries, the slaves weaken and eventually 
die. The strongest slave usually survives, for as soon as the plant 
produces new berries, the slaves will fight and destroy each other 
trying to get them. 

The zombie plant only uses attraction when a prospective slave 
comes near and usually if it does not have a slave at the time. 


Habitat/Society: The zombie plant is a solitary plant with a well- 
defined territory. If two zombie plants grow within a mile of each 
other, the first to get a slave has his slave destroy the other plant. 
They can only sense other zombie plants within a mile. 

The zombie plant typically grows IdI00+100 berries. Ten berries 
a day can keep a slave healthy and mindless. The plant can produce 
a new crop of berries every week. When not defending the plant, or 
fetching water or food, the slave generally just lies under the shade 
of the plant. 


Ecology: The zombie plant needs as much water as a man. They 
tend to grow best near streams and lakes in the Forest Ridge, 
although occasionally plants do well in the scrub lands. These plants 
generally grow near trade routes or oases, where slaves and water are 
easily available. 
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